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Introduction 


So, here's what this is. 


| been a huge fan of the Eclipse Phase RPG for a long time. Been a member on their 
forum for years, etc, etc. Inspired by concepts like Farcast and Seedware! wanted to 
create a personal space to jot down homebrew ideas for mechanics, characters, plots, 
items, whatever without having to worry about threads getting buried on a forum or 
passing into the ether such as on an imageboard. I've had loads of ideas I've either 
made, or curated over the years — some of which I've never shared outside my 
immediate gaming group, so | figured | might as well have a place to expand on ideas, 
keep track of them, share them with people. 


| don't want to say this is a yearblog like Farcast or Seedware. | don't want to nail 
myself down to posting every day, because l'm doing this for fun. Life can be random 
or chaotic sometimes, and | don't want this to become a chore for me to do every day. 
Similarly, | don't know if I'll stretch it out to post a continuous year, or maybe it'll go 
way past that. And maybe! want to post multiple entries in one day. Some people 
work well with a lot of rules, some people work well with lots of freedom. 


The name comes from the "reputation system" or "reputation economy" concept in 
the game, where reputational standing with various clusters of factions is codified as 
"rep", usually with a certain letter prefix. So "H-rep" is my sharing of ideas which are 
homebrewed, building a little network and maybe a little rep for myself. 


H ere's hoping for a long while of good ideas. 


Eclipse Phase is under the Creative Commons license, Attribution-N oncommercial- 
Share Alike. So all credit to the setting and original work go to Posthuman Studios, 
who generously allow their work to be shared, copied or remixed for noncommercial 
purposes, so long as it's done with attribution under the same licensing. 
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Enhanced Touch 


Tags: [bioware], [enhanced senses], [implants] 


In terms of bioware, the concept of enhanced senses is very common in the 
Transhuman Future. Enhanced Vision and Enhanced H earing (p. 301 EP) are such 
common augmentations that many lines of morphs even come with them naturally. 
While not as common, Enhanced Smell (p. 301 EP) is similarly a useful modification 
with many applications for transhumans. However, the augmentation of Enhanced 
Touch can be seen as more exotic. 


Enhanced Touch: In simple terms, this implant greatly increases the density, 
sensitivity and complexity of various cells in the skin responsible for tactile and haptic 
feedback, usually around 5x increase in sensitivity. This means that morphs with this 
implant have a much better sense of "fine touch", and are able to tell details about an 
object through simple touch much better than before, possibly even being able to get a 
sense of an object as good as with (unenhanced) vision. This augmentation also tends 
to give morphs a more detailed sense of small ambient details, such as shifts in airflow 
and temperature. However, this enhancement in sensitivity is invariably bonded to 
other aspects of the sense of touch, such as pain responses. The implant offers a +20 
bonus to any purely touch-based Perception test, and a +10 modifier on any Skill T est 
which involves a fine touch (so long as you're using your bare hands), but a -10 on all 
tests related to pain, such as the WIL test caused by a Microwave Agonizer's "Pain" 
setting. [Low] 


M any people who utilized Enhanced T ouch operate in Socialite circles, the increased 
detail and fine touch sense are useful for many artisans, especially in the fashion 
industry. Others simply enjoy the novelty, or even pleasure generated from the 
enhanced sensitivity. Technicians, escape artists and cat burglars are the other most 
frequent users of Enhanced Touch, as it has great uses for manipulating small objects, 
or doing precise work on things you cannot see. M any criminal outfits make use of 
Enhanced Touch in certain morphs, either for purposes of interrogation or as an 
extremely "ghetto" version of Tasping if they cannot afford or perform conventional 
Psychosurgery. Enhanced Touch is also available as a Robotic Enhancement, and 
quite popular for Synths which may normally experience a certain dullness in their 
tactile sensors. The fact that all Synthmorphs can disable pain feedback make this 
option even more appetizing for them. For biomorphs, use of Sense Filters (p. 
149 Panopticon) is recommended to avoid any unwanted side-effects. 


2: Felinoid 


Tags: [biomorphs], [morphs] 


Felinoid (Biomorph) Originally a very obvious hack by early Genehackers and 
biosculptors, the Felinoid became its own robust morph-line, an alternative to the 
Bouncer for those who prefer not to deal with microgravity or prehensile feet. T he full 
felinoid has enhanced genetics for hyperflexibility, enhanced senses, the tail and grip 
pads in the hands and feet to grip almost any surface, but retains the oxygen supply of 
the Bouncer. Felinoids also come with the appropriate features, with slim, lithe builds, 
cosmetically furred and enlarged ears (which are still on the side of the head), claws, 
pointed teeth and eyes with slit pupils. They also contain the genetics to purr from the 
Pleasure Pod. Users of Felinoids usually report an increase in inquisitiveness, impulse 
to react to fast moving objects and to work their claws into soft materials. A common 
upgrade to the Felinoid called the "Tigress" works as a cheap security/infiltration 
upgrade, adding armor, chameleon skin and upgrades to cyberclaws — as well as any 
number of other appropriate enhancements. Numerous cosmetic variants which 
display different ears and tails also exist. 


Implants: Basic Biomods, Basic Mesh Inserts, Claws, Cortical Stack, Enhanced 
Hearing, Enhanced Smell, Enhanced Vision, Grip Pads, Oxygen Reserve, Prehensile 
Tail M ovement M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 

Durability: 35 

W ound Threshold: 7 

Advantages: +5 COO, +5 REF, Limber (1) trait 

CP Cost: 30 

Credit Cost: Expensive 


(This was one of the first morphs | designed using 7ranshuman's morph creation 
rules. Feature creep is an obvious issue with this sort of thing, so | wanted to make a 
simple design goal. To that end, the idea that some genehackers would obviously 
design the optimal catgirl/kemonomimi morph made for a very simple idea. After 
some work, and commentary, Oxygen Reserve was added because it doesn't change 
the end-cost of the morph, and then more clearly makes it an alternative to the micro- 
grav oriented Bouncer for people who prefer to climb on things rather than be free 
floating) 


3: Attack Barrier 


Tags: [software] 


Almost all computer systems and devices come equipped with a Firewall (or many 
other similar programs with a variety of names such as "Lavawall", "Icewall", 
"Thunderwall", etc.) which serve a basic function of screening unauthorized traffic in, 
while still allowing regular outgoing communications. For most, this level of 
protection suffices, especially when combined with active monitoring by dedicated 
information security technicians or onboard Al. But for many military systems, the 
risks of hacking offer too much to leave to conventional, low-level systems. Such 
systems were used before The Fall, but the TITAN systems often found other ways to 
bypass these protections, or were simply not deterred by the additional 
countermeasures of military firewalls — which led to their use being limited afterword, 
and almost exclusively resigned to use by governing bodies, even private individuals 
have a hard time acquiring these so-called "Attack Barriers’. 


Attack Barrier: Known also as a military-grade Firewall, or sometimes referred to 
colloquially as a "backfire wall", the Attack Barrier is a sophisticated, nasty piece of 
software which is regulated basically anywhere that has regulations. The system 
integrates sub-Al Expert Systems and a modular codebase to increase efficiency and 
difficulty to probe. Some are even heuristic or self-modifying, even deliberately 
forming small exploits for a moment, only to close them shortly after. This 
automatically applies a -10 penalty on InfoSec tests to bypass the Firewall of a 
protected system. But the real prowess (and danger) of an Attack Barrier happens if a 
hacker fails to properly bypass the system. Failing to break an Attack Barrier almost 
always results in the Barrier logging the hacking attempt, at which point the system 
automatically counterattacks. Wireless intruders are subject to a trace and 
counterintrusion (see p. 258 EP) with an Attack Barrier's built in skillsofts counting as 
Research and InfoSec of 40. Failure to trace or counter-intrude will have the system 
log appropriate recommendation to perform a wireless termination or 
reauthentication. M ore dangerous for a hacker, however, is what Attack Barriers do 
to wired connections. The attack barrier system produces a potent electrical feedback 
in the area of intrusion, such as access jacks or conductive surfaces in case of 
Skinlinks, which causes 1d10+5+Shock DV to the person or device plugged into the 
system, ignoring Armor Value. While intended to incapacitate the hacker, this also 
commonly has the effect of damaging or disabling the physical access point used by 
the hacker. [M oderate] 


Despite their uses, Attack Barriers are fairly rare outside of government computer 
systems, and as noted are highly regulated by most local laws — which often limit their 
powers. Attack Barriers used by the Titanian Commonwealth, for instance, have 
particularly sophisticated tracing and counterintrusion properties, grafted from their 
own top InfoSec experts, but their barriers are almost all secured in hardware which is 
physically incapable of using the shock functionality (at least, officially). In the 
Planetary Consortium, hypercorps with controlling interests in habs or corp stations 


9 


are allowed to utilize these softwares, but rarely do so because of the harm they 
inevitably cause to their own hardware — preferring to use indentures or shackled AGI 
for active security. A topic common in LLA legislation is if Lunar banks may be 
allowed to employ Attack Barriers to safeguard the electronic systems which govern 
bank security, which has yet to pass. Before the Fall, Attack Barriers were actually 
most common on military vehicles, intended to protect from unwanted hacking while 
still allowing normal network functions — but due to this making subverted vehicles all 
the harder to retake, this use of them has almost universally been stopped. Even still, 
rumors persist of government operatives using them in their own Cyberbrains, a nasty 
surprise used by many a counterterrorism or undercover operative. 
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4: Memory Wipe 
Tags: [cyberware], [implants], [mental augmentation] 


While memories may never have been "sacred", the transhuman future means that a 
person's memories are more readily accessible by others than ever before. This means 
that to protect secrets or intentions, some people occasionally block or erase memories 
to keep them from others. Commonly, this involves devices such as the M emory 
Lock (p. 149 Panopticon) or drugs like Grey Ranks (p. 175 Firewa//) to block long- 
term memories from forming. Others may undergo lengthy and possibly damaging 
psychosurgery to remove or alter their own memories, and similar processes can be 
done with Brainhacking. The fact that editing memories stored in a cyberbrain is 
much easier led to the advent of this particular technology, used by some criminal or 
special operations types. 


Memory Wipe: The Memory Wipe is an add-on which integrates with Mnemonic 
Augmentation, such as is automatically included in Cyberbrains or Infomorphs. It 
serves aS an automated process to delete certain memories stored in Mnemonic 
Augmentation, which puts them out of reach of brainhackers and psychosurgeons. 
This system can be fairly nuanced, either able to delete all memories held in a single 
period of time (up to one week), or memories can be "tagged" for deletion in the 
interface (M ake an Interfacing test to tag memories in a pinch) and all scrubbed at 
once as a Complex Action. This can be highly disorienting to some people, as memory 
wipe users are often conscious and aware they have wiped their own memories, and 
thus keenly aware they can now no longer remember something. A gamemaster's 
discretion, deleting more than several continuous minutes of memories may require 
the user to make a Continuity test (p. 272 EP) to handle the possible stress. Like with 
many computer systems, the speed at which the M emory Wipe removes the memories 
means they are often not completely deleted, and a psychosurgeon may attempt to 
recover the memories with a -30 Psychosurgery test, in an action which may take 
minutes or hours of work depending on how much memory was deleted. This 
augmentation is also available as a software upgrade for Infomorphs. Requires 
M nemonic Augmentation. [M oderate] 
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5; Black Lightening 


Tags: [drugs], [narcoalgorithms], [software] 


For most transhumans, caffeine is a popular "addiction", but mostly a cosmetic one. 
The effects of caffeination are limited compared to real nootropics or stimulants, or 
the enhancements inherent to a morph, but many also have an acquired habit from 
the past. It is a social habit as well, with many transhumans still enjoying a "morning 
coffee" or a "tea time" with others — Old Earth nostalgia being a prime factor. But for 
Synthmorphs and Infomorphs, these rituals are no longer possible. Sure, XP or VR 
can mimic the sensation, but this is still consuming a form of media, not a product. 
This is where Black Lightening comes in. 


Black Lightening: This narcoalgorithm is designs as an analog for caffeine or other 
stimulants, which works by digitally simulating centers in the cyberbrain (or emulator 
software) which mimic a refreshing jolt of coffee. Users feel more pep, and are more 
active, and tend to feel like they can react faster, or get more done. This last aspect is 
actually because the algorithm also includes a time sense dilator, users actually 
experience that they move and react quicker to thinks, similar to the Neurochem 
implant, and gain +1 Speed while using the algorithm. Combined with the stimulant 
experience, the user feels an improvement in productivity and energy which is akin to 
how many felt on caffeine before, or many felt that they should feel. H owever, this 
stimulation has some downsides. M any also are jumpy, erratic or impatient — they 
have high volumes of energy they feel compelled to use on something, which may 
come out as nervous or repetitive gestures (pacing, tapping) or an inability to sit still 
or wait. Users must make a WILXx3 test to remain passive or wait for something to 
happen, with failure indicating they need to take some form of action rather than 
wait. [Low] 


Application: Run 

O nset: Instant 
Duration: 3 Hour 
Addiction M odifier: +0 
Addiction Type: M ental 


Black Lightening is often sold for Synths in small packages which resemble k cups or 
tea bags, but are plugged directly into the access jacks. 
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6: Armor Nanotech 


Tags: [armor], [armor mods] 


N anotech and smart material integration has done wonders for armor technology in 
AF 10. Systemslike Lotus Coating, Immunogenic System and R eactiveC oating(p. 31 

3 EP) all integrate nanobots directly or utilize advanced materials science to offer 
great enhancements or new technological options in armor technology. But there are 
some even more complex and potent enhancements possible to armor, if one is willing 
to pay the additional costs to install them. M any of these are derived by studying 
techniques and technologies developed or utilized by TITAN platforms during the 
Fall, and using transhuman technology to produce them — which in turn has its own 
limitations. 


N XRA: Non-Explosive Reactive Armor is a modification of the concept or reactive 
armor, derived from "Deflector" technology show by many advanced TITAN weapon 
systems during the Fall. This modification embeds the surface of the armor with small 
but very powerful superconducting capacitors. When a physical object strikes the 
armor, the capacitors discharge, producing localized but incredibly potent magnetic 
fields. This force is enough to deflect or divert many small physical projectiles, but 
does not necessarily completely cancel the force they have. It’s entirely possible for a 
round to bounce off one area of the target and strike another portion before the 
capacitors cycle, or hit an adjacent target. Even so, it is a potent defense for those who 
can afford its cost, usually preferring to mount it on combat drones or vehicles. This 
mod grants a -20 penalty to physical projectile attacks, such as Seekers and K inetic 
Weapons. The internal power which rapidly fills the capacitors holds enough power 
for 10 uses at atime, and will completely recharge in one hour. [High] 


Smart Chaff: Conventional chaff countermeasures are still utilized by armored 
vehicles, aerial drones and even spacecraft for their purpose of defeating or weakening 
munitions guided by radar or lidar. Smart Chaff is a countermeasure which is 
conceptually similar to the conventional kind in that it has a marked similarity to the 
idea of the protective husk or shell to plants, and is used primarily to combat 
explosive weapons. The smart chaff system builds small launchers into set of armor or 
armored shell which when they detect an oncoming explosive munition, spray a tiny 
set of smart material particles into the air in the direction of the explosive. These 
smart particles adjust their shape and attitude as they move through the air, forming a 
fine mist which functions to absorb or deflect oncoming waves of heat and pressure. 
While fairly potent in this function, deflecting force away from the user or functioning 
as a temporary "ablative" layer for heat or other radiation, the Smart Chaff has such 
minimal mass on its own, it is completely ineffective at stopping explosives with a 
kinetic component, such as shrapnel from a Fragmentation grenade, or the penetrator 
in a HEAP seeker. This mod adds 10 points of Energy Armor against explosive 
weapons like Grenades and Seekers. This bonus can only be applied to attacks the 
user is aware of. The system holds 5 uses at a time, and recovers 1 user per hour. 
[High] 
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I Scalphunting 


Tags: [Extropia], [plot hooks] 


Also called "Scalp Contracts", scalphunting is a type of job or contract order common 
on Extropia, and some other habitats of those political leanings. In Extropian 
economic models, just about every service is provided via a contract, this includes odd 
jobs. So, for those people who need short-term, high-pay, high-urgency jobs done — 
there is scalp contracts. T hese services are usually put out on a "first come, first serve" 
basis, and form short term job contracts rather than steady pay for a continuous 
service. There is minimal negotiation in a Scalp Contract, though there are often small 
percentage bonuses for a high speed accomplishing the task, but failing such a 
contract (as many of them have short time frames to complete) will typically result in 
a rep hit. Extropia's local mesh is awash in these jobs, both through personal social 
media posts, and many job posting services, who make their profit on minute 
percentages of the job pay. Larger hypercorps on Extropia often accomplish a similar 
service by subcontracting to "gofer" corps, who do such odd jobs on a regular 
contractual basis, though this is never quite as popular as just going "scalphunting". 
The term gets its origin from several historical uses of the term "scalping" in 
association with money-making. 


Mechanical Considerations: Finding a Scalphunting job is an appropriate 
N etworking or Research test. They should be the kind of job one can accomplish in a 
short period of time with a skill test or two and pays relatively well compared to the 
amount of effort. GMs, assign a price in a few hundred to a few thousand Credits 
based on projected difficulty and time frame, and figure out a few applicable skills to 
do the job, preferably a mix of Active and Knowledge skills. 


Scalphunting Ideas: 


e A mercenary contractor is about to ship out, but left his order of Ramen back in 
the Noodle. He leaves in less than an hour. Pays 500. Applicable skills: Flight, 
Freerunning, Free Fall, Pilot: Aircraft 


e A pet owner is looking to recover their rare Profundan micrograv cat, which has 
gotten lost in the station. First person to find the cat gets paid 500. 


e A small group is planning an ad hoc recreation of "Where's Waldo" in Progress 
Plaza and is planning for about 4 hours. Pays 750. Applicable skills: Disguise, 
Infiltration, Academics: Kinesiology, Art: Performance 


e A restaurant is trying an unusual marketing technique, handing out physical 
flyers as people come in. N eed to hand out a packet of flyers before the dinner 
rush in 6 hours. Pays 1,000. Applicable skills: Persuasion, Art: Design, 
Profession: Cool Hunting, Profession: Viral M arketing 
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A legal firm is looking for a way to serve papers to an unpleasant businessman 
on Extropia who is keenly avoiding known employees. They need to do it in the 
next 24 hours, or there will be further contract snafus. Pays 2,000. Applicable 
Skills: Deception, Intimidation, Persuasion, Interest: Extropian Legal Codes, 
Profession: Law 


A member of a hyperelite dynasty is preparing to meet with a matchmaker and a 
potential political spouse in 6 hours, and needs some coaching on some 
particular cultural and social norms before the meeting. Pays 5,000. Applicable 
Skills: Art: Speech, Interest: Old-Earth Trivia, Interest: Transhuman Culture, 
Profession: Diplomat. 


An eccentric resident wants to solve their own murder, and so needs someone to 
kill them. 24-hour time to set up, pays 10,000 and waives any legal fees or 
penalties. Applicable skills: Infiltration, Academics: Criminology, Art: Writing, 
Profession: Forensics, Profession: Police Procedures 
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8: Brand Name Weapons vi - ScumTek 


Tags: [brand name weapons], [weapons] 


ScumT ek 


ScumT ek is not so much a weapon design group as it is a loosely associated group of 
weapons otaku and Scum nanofab jocks who regularly correspond around the Solar 
System on exotic, niche or experimental weapon designs. Their weapons often push 
the boundaries of commonly-available tech, and also of common sense. While their 
weapons are often unusual or impractical, their designs have found some merit among 
Scum Swarms, gun nuts, a handful of Anarchist militias and especially Criminals with 
a penchant for showy equalizers. ScumT ek hardly claims responsibility for most of 
their designs, as they are all open source with engineered capabilities for modifications 
— both structural and cosmetic. 


ScumT ek Outback H awk H eavy Pistol: 


The quintessential ScumT ek weapon design, the Outback Hawk is a slightly over- 
sized heavy pistol model which features an even larger caliber round and 
"personalized" blend of ignition brick. This means the weapon packs a bigger punch 
than even a normal heavy pistol. The downside is that the weapon requires even more 
recoil compensation technology than normal, which means that automatic and burst 
fire mechanisms had to be removed to make room, and the larger size of ammunition 
means less overall magazine capacity. A common field modification is to replace these 
functions, though this is known to produce a marked decrease in accuracy. T he use of 
specialized caseless material means there is not a railgun version of this weapon. 
Increase range of this weapon by 50%. [Low] 


AP -4 2d10+6 DV SA Ammo 8 


ScumT ek "Oozer" M achine Pistol: 


Another ScumT ek design made popular my modern crime and action vids, the O ozer 
is an attempt to build a cheap, small automatic weapon. It features a blocky, 
streamlined SMG frame made of basic composites which are easy to produce in a 
fabber. The weapon can easily be fired one-handed, as it uses smaller than normal 
ammunition in order to have a higher magazine capacity and even more balanced 
recoil. This is good because standard, the weapon only fires in bursts or on full 
automatic. The Oozer is even commonly obtained with technically "aftermarket" 
extended magazines and a block suppressor on the barrel. Due to its size and 
composition, Perception checks to notice this weapon when concealed on a person are 
at -10. Reduce range of this weapon by 10%. [Low] 
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AP -1 2d10+1 DV BF/FA Ammo 30 


ScumT ek "Perforator" Automatic Sniper Rifle: 


“Ever wanted your long-range, precision weapon to fire on full auto? Now you can!" 
— quote from a ScumT ek mesh forum 


The Perforator is a solid example of the ScumT ek ethos. Take a weapon designed for 
one thing, and play with the design until it also does something else. The Perforator is 
Slightly bulkier than a normal Sniper Rifle. In addition to to the additional firing 
modes, the Perforator has an extended magazine, a reinforced precision stock, and an 
integral flash and sound suppressor. The weapon is also almost always equipped with 
an Imaging Scope. [H igh] 


AP -12 2d10+10 DV SA/BF/FA Ammo 24 
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9: Photosynthetic Skin 


Tags: [implants], [nanowarel], [physical augmentation] 


Advances in biotechnology and nanotechnology have allowed Transhumans to greatly 
decrease their resource consumption, and extend the amount of time they can survive 
without needing to consume normal foods. ThePersonal Power Plant (p. 
153 Gatecrashing) utilizes exotic and rare isotopes combined with nanomachines to 
generate bodily energy for decades. The implant for Long Term Life Support (p. 
189 Rimwara) puts maker nanites directly in the body to recycle food and air, if the 
morph can stay supplied with chemical supplements and raw materials. Efficient 
Digestion (p. 197 Transhuman) optimizes the body to use less calories, at the expense 
of its natural aptitudes, while Digestive Symbiote (p. 198 7ranshuman) nanobots 
allow the body to consume almost any organic material. N ano-ecologists have been 
able to produce their own tech which advances the Transhuman body's ability to 
survive on minimal supplies, though its environmental constraints limit its use. 


Photosynthetic Skin: Developed by nano-ecologists, this nanoware implant places 
active nanite groupings in the skin of the morph, which absorb the energy used by 
sunlight, and use water and the body's natural waste CO 2 to produce limited amounts 
of chemical energy. While it would be possible to use genehacking to simply build 
morphs with cells designed for photosynthesis, the implant is able to accomplish this 
with an efficiency without heavily altering existing structures, making it more cost- 
effective. This allows a morph with this implant to survive without eating up to a 
month using just sunlight and water, though as with the personal power plant, certain 
vitamins and other supplements may be needed for cell replenishment or to avoid 
unpleasant deficiencies with extended use. However, this comes at certain "cost", 
which is that in order to function, the morph must expose a majority of its bare skin 
to the sunlight for approx 8 hours a day, more or less depending on local light 
conditions — though certain artificial lights also meet this requirement. [Low] 


Due to the sunlight and skin requirements, the Photosynthesis upgrade has very 
limited applications. As M ars gets more terraformed, it becomes possible for those in 
the Outback to utilize this to reduce food consumption, and certain Gatecrashers have 
been interested for use on exoplanets, as this can avoid problems with consuming 
"local" flora or fauna for extended periods. Where the implant is getting the most 
traction, however is with Reclaimers. Damage to the Earth's biosphere means natural 
food is fairly limited and will take much time to replenish, but with basic toxin 
filtration to remove worry about contaminants, there is still a great deal of water left 
on the planet which could allow a biomorph to survive extended periods on the 
surface. Supposedly, this application is "purely hypothetical" at this state. 
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D: Dryad morph 


Tags: [biomorphs], [morphs] 


Dryad (Biomorph) 


Designed by and for N ano-ecologists, the Dryad is an interesting attempt at building a 
highly sophisticated morph which is designed to be one among its environment, and 
also is extensively loaded with nanotechnology. The morph is equipped with Digging 
Claws, Wrist-M ounted Tools and a Gardener nanoswarm hive built right into the 
body — ideal tools for living among plant-life and helping to nurture or grow them. 
Photosynthetic Skin, Respirocytes, and enhanced metabolisms in the form of the fat 
storage and digestive nanotech means they can "live off the land" very easily, for long 
extended periods. Enhanced Respiration and Temperature Tolerance make them at 
home in many environments N ano-Ecologists are trying to adapt, M ars included. And 
the Chameleon Skin helps them literally blend in. Dryads are unusual in that they 
have Heavy bioweave, which is often cosmetically modded to look bark-like, and is 
designed to protect from scrapes and bruises inflicted by plants — they utilize an 
enhanced sense of touch to help off-set the difficulties of this modification. Dryads are 
sturdy morphs, though with fat storage females of this type tend to have "fecund" 
figures — but generally tend to encourage cautious, nurturing or protective mentalities, 
who are often very methodical but observant. Do not piss a dryad off, their natural 
defensive responses are lightning quick to protect a grove or hive, and their claws are 
sharp. 


Implants: Basic Biomods, Basic M esh Inserts, Bioweave Armor (Heavy), Chameleon 
Skin, Cortical Stack, Digging Claws, Digestive Symbiotes, Enhanced Respiration, 
Enhanced Smell, Enhanced Touch, Fat Storage, Grip Pads, Integrated Gear (Gardener 
Hive), N anophages, Photosynthetic Skin, Radiation Sense, Respirocytes, Temperature 
Tolerance, Toxin Filters, Wrist-M ounted Tools, Ultraviolet Vision 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 

Durability: 35 (w/ R espirocytes) 

W ound Threshold: 7 

Advantages: +5 COG, +5 INT, +5 SAV, +5 SOM 

CP Cost: 35 

Credit Cost: Expensive (35,000+) 


(The Dryad was built after | developed Photosynthetic Skin at request from my home 
group. | had been working on some mythological morph themes (which will 
eventually be posted) so | decided to take the name Dryad and figure out a morph 
which could carry Photosynthetic Skin. Since that was nanotech, | turned it into a 
nano-ecologist project. Added in all applicable nanoware and many other 
environmental adaptations to build a morph with a unique niche to "live off the 
land", but not in a survivalist/prepper way like the Nomad morph, but more in-tune 
with a carefully crafted environment. The Dryad would be an interesting choice for a 
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Player Character, they have a lot of survival utility and even sensory enhancements, 
but also lean to a narrow set of technical skills.) 
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It Prosthesis 


Tags: [morphs], [synthmorphs] 


Prosthesis (Synth) 


In the decades before cyberbrain technology and mind uploading was reliable, the 
only recourse for persons with medical or job requirements to utilize a Synthetic body 
was the full-body prosthetic. This system actually extracts the brain of the subject and 
places them in a custom built synth shell, designed to mimic a normal body. Due to its 
use for security or medical purposes, Prosthesis also tend to come equipped with 
strong sensory enhancements and a fortified body, to allow the user to function at 
high potential, while also mimicking normal human functions. These improvements 
tended to make the models expensive. However, due to being an older design, the 
faces and expressions of the prosthesis tend to be vacant, doll-like or otherwise subtly 
off-putting to most transhumans. These days, Prosthesis are almost exclusively used 
by rich bioconservatives (usually for their intended purpose of medical replacement), 
or by morph hipsters who enjoy the throwback in terms of synths to using a human 
brain in a can. 


Enhancements: Access Jack, Basic M esh Inserts, Chem Sniffer, Cortical Stack, Brain 
Box, Enhanced Hearing, Enhanced Vision, Mnemonic Augmentation, Pneumatic 
Limbs, Synthetic M ask 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 

Durability: 35 

W ound Threshold: 7 

Advantages: +5 SOM, +5 REF, + to one Aptitude of your choice, Armor 8/8 

N otes: Uncanny Valley trait 

CP Cost: 35 

Credit Cost: Expensive (35,000+) 


(The Prosthesis is a morph design I've run a few revisions through. The concept was 
to utilize the Brain Box in a different way, and harken to a lot of earlier cyberpunk 
material with a wholly synthetic body which did not replace the brain. W hat purpose 
could such a design have? Obviously a full-body prosthetic — with the terminology 
borrowed mostly from Ghost In The Shell. Of course, making a good synth, especially 
having to re-add some implants normally covered by a Cyberbrain, makes a quite 
expensive model, masked or no. This fits the requirements of the setting, of course, 
and given advances in Synthmorph/Cyberbrain technology, such a specific caveat for 
the Prosthesis means they're likely to be uncommon and expensive to build — this style 
of design has fallen out of favor. Like a lot of Synths, it makes a decent start to a 
combat morph, but can be general enough that one might find a use for it multiple 
niches). 
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2: Exotic Melee Weapons: Spears 


Tags: [exotic melee weapon], [weapons] 


Spears are an interesting item in AF 10. While very useful tools historically, their 
utility as a tool and a weapon is much reduced by the post-Fall environment. 
Additionally, their use is somewhat exotic to many, not quite the same dynamic as 
common blades (both long and short) or blunt weapons. Even so, there are some who 
pursue the art of using spear forms as tools or weapons, and there is a small variety of 
options available to those who wish to do so. Using any of these is a Exotic M elee 
Weapon: Spear test. Unless otherwise noted, a Spear should be considered to give its 
user the Reach benefit. 


Spear: Basic spears come in a wide variety, from sharpened bamboo shafts, to pipes 
with chipped glass taped to the end, to fine pieces of authentic wood and polished 
steel blades. Despite their relative ease of construction, they are still a rare sight 
excepting among neoprimitivists or practitioners of select martial arts. They are, 
however, still a decently reliable weapon, useful for gaining reach on one's opponent. 
[Trivial] 


AP -1 2d10+DB DV 


Javelin: A javelin is a shorter, lighter weight spear. It can easily be wielded in one 
hand, but the primary benefit is that the weapon is light enough and properly 
balanced for throwing, and can be thrown for no additional penalty using a Thrown 
Weaponstest. W hile Javelins may be too short to offer reach bonuses, they make for 
an interesting and relatively silent option for both melee and ranged opportunities. 
M ore than one H ypercorp outpost on M ars has done a shift change only to find that 
displeased Nomads or Barsoomians placed javelins in the chest of the night crew. 
[Trivial] 


AP -1 1d10+2+DB DV 


Collapsible Spear: Using basic collapsing designs or native smart materials, this type 
of spear can easily collapse down to a much more manageable size, moving from a 
large object to a small one. This makes it easier to transport or conceal, but ready to 
spring to full size with a gesture or flick of a switch. When folded, the Spear acts as a 
simple Knife (p. 334 EP). Collapsing and uncollapsing is a Quick Action. [Low] 


AP -1 2d10+DB DV 


Hunting Spear: Also called a "Boar Spear" (though some Neo-Pigs find this 
offensive, or at least rude), this is a design of spear intended for hunting of large, 
potentially dangerous game. It features a slightly longer blade, and a crossbar below it 
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which prevents prey from rushing up the spear or breaking it and charging the user. 
The weapon is also balanced to be used in a rush, stuck into the enemy and leave 
them to bleed out. The bar grants a +10 to Fray tests in order to avoid a melee attack, 
and the weapon gives no penalty to be used in a Charge attack. [Low] 


AP -2 2d104+2+DB DV 


Pneumatic Spear: A truly exotic weapon, the Pneumatic Spear is a collapsing design 
with a powerful pneumatic system attached to it. This allows it to collapse and extend 
with great force. Normally, the weapon is a slightly heavier than normal spear, with a 
larger blade. The increased mass makes it slightly more damaging to use, but the true 
advantage is when it is extended. When used in an attack while extending (Collapsing 
or extending takes a Quick Action), the spear generates extreme force, adding 1d10 to 
DV, and increasing AP by 4. This more advanced construction, sadly makes the spears 
more complex and expensive, which when combined with the increased weight often 
makes them impractical. [M oderate] 


AP -2 2d104+2+DB DV 


(Original stat-line for the Spear/C ollapsible Spear credit Colin Chapman) 
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B: Bioelectric Sense 


Tags: [bioware], [enhanced senses], [implants] 


M any aquatic animals (and some in other environments) possess a passive ability to 
sense minute electrical fields, such as those generated by the muscle impulses of living 
things. This ability is primarily used to supplement other senses to detect nearby 
creatures — predators or prey. Naturally, such a sense can be replicated using bioware, 
in addition to the ability of Cyberware to outright build a detector specifically for 
electric current, the Electrical Sense (p. 306 EP). 


Bioelectric Sense: This implant installs passive electroreceptor organs in the skin of 
the morph, which detect electrical fields that get close This has a range of 
approximately 5 meters in air, but goes up to 20 meters in water (especially salt 
water). Unlike Electrical Sense cyberware, the Bioelectric Sense only roughly gives a 
direction and distance to an object generating an electric or magnetic field, and may 
not sense such fields through certain shielded materials. The primary advantage of this 
implant is that it is sensitive enough to detect minute electrical fields generated by 
muscle contractions and other nerve impulses in living creatures, and does so 
passively. Due to the fact that their internal systems do not completely mimic 
biomorphs, this augment also gives a +20 to any perception check to observe if 
someone is a Synthmorph using a Synthetic M ask (p. 311 EP) in range. [Low] 
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W: Selachi Morph 


Tags: [morphs], [pod] 


Selachi M orph (Pod) 


Designed along similar lines to the Critter, the Selachi is a custom, transgenic pod 
derived from multiple strains of sharks, for use as an intimidating morph or for those 
who wish to have aquatic security morphs unbound by concerns over uplift genetics. 
The morph is amphibious, with a thick skin and a deadened pain response — it's 
appearance is both naturally intimidating and good to move through the water, 
despite its enormous size. Its massive jaws make a powerful bite at close range, 
enhanced with cybernetics to be capable of crushing even some synthetic shells in its 
mouth. It's also adapted for sensory underwater, capable of multiple avenues of 
perception to detect potential security threats — or prey. The systems to stimulate 
predatory behavior are pretty advanced, and many people report increased blood- 
thirst or desire to do violence, combined with low empathy or surprisingly calm 
responses to stress. The morph draws criticism from some circles in the Inner System 
as an "exhuman" design, which diverges a little too far from transhuman norms. 


Implants: Access Jacks, Basic Biomods, Basic Mesh Inserts, Bioelectric Sense, 
Bioweave Armor (Light), Cyberbrain, Enhanced Hearing, Enhanced Smell, Gills, 
Lateral Line, Mnemonic Augmentation, N eurachem (1), Polarization Vision, Predator 
N ode, Puppet-Sock, Swim Bladder, Temperature Tolerance 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 

Durability: 45 

W ound Threshold: 9 

Advantages: +10 SOM, +5 REF, +5 WIL, +10 Intimidation, +10 Swimming, Pain 
Tolerance (1) trait, Bite Attack (AP -5, 3d10 DV, use Unarmed), +1 Speed 
(N eurachem) 

N otes: Large Size, Nonmammalian Biochemistry, Social Stigma (Pod) 

CP Cost: 60 

Credit Cost: Expensive (60,000+) 


(The Selachi is a pod | designed based on some request and input from community 
members, looking for a combat morph with a shark aesthetic. The result is kind of an 
amphibious Bruiser creature — a scary morph which hurts like hell in a fight, but like 
most combat morphs is very expensive to obtain — even as a Pod. But, since this is a 
large morph with good DUR it makes an ideal combat morph in one of the handful of 
aquatic situations people might run into in the Solar System. Predator Node is a 
bioware from other homebrew works — which just mimics the trait for any morph. | 
thought to use another homebrew for the bite attack, but figured it was more 
devastating to use the 3d10 DV natural weapon to represent the fact that a Selachi has 
huge jaws and cyberware-enhanced bite force. An idea from the original suggester was 
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a SAV penalty, but even for a discount | felt that would harm its efficacy at 
Intimidation, which is something a 9-foot sharkman should be good at.) 
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D: Toxin ammo 


Tags: [ammunition], [kinetic weapons], [weapons] 


Conventional firearms offer some of the broadest application of ammunition options, 
both "smart" and based in regular technology. Many of these have utility 
applications, like jamming or tracking rounds, or less-lethal options like plastic or zap 
gel rounds. Capsule or splash rounds can be used to deliver a wide variety of 
payloads, and many conventional ammunition designs such as armor penetrators or 
hollowpoints can increase conventional combat effectiveness. But, some people don't 
play by the rules of engagement — if they even have any. For those with access to easy 
refinement and separation of elements and compounds (via N anofabrication) there are 
some nastier options with which one can load a gun. 


Toxin: These rounds are specifically made from a blend of compounds and heavy 
metals which are toxic to most transhuman biochemistries. Some blends may even be 
mildly radioactive. The result is that being struck with such a round tends to release 
elements into the bloodstream, which can cause some acute effects in a short 
timeframe, but most bodies with basic biomods will also quickly take them out of the 
system, and prevents the most serious long-term side effects. When a biomorph or pod 
is hit by an attack using Toxin ammo, they must make a DUR test, taking 10 DV per 
Action turn for 1 action turn per M oF, which ignores armor. M edichines makes this a 
DUR x2 test, and those with Toxin Filters are completely immune. Passing the test 
still grants a -10 penalty to all tests for 1 Action turn, as if from a Wound. Luckily, 
the exotic or at least non-standard composition of this ammunition impacts their 
ability to function as bullets, reducing both the DV and the AP of the firearm by 2. 
[Low] 
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b: Amorph 


Tags: [morphs], [pod] 


Amorph (Pod) 


A long-rumored creation said to have been designed by Scum Genehackers, Extropian 
morph houses or Extrasolar Exhumans, the A morph is a simple concept, a transgenic 
pod based on Factor biological data. Obtaining the samples to produce this morph 
was very difficult, and the end result is a pod which functions similar to the Bouba 
module, but with organic compounds which at passing glance resembles a Factor. The 
final version is a translucent, colored gel with cyberbrain components suspended 
inside it, with a bioweave Shell to give it more security and substance. While they can 
flex to many shapes and sizes, most who sleeve in the Amorph tend to use their 
Skinflex ability to shift into a roughly humanoid shape to make it easier to relate to 
others, though the morph can technically perceive both electrical current and the EM 
spectrum in a broad 360 view. The intrinsic abilities of the factor genetics used also 
means Amorphs develop eelware, skinlink and toxin glands. Their strange, distributed 
nature and shocking resilience also tends to embolden the wearers. Amorphs are 
Slightly sticky to the touch, and look and feel a bit like gummi bears. Domestic 
intelligence agencies and Firewall are highly interested in this design for use to 
potentially infiltrate Factors. 


Implants: 360 Degree Vision, Access Jacks, Basic Biomods, Basic Mesh Inserts, 
Bioweave Armor (Light), Chameleon Skin, Cortical Stack, Cyberbrain, Eelware, 
Electrical Sense, Enhanced Smell, Enhanced Vision, Grip Pads, Mnemonic 
Augmentation, Poison Gland (Factor Dust Toxin), Skinflex, Skinlink, Squishbot, 
Swim Bladder, T oxin Filters 

M ovement Rate: Snake 4/16, Swim 4/16 

Aptitude M aximum: 30 (20 SOM ) 

Durability: 30 

W ound Threshold: 6 

Advantages: +10 COO, +5 WIL 

N otes: Social Stigma (Pod), Social Stigma (Alien), Alien Biochemistry 

CP Cost: 40 

Credit Cost: Expensive (80,000+) 


(The Amorph is probably the second morph | put serious effort into using the M orph 
Creation System. In several books, the concept of making a morph based on Factor 
"genetics" is discussed, both just as a market move or as a covert move by groups like 
Firewall. The inclusion of Squishbot in Transhuman also kind of set some precedent 
for a gelatinous morph as well. Other than that, the Amorph was built to model to the 
best of transhumanity's ability the natural abilities of the Factors. Of course what they 
do is entirely biological — or at least looks like it, while the Amorph has to rely on 
cyberware and nanoware to make up the difference. The cost on this is ludicrously 
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high for roleplaying reasons, aGM could easily reduce the cost down to match the CP 
cost if they felt like it, but it might not match the exclusivity of the design) 
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1: Dual Purpose Grenades 


Tags: [grenades & seekers], [weapons] 


Dual Grenades 


Also called "Dual Phase Grenades" or "Dual Purpose Grenades", these munitions 
take advantage of minifacturing technology to allow a single standard-sized grenade 
shell to hold the payload of two minigrenade types. These grenades come with both 
physical and wireless-activated switches, allowing one to pick which type of payload 
to detonate easily in the moment, and combine with any number of detonation 
options. Purchasing this addition combines two types of minigrenades into a single 
device the size of a standard grenade, and may not be added to extant minigrenades 
without being completely disassembled and rebuilt in a fabber. Only the DV and 
effects of one minigrenade type are used when it is detonated, but which is detonated 
can be changed at any time before it actually goes off. Dual Grenades can also be 
Sticky (p. 341 EP). [Low] (plus cost of the minigrenades) 


Dual Grenades have many uses and combinations. A standard military loadout mixes 
Concussion minigrenades with Frag minigrenades, allowing one to pick a situation 
where stunning force is better, or to inflict lethal harm. Riot police may mix CR Gas 
or Smoke charges with an Overload charge, depending on which option may be more 
appropriate to control or disperse a crowd as needed — especially in polities who are 
concerned with civilian's rights. Anti-Nanoswarm DP grenades often carry 
EM P/Plasmaburst charges, to cripple and disorient nanotech then have the option to 
cleanse the area with heat. 
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B: Musical genres 


T ags: [culture] 


(Shout out to ThatW hichN everW as on the Forums, who listed some ideas for music 
in the world of EP which quickly set me off on the path to a lot of these concepts) 


AETHERWAVE 


Ethereal or haunting genre of music only completely appreciated by those with 
Enhanced H earing. 


AIR METAL 


Genre based on metal music, common on Venus. Combines traditional 
instrumentation and style of metal with themes related to airships, gliding or other 
uniquely venusian aspects. 


BHANGRA POLKA 


Popular fusion genre on Titan, combines punjabi pop music with swedish polka. 


BIG BOLLY 


Style popular on Luna and pushed by Experia — large performance bands with 
traditional instruments of the Indian Subcontinent and Southeast Asia. Works well 
with crowd dances. 


CARBON METAL 


M odern iteration of metal music popular on Titan. Mixes elements of black, viking 
and pirate metal with use of synths and playing with atmospheric density. 


EUTERPE 


"M athematically perfect" digital music, made and popular among AGI and other 
infolife. Named after the muse of music. 
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HASH ROCK 


Popular in the Orbit and Scum swarms, combines traditional elements of "rock" 
music with drug culture and certain psychedelic or hypnotic overtones. A laid back 
genre. 


HEBETUDE 


Slow, relaxing, almost hypnotic electronic music, favorite for ambient sound or slow 
dances. 


M -POP 


Short for "Mars Pop", music popular among urban martians and the planetary 
consortium. Solo or group acts based by digitally-derived music based on a number of 
asian music styles — with songs often recorded in multiple languages. 


PALEO 


A genre favored among Neanderthal and Hominid uplifts, uses "primitive" 
instrumentation and simple musical structure. 


RED ROCK 


M artian music genre, popular among barsoomians and nomads. Uses a mixture of 
"simple" instruments such as acoustic guitars and sitars and vocals often in one or 
more languages to resemble previous generations of rock and country music. 


RETROBIT 


Surprisingly deep musical genre which reimagines many classic sounds in early video 
game " midi" style. 


SCAVDUB 


M usic genre which plays pre-Fall styles of music on "scavenged" instruments, both 
replicas of existing styles or wholly unique constructs. Music in general plays to 
themes of memory and nostalgia. 
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SCUM TRIBAL 


"Scum Tribal" attempts to classify the unclassifiable, the "genre" of music common in 
Scum Swarms — an ad hoc combination of instruments ranging from modern to 
ancient, often with psychedelic undertones. 


SYNTH RAGE 


Electronic/synth music genre produced by recording synthmorph vocals, high on 
acoustic dissonance and social themes. 


TWENCEN 


"Genre" which includes popular music and music styles from the 20th century 
(particularly the last half), and includes remixes and mashups thereof. 
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D; Brand Name Weapons v2 - PSC 


Tags: [brand name weapons], [weapons] 


Polite Society Collective (PSC) 


The PSC is an Anarchist collective focused on production of self and station-defense 
weapons, their name derived from the phrase "An armed society is a polite society". 
Originally made by pirating designs from the Inner System, the group's work has 
evolved into its own style of simple, utilitarian designs made to easily come out of and 
be assembled from nanofabricators. This has led to some weapon's experts and 
aficionados to derisively refer to their weapons as "box guns" for their simplistic 
designs. 


PSC "Adjudicator" H eavy Pistol: 
"Why wouldn't you use a heavy pistol?" — Anarchist militia member 


The first major blueprint launched by the Polite Society Collective, the Adjudicator is 
one of the most ubiquitous models of pistol on the AA, often at the top of fabricator 
lists. Built on the most basic principles, the weapon is also the source of the " boxgun" 
complaints, with straight angles which are easy to make in a fabricator. Compact, 
easily adjusted to any morphology, the Adjudicator is built along the principle of 
"why not use the largest bullet for self-defense’. It's shortened design also makes it 
easy to draw and fire in close-quarters, with a slight loss of range not usually noticed 
in the tight confines of Anarchist habs. Decrease the maximum range of this weapon 
by 20% , reduce the penalty for the Attacker being in M elee by 10. [Low] 


AP -4 2d10+6 DV SA/BF Ammo 8 


PSC "Liberator" Assault Rifle: 


The right arm of the Autonomist world, the Liberator model was produced after the 
Battle of Locus, and has spread to a majority of Anarchist militias in the outer system. 
The model has also begun appearing in the hands of militant Barsoomians on M ars. 
The Liberator is a balanced, model designed for fighting in close-quarters on space 
habs, but keeps most of it's range for "repelling boarders". While slightly more 
complex than most PSC designs, the Liberator is still fairly modular and easy to 
assemble, ready to go to defend liberty and autonomy. Decrease the max range of this 
weapon by 10%. [M oderate] 


AP -6 2d10+6 DV SA/BF/FA Ammo 35 
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PSC "Sunburst" Plasma Rifle: 


In terms of power and utility, almost all accept that the Plasma Rifle is the primary 
type of weapon, with Plasma's thermal damage unlikely to breach many outer 
pressure hulls and having advantages against rogue nanotech. PSC produces a "slim" 
model with better energy efficiency which produces a lighter induction of plasma, 
meaning it doesn't hit as hard, but is less expensive to construct and easier on the 
outputs. It also features a reserve battery system, so it can hold two batteries at once 
meaning it can be switched between the two as a Quick Action, but both can be 
completely replaced in one Complex Action. Decrease the maximum range of this 
weapon by 20% , reduce the penalty for the Attacker being in M elee by 10. [Expensive 
(10,000)] 


AP -7 3d10+18 DV SA Ammo 14 
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20: Merowech 


Tags: [exoplanets], [locations], [plot hooks] 


M erowech 


Type: Tidally Locked 

Jovian M oon 

Primary Star: M 4V (Red Dwarf) 
Satellite of: Alfheimr (95 Earth M asses) 
Gravity: .05 g 

Diameter: 1,522.8 km 

Atmospheric Pressure: 0 atm 
Atmospheric Composition: N/A 
Surface Temperature (M ean): 180 C 
Day Length: N/A 

Orbital Period: 52 Days 

Satellites: None 

Gate Access: Fissure Gate 

N otes: High Population of System Bodies, Resources Available, Alien Archaeological 
Traces 


Discovered by a Scum group of “vikings” from Phelan’s Recourse (hence the 
norse/Germanic naming), M erowech is an interesting mirror to Oberon and the 
Fissure Gate. A small,tidally locked moon around a small jovian world (Alfheimr), in 
a standard Red Dwarf system witha high volume of planetary bodies. M erowech is 
cold, airless, with a layer of ices over a hard,rocky crust. Planetary surveys indicate 
that M erowech is ideal for volatile mining, and so somehave placed an interest in the 
world, but can’t come to a clean agreement due to the stipulationsabout the Fissure 
Gate. Much more interesting are the alien traces on this world, mostlyexploration 
marks around the Gate which have survived due to a lack of erosive forces, andseveral 
artifacts discovered. Called “Alfur Tren” or “Elf Trees”, they are mysterious 
treelikeconstructs which appear to “grow” out of the surface of Merowech, and are 
all composed of amixture of crystalline “shells” or “skin”, and a primary composition 
of precious metals. They arealso highly reflective, appearing luminous when placed in 
almost any light. When placed in anatmosphere, they appear to “hum” slightly, 
though they do not appear to vibrate when scanned. 


M any consider this hum to be soothing, or have an otherwise positive emotional 
aspect (thoughmany Asyncs have noted it has no effect on them, or is slightly 
annoying, like someone playinga piece of music on repeat). Elf Trees are moderately 
robust, but also very fragile; they seem toignore extremes of temperature and 
radiation, but crumple to dust when exposed to significantlyhigh gravity or pressure, 
but do not react to “artificial” gravity of many habitats. Due to theirpleasing looks, 
precious composition and relative rarity, Elf Trees are a moderately valuableartifact 
back insystem. They are only found on the “day” side of Merowech, and leading 
theorythey are the byproduct of some alien nanotech, similar to TITAN “termite 
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mounds” and fractalburrows. Exact analysis is difficult however, as their outer layers 
are resistant to many kinds ofscans and almost any damage to the object causes the 
entire thing to shatter, turning into aninert pile of dust of metals such as gold, 
platinum or iridium. The M erowech Gate is located in abottom of a crater intersecting 
a chasma in proximity to the tidal “pole” of Merowech on the Alfheimr side, with the 
small jovian hanging prominently in the sky, reflecting a gold-whitecolor. Some who 
spend time out under the stars and sky under Alfheimr report a similar hum to the Elf 
Trees and an inexplicable compulsion to go toward or reach out for the Gas Giant. 
Many peoplewho have slept on Merowech report unusual dreams about tall, 
luminous figures. 
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21: Mobile Greenhouse 


Tags: [groundcraft], [vehicles] 


M obile Greenhouse 


A creation typically used by various N omads on M ars, though variants of these can be 
found throughout the solar system. They feature lightweight but rigid base with 
wheels and an inflated and pressurized tube of translucent polymers, forming a large 
pressure tent. The inside features a collapsible and highly modular system of supports 
and endoskeletal struts which can be used to assemble planters, water systems, hooks 
for hydroponics and many other agriculture or aquaculture needs. They average about 
38 square meters of surface, but their interior volume is flexible and multiple 
greenhouses can be linked together for more space. They have eight wheels, and are 
typically towed, but have a small electric motor and manual controls to self-propel if 
needed. They have rechargeable batteries linked to extendable solar panels, as a 
Greenhouse requires exposure to sunlight to function. Almost all modern M obile 
Greenhouses come equipped with either integrated nanoswarm hives, or apiaries for 
Gardener Bees or Wasps. With their internal environmental controls, and enough 
plant material, they can provide indefinite life support to up to half a dozen 
transhumans. Some Scum ships are even known to attach greenhouses to the hull or 
tow them in space for extremely “ghetto” hydroponics or living space rigs. Comes 
with exterior floodlights and a Spindle to act as a tow cable. [H igh] 


Name | Capacity | Handling aes id AV DUR WT 
eee oe nu 4/20 40 10/10 40 8 
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22; Isonade morph 


Tags: [morphs], [synthmorphs] 


lsonade (Synth) 


Named after a legendary water-creature from Japanese M ythology, the Isonade was 
designed by an offshoot of the corporation who designed the Takko morph, and has 
similar principles. Cetacean morphs are rare and sometimes at a premium, even in 
aquatic habitats, so the Isonade is intended as a synthetic alternative. It obviously 
requires no gills or oxygen reserve, and is equipped both with an aquatic propeller 
system, a thrust vector for Zero-G, and the underside can undulate along the ground 
when out of water but in gravity. The morph is equipped with a number of features 
which can be enjoyed by aquatic uplifts and are useful, such as its eelware and 
electrical sense. With equipped Sonar and enhanced hearing, the morph is capable of 
"speaking" Neo-Cetacean, and can also use the Octopus chromatophore language 
with Chameleon Skin. As a final useful feature, the lsonade has two retractable arms, 
which can telescope, so the morph retains its manipulators as needed. H owever, it's 
synthetic shell isn't as fully optimized for proper "swimming" as an actual Cetacean 
morph. Sadly also, the extensive adaptation and custom shell does make it quite 
expensive to produce. 


Enhancements: Access Jacks, Basic Mesh Inserts, Chameleon Skin, Cortical Stack, 
Cyberbrain, Eelware, Electrical Sense, Enhanced Hearing, Extra Limbs (Two 
extendable Arms), Hydrostatic Pressure Adaptation, Mnemonic Augmentation, 
Polarization Vision, Puppet-Sock, Sonar, Telescoping Limbs 

M ovement Rate: (Submersible), 4/16 (Snake), 8/40 (Thrust V ector) 

Aptitude M aximum: 30 

Durability: 40 

W ound Threshold: 8 

Advantages: +5 SOM, +5 REF, +5 INT, +5 to one of your choice, +30 Swimming, 
Bite Weapon (AP -1, 1d10+1 DV, use Unarmed), Armor 6/6 

CP Cost: 50 

Credit Cost: Expensive (50,000+) 


(The Isonade is a morph | originally designed in a little jam to build a Cetacean- 
compatible synthmorph option over in the /epg/ community. This is a later reiteration 
with some refinement. Like many synth alternatives, the Isonade (named after a 
creature from Japanese Folklore as noted above — giving it an echo to the Takko) is 
expensive. But carries a lot of benefit, and can probably be more easily mass produced 
then possibly GRM -locked uplift morphs. The addition of snake was an idea | had 
because | didn't want it to be useless out of water, but Thrust Vector might not be 
universally applicable. So in a pinch the Isonade can scoot along a surface to move. It 
loses some of the massive swimming bonus for a better natural weapon, the shell 
armor and some great bonuses — plus no need to worry about breathing at all) 
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23: DCV 


Tags: [drugs], [social drugs] 


Social drugs occupy an interesting space in AF 10. M any of them are useful tools to 
bring people who may not be suited for social situations to a relatively competent 
level, or enhance the performance of those in social circles. While they may have 
potent side-effects or behavioral components, most have uses which are considered 
socially acceptable. One might not always enjoy the sight or sound of a person on 
Alpha, Hither or Juice (p. 320-21 EP), but they have their purposes. Other social 
drugs, however, may be more publicly frowned upon, despite also having clear 
advantageous uses. 


DCV: Usually sold in small inhalers or vapor rubs, DCV is a social drug specifically 
engineered to make the user a better liar. It accomplishes this with a mild relaxant 
effect, which makes it easier to control heart-rate, pupil dilation and other classical 
"tells" of lying, but not so far as to be as unsettling as the Emotional Dampers 
implant. It also helps inhibit areas of the brain generally associated with self-doubt, 
guilt or regret — making it easier for the user to engage in a lie or deceptive behavior. 
These effects are not intense, however, so DCV does not overcome many dedicated 
truth-detecting methods, nor can it keep someone calm in serious life-or-death 
Situations. It grants a +10 bonus on Deception and Impersonation checks for the 
duration.[Low] 


M arketing-wise, DCV is usually sold as a niche enhancement for actors and 
performance artists, or occasionally to people who work in covert government or 
research projects and need to keep their mouths shut regularly. But, it has a thriving 
secondary market in con artists, spies and people who are just terrible everyday liars. 
DCV is not intrinsically habit forming, and most users do not find the feeling intense 
enough to become addicted under normal circumstances. That said, people who make 
regular use of the drug tend to regularly require performance enhancement to //e so 
they may have habits related to deception which go beyond substance abuse. 


Application: D, Inh 
Onset: 1 M inute 
Duration: 8 H ours 
Addiction M odifier: N/A 
Addiction Type: N/A 
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24: Exotic Melee Weapon: Whips 


Tags: [exotic melee weapon] 


Whips are an interesting "weapon" type. Intended as a tool for pain compliance in 
animals or people, while the whip has some history as a practical weapon (and some 
interesting uses) it's primary purpose has been replaced by many directed energy 
weapons, such aS agonizers or stunners. And as a weapon, the nature of the 
construction and methods of its uses definitely lend it toward the "Exotic". But, for 
those with the patience to practice, the use of the Whip can provide some unique 
advantages and surprises. Assuming the user has the appropriate space to utilize a 
whip properly, whips should provide the Reach bonus regardless of the size of the 
user or target, and can always be used to perform Subdual attacks (p. 204 EP). All of 
the following use the skill Exotic M elee W eapon: W hips. 


Whip: Also known as a stockwhip or a bullwhip, this is the most traditional type of 
whip people think of when they think of fighting with whips. They have a short 
handle and a long lash, which provide the ability to strike or whip with considerable 
reach, and make loud snapping or cracking noises which can startle people or 
animals. Traditionally made with leather, the modern whip is usually made of 
synthetic substances with the lash improved using toughed fibers to be able to inflict 
serious injuries such as cuts in addition to welts and bruises. Other styles of whip, 
such as longe whips or cat o' nine tails can be made in this way to produce similar 
results. [Trivial] 


DV 1d10+DB 0 AP 


M onofilament Whip: An exotic and dangerous variant, this whip is made with an 
incredibly thin strand or loop of monofiber to have an incredibly sharp cutting edge. 
Slashes with this whip will pass through flesh and bone easily, and even the shells of 
most synths will take deep cuts. This cutting potential comes at a price, however. 
M onofilament Whips are incredibly fragile, and can easily be broken after a single use 
in the wrong situation. It takes careful practice to utilize the weapon correctly, and 
thus, most users of monofilament whips are shadowy assassins in vids, and people 
without real combat experience who try and imitate them. [Low] 


DV 2d10+DB -8 AP 


Smart Whip: The most sophisticated type of whip for combat use, or any sort of use, 
Smart Whips are built along principles of smart materials and electronic rope. Other 
than some unique coloration or texturing, these whips look fairly conventional, but 
smart materials embedded in the lash and linked to the handle allow some very 
interesting uses. With simple touches and angles of the handle, the user can alter the 
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course and speed of a Smart Whip mid-swing, making them more accurate and more 
forceful than conventional whips. While not as potent as the monofilament whip, a 
Smart Whip can generate a dense, sharp tip to slash, or more easily coil and wrap 
around a target. Users of the Smart Whip gain a +10 bonus on Subdual attacks, and 
can make Called Shots without the usual -10 penalty. [Low] 


DV 1d10+3+DB -3 AP 
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25: Oxford 


Tags: [cognitive drugs], [drugs] 


Learning/studying can be a conundrum for a modern Transhuman. While 
psychosurgery and simulspace dilation can make more efficient use of time and 
modern nootropics and cognitive enhancers can help one remember materials better, 
there is no proper substitute for spending the time and practice needed to develop 
Skills. W hile some Egos are naturally quick on the uptake, there has been no success in 
cultivating this feature in morph-lines or as a cognitive enhancement. But, many 
people not in education or training do not have the time to devote hours to mastering 
a skill. For people who still want to try and "cram" in the traditional sense, there may 
be a pharmaceutical solution. "Study" drugs, stimulants and drugs to help focus have 
existed for long periods, but conventional chemistry can't keep up with ultramodern 
morphs and cognitive drugs. This requires a new modern blend of compounds to keep 
up with the transhuman mind. 


Oxford: Usually sold as tablets or injector capsules, fundamentally Oxford is a study 
drug. It utilizes a blend of caffeine and other naturally occurring stimulants with a 
cocktail of synthesized brain chemicals which stimulate areas of the brain which are 
associated with certain types of memory — namely those which help a person develop 
skills or factual knowledge. Quick to take effect but short in duration, Oxford grants 
a burst of energy and focus which makes the user feel awake and productive. Time 
spent under the effects of Oxford count double for purposes of improving skills or 
learning new skills. This benefit does not stack with the Fast Learner trait (p. 146 EP). 
At GM's discretion, being on Oxford may remove penalties for distractions or lack of 
sleep — but it works best when a user is already somewhat awake and has time and 
Space to focus on learning. The fact that Oxford is blended from many naturally 
occurring substances has its downsides, their chemical makeup is not altered in any 
way to reduce chances of addiction, so physical dependence among users is common. 
A long-time Oxford user is easy to spot: they're shaky and unfocused off the drug, 
and have an uncanny almost robotic focus when on it — and in either case often 
develop bloodshot eyes or dark circles regardless of how much sleep they need or get. 
[Low] 


Application: Inj, O 
Onset: 1 M inute 
Duration: 2 Hours 
Addiction M odifier: -10 
Addiction T ype: Physical 


(Shoutout to RPPR, | got the name for Oxford from one of their campaigns — though 
the drug in Tribes of Tokyo was more sinister there than this modeled effect. Free plot 
hook for GMs who might make this more devious than an addictive, short-term study 
booster.) 


43 


26: Brand Name Weapons v3 - Medusan Arms 


Tags: [brand name weapons], [weapons] 


M edusan Arms 


Another subsidiary of Gorgon Defense Systems, and sister company to M edusan 
Shield, Medusan Arms specializes in personal scale weaponry to provide personal 
defense or outfit small, private security teams — such as bodyguards. These weapons 
tend to be of higher quality than many other mass-market weapons, with the most 
expensive designs custom-adjusted for the buyer. Generally, they are sleek weapons of 
simple artistry, but are difficult to customize aftermarket in order to stall the 
Extropian tendency to reverse engineer and alter IP. 


M edusan Arms Arma PDW: 


Considered to be a "signature" weapon of Medusan Arms, the Personal Defense 
Weapon is an anti-armor light weapon for use in close-quarters or by personnel 
carrying lighter weapons. It's mostly marketed for security or self-defense purposes, a 
countermeasure to the ubiquity of body armor or armored clothing. To this end, 
the Arma model uses "proprietary" armor-piercing ammunition, and has a compact 
design with a large magazine capacity, and can be used easily in both one or two 
hands. It also comes standard with a x2 mechanical sight, but this can easily be 
replaced. The Arma has drawn some concerns from the public due to how MA and 
their parent company GDS tend to aggressively pursue those who attempt to 
manufacture off-brand ammunition for the Arma, with many tort claims related to 
"hurting the effectiveness of the product" — leaving many copycats to forge off-brand 
versions of the PDW itself. Reduce the penalty for the Attacker being in M elee by 10. 
This weapon only uses AP ammunition. [M oderate] 


AP -6 2d10 DV SA/BF/FA Ammo 42 


M edusan Arms Longinus Sniper Rifle: 


The Longinusis a high impact Sniper Rifle made for law enforcement and security 
purposes. It has precision components, a heavy barrel, attached bipod and precision 
stock, and an increased magazine capacity, all to deliver maximum accuracy and 
control at range. Commonly, this weapon is paired with accushot ammo for 
maximum precision at a distance. Of course, this comes at a price, the Longinusis 
heavy and expensive, and critics consider the weapon over-engineered for marksman 
purposes, but it still remains popular with Police Snipers in the LLA and M artian 
City-States. The Longinus comes with a variable (x6/x8/x10) Imaging scope. Increase 
maximum range of this weapon by 20%, but this weapon cannot be fired while in 
melee combat. [H igh] 


AP -12 2d10+10 DV SA Ammo 20 
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M edusan Arms S/ca Personal Defense Pistol: 


The Sica model is a light pistol model which uses the same type of ammunition as 
the Arma PDW. While it lacks a lot of "stopping power" compared to most pistols, 
the weapon has phenomenal armor penetration for such a light pistol, and may be 
more useful in situations with armored enemies. The pistol also has low recoil making 
it fairly good for target or competition shooting also. This weapon only uses AP 
ammunition. [Low] 


AP -5 2d10-2 DV SA/BF/FA Ammo 24 
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27: Nihilus 


Tags: [exoplanets], [locations], [plot hooks] 


N ihilus 

Type: Asteroid (R -type) 

Primary Star: N one (Extrasolar O bject) 
Satellite of: None 

Gravity: .025 g 

Diameter: 530 km 

Surface Temperature (M ean): -180 C 
Day Length: N/A 

Orbital Period: N/A 

Gate Access: Cairn Gate, M artian Gate, Emmerich's World Gate 
N otes: Alien Artifacts, Sculpted T errain 


Nihilus is an exotic, unusual locale, similar to Wormwood. As far as anyone can tell, 
it is an extrasolar asteroid, flung from its home system long ago, and none can be 
exactly sure what system it's from. The interior of Nihilus is also a puzzle, it contains 
many dug out tunnels and shafts which appear to have been made to extract valuable 
minerals from the interior surface by an unknown Gate-Faring species of at least 
Space Age technology. General assumption is they may have been a larger size (or had 
longer reach) than transhumans, and been vaguely insectoid with natural subterranean 
environs. No biological signs of this species remain, nor any long-term habitation 
signs, including signs of infrastructure or utility networking. The only signs they 
existed at all are occasional tool fragments or other remnants left behind in their 
mining areas. Some theorize an actual "species" may never even have been here, just 
mining drones which have since absconded. Surveys indicate most of the readily 
accessible and/or worthwhile veins of minerals have been tapped out, leading 
Pathfinder to seek other methods of making a profit on the discovery, including 
"tourism" based around the idea of the "Diggers" species (named after the Pod of the 
Same name and apparent similar function) and also certain N eo-Buddhist groups have 
expressed an interest in building a monastery on the surface of Nihilus to "meditate 
on the void". Currently UM ars has a large operation here for students to get " exotic" 
exoplanet studies done without more exotic hazards. The Nihilus Gate is located 
roughly in the center of the asteroid, in a chamber with an odd dodecahedral 
structure. 
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28: Penetrator Seekers 


Tags: [grenades & seekers], [weapons] 


Kinetic penetrators have a long history with heavy munitions. While HEAP rounds (p. 
340 EP) mix explosives with hot, melting metals to produce a great penetrative force 
which still maintains some area-effect as a consequence, Kinetic Penetrators (typically 
using discarding sabots, though some are just slugs of metal with gyrojet engines on 
them) discard any ability to affect secondary targets (except perhaps an unfortunate 
target immediately behind the first) for slight edges in armor penetration. They make 
an ideal mix with accushot smart ammo (p. 338 EP) and armed with stabilizing fins, 
but proximity or homing ammunition is also possible. 


Penetrator: This type of seeker (not grenade) utilizes a single, solid kinetic penetrator 
with a drive encased in a discarding sabot, which maximizes the force of the Seeker 
Weapon into a small, dense package. These penetrators are made of dense, heavy 
metals similar to AP ammo in regular kinetic weapons. They produce no area effect, 
but strike single targets with great penetrating force. This does mean, however, they 
tend to cause overall less damage to a target. While nothing special in most Seeker 
weapons, full-size weapons or vehicle mounts often find this greater penetration useful 
due to their larger projectiles. [M oderate] 


AP -9 3d10+4 DV, K Armor 
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29: Power Fist 


Tags: [unarmed weapons], [weapons] 


The act of fighting "unarmed" has several interesting features and complexities. 
Exotic morphologies allow numerous and different limbs to be utilized in unusual 
ways. Strength enhancing augs can make any morph have a punch like a truck — but 
Synthmorphs' inherently hardened shells give them a slight advantage in terms of the 
damage they can do. While Eelware or Shock Gloves offers some incapacitating or 
"less-lethal" benefit to fighting hand-to-hand, if one wants to have a more powerful 
"punch", the nominal ideal way is to sleeve into a synth and utilize the Pneumatic 
Limbs (p. 311 EP) to greatly increase the base power of a fist. However, technical 
solutions always exist — and through careful engineering based on long history of 
science-fiction, even biomorphs can wield the power of a pneumatic limb in the palm 
of their hand. 


Power Fist: A high-power unarmed weapon which uses the same technology as the 
Pneumatic Limbs augmentation. It's favored by a few martial artists and sportsmen, 
or some particularly aggressive or vindictive security forces. It takes the form of a 
massive gauntlet with a strike-plate hooked to some high-pressure pneumatic 
cylinders. When an impact is made with the gauntlet, the cylinders’ release 
concentrating a lot of force into a small space. The gauntlets are so hefty that most 
users only wear one at a time, and their bulk grants a -10 penalty to all tests using the 
gloved hand, but offer an additional 1/3 AV to that arm. Scoring an excellent success 
with the Power Fist also forces the target to make a SOM x3 test or be knocked 
down, as if they had taken a wound. [M oderate] 


AP -4 2d10+DB DV 


Due to its nature, the Power Fist does not enhance a Synthmorph equipped with 
Pneumatic Limbs already. And while potent, the added bulk is awkward, hard to 
conceal sometimes, and bound to attract some attention — not everyone wanders the 
streets bearing a Power Fist. It isup to GM discretion if a Power Fist can benefit from 
the bonuses for fighting using two melee weapons (since it is not traditionally paired), 
but if two gauntlets are worn it is encouraged to apply additional situational penalties 
for the doubled loss of dexterity. 


A common fighting style in certain Venusian circles uses the Power Fist in the off 
hand, and long-bladed swords, usually monofilament, in the primary hand. The 
power fist is used to block, parry or even attempt to break the enemy's weapon, while 
the sword hand is free for strikes on a vulnerable foe. 
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30: Void Spider 


Tags: [Smart animals] 


Scum genehackers have produced several interesting creations. Most notable (or 
perhaps infamous) is the Swarm Cat (p. 155 Panopticon) a creation which only 
vaguely resembles a "cat" in the loosest sense, and have a variety of "uses" in many 
Scum Swarms. But, there are other strange creations or "tiny terrors" which have 
caught on with a certain Scum ethos — and are now the bane of many a space station 
Scum have docked with. One such example is the Void Spider. 


Void Spider: Similar to the Space Roach, the Void Spider is an enlarged, transgenic 
blend of tarantula breeds which reaches the size of a small dog. Engineered with 
Vacuum Sealing, these often appear to have hardened carapaces without visible hairs, 
though they sometimes to retain them. Some designers even give them a wooly 
appearance underneath. Void Spiders were originally designed as budget pest control, 
as they are able to crawl both in a ship's hull and skitter across the outer surface, 
where they could keep vermin and rogue pets in line (especially Plasma M oths, which 
often eat micrometeorite shielding). However, they also became a bit of a budget 
security measure, as they can disable or eliminate biodrones and often discourage 
unwanted visitors in ship maintenance areas. Treat as a Space Roach (p. 330 FP) but 
add Bioweave Armor (Light), Vacuum Sealing, Claws, Poison Gland (Twitch) and 
Grip Pads. [M oderate] 


Unfortunately, the tenacity, small size and ability to survive hard vacuum for extended 
periods has made Void Spiders a bit of a pest, especially in the areas heavily trafficked 
by Scum Swarms. M ore than one habtech or vac-worker has gotten a nasty surprise of 
a stalking Void Spider in an access panel or waiting by an airlock. They cause little 
harm to transhumans, but their venom is potent enough to temporarily disable one. 
Similarly, many Neo-Avians are particularly disgusted or uncomfortable — if not 
outright afraid — of Void Spiders due to their enlarged size and relations to "bird 
eating" spiders from Earth. However, if one encounters a vermin problem, such as a 
rogue colony of Space Roaches or Smart Rats or a "feral" Smart Racoon, the Void 
Spider is one of the best solutions to root them out. H owever, as they are live beings, 
many of the original biodesigners of the Void Spider frown upon breeding them 
purely for pranks. To help "soften" their image, "modern" Void Spiders are often 
colored in bright patterns which fluoresce under certain lighting (making them easier 
to spot) or are "wooly" to have soft, hypoallergenic covering which makes them less 
menacing. 
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31 Hand Stunner 


Tags: [beam weapons], [cyberwarel], [implants], [physical augmentation], [weapons] 


TheHand Laser (p. 308 EP) is a fairly common and typically affordable implant for 
combat morphs or personal defense — especially if a habitat has loose personal 
armament laws. It makes an effective weapon in that it is self-charging and cannot be 
removed short of gross physical damage to the morph, though like most of small pulse 
lasers, it is not a high output weapon. But for some, the act of violence on another is 
unpleasant or immoral. Some may wish to utilize cybernetics to defend themselves, 
but try and avoid permanent injury to the other party. Other locales have strict 
regulations on law enforcement or other government personnel when it comes to 
harming citizenry. For this case, there is the H and Stunner. 


Hand Stunner: Similar to the Hand Laser, this implant embeds an electrolaser 
through flexible components in the forearm, with the lens aperture emerging between 
knuckles on the dominant hand. Same as the Hand Laser, the Hand Stunner is 
powered by a self-charging nuclear battery embedded in the torso. Because of the 
lower power, the Hand Stunner has better efficiency than a Hand Laser, but still less 
than an external Stunner, holding a total of 100 shots. This hand stunner deals 
1d10/2+Shock DV and has an AP of 0. It fires in Semi-Auto mode. Like a regular 
Stunner, the Hand Stunner does not work in Vacuum. [M oderate] 
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32: Vitall-Tea 


Tags: [drugs], [health drugs] 


The act of drinking tea remains in the minds of many Transhuman cultures from 
many national and subcultural backgrounds. While drinking caffeine in all forms is 
popular as well, there are some who prefer the brewing act of tea itself. This is seen in 
several substances, such as M ono No Aware (p. 320 EP) which is typically consumed 
as a tea. Another of these such substances is the aptly named Vitali-Tea, which is 
typically marketed as a health supplement — harkening to an age of herbal medicine 
and tea. 


Vitali-Tea: A health supplement which is typically brewed then drunk like tea, this 
compound is a fortifier of the body, designed to boost the immune system, strengthen 
the body and produces a strong, zen-like state which keeps one's mind clear. The 
chemicals in the tea stimulate the immune response in a short burst, which makes 
infection by conventional "diseases" less likely (though generally only test-tube virii 
can defeat Basic Biomods in the first place), make one feel stronger and better able to 
move (and helps counteract muscle or joint damage in this way) and keeps the mind 
calm and focused. For its duration, it grants +5 SOM, and a +20 on any Test to resist 
a viral infection or pathogen and against emotional manipulation. On Luna, the drink 
is commonly used as a workout supplement to keep one up and active while 
practicing, while others in crowded, refugee-filled habs take it as a regular health 
supplement. Long-term abusers of Vitali-Tea often have flushed skin, unusual pupil 
dilation, and inappropriate responses to pain or injury. [M oderate] 


Application: O 

Onset: 1 M inute 
Duration: 1 Hour 
Addiction M odifier: -10 
Addiction T ype: Physical 
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33: Ulmo 


Tags: [biomorphs], [exoplanets], [locations], [morphs], [plot hooks] 


Ulmo 

Type: Terrestrial (O ceanic) 

Primary Star: M 2V (Red Dwarf) 

Gravity: .84 g 

Diameter: 10,076.62 km 

Atmospheric Pressure: .53 atm 

Atmospheric Composition: 55% Argon, 17% Oxygen, 17% Carbon dioxide, 7% 
Sulfur dioxide, 

3% Nitrogen, 1% Other G asses 

Surface Temperature (M ean): 28 C 

Day Length: 48 H ours 

Orbital Period: 283 Days 

Satellites: N one 

Gate Access: Vulcanoid Gate, Set Gate 

Notes: Planetary Rings, Deep Oceans, Transhuman Settlement (Aqua Dimension 
ResearchStation Bathyscaphe) 


Ulmo is an interesting prospect, settled in relatively close to its star, with an ideal 
temperature range for transhumans, but an atmosphere too thin for those without 
Enhanced Respiration to breathe. Unfortunately or fortunately, as the case may be, 
much of Ulmo’s surface is covered in extremely deep oceans, which alleviates this 
problem for water breathing biomorphs. Due to its otherwise hospitable conditions, 
Ulmo has been settled by an aquaculture and biodesign extropian microcorp known 
as Aqua Dimension, based out of Ceres in the M ain Belt. Aqua Dimension has built a 
sizable bathyscaphe near the Gate area, and begun exploration efforts. The discovery 
of an entire planetary body of oceans has interested both Neo-Octopiand N eo- 
Cetaceans, and it is believed the Hidden Concern has invested into the exploration of 
the planet. Aqua Dimension has even created an amphibious variant of the Ruster 
(usually called a “Salter”) which allows normal Transhumans to survive on surface 
conditions on Ulmo. Ulmo has no moons, but does have a planetary ring formation, 
which is highly interesting. The Gate on Ulmo is located in a large, black rock grotto 
inside a seamount relatively close to the surface, with the gate itself located outside of 
the water. 


M era 

Station Type: Bathyscaphe 

Allegiance: Independent (A qua Dimension/T erraG enesis) 
Primary Languages: English, Spanish, Russian, N eo-C etacean 
Population: 3,000 
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M era is a Bathyscaphe habitat on Ulmo anchored to the top of the seamount (usually 
titled M era Seamount) which contains the Pandora Gate. M era is owned and operated 
by Aqua Dimension, an extropian-style hypercorp primarily based out of Ceres and 
Atlantica in the M ain Belt, with a contractual agreement with TerraGenesis. Aqua 
Dimension specializes in aquaculture and aquatic biodesign, and is considered a 
competitor to several major Genehacking outfits on Enceladus, and is also well known 
for a large volume of Neo-Cetacean and Neo-Octopi uplifts among its staff. The 
station is arranged into a Series of submerged spheres at various depths (but never too 
extremely far from the surface), with the outermost layer of spheres partially flooded 
to accommodate amphibious morphs. Beyond the spheres are anchored frameworks 
which function as cultivates for aquaculture designed by Aqua Dimension to grow 
and thrive on Ulmo. Primary power for the station is generated by tidal plants along 
the bottom and attached to the anchoring tethers, with some limited surface solar 
facilities. The central bubble of the station, known as “The Sphere” is the largest, and 
holds the primary infrastructure and administration facilities for the colony, as well as 
connects to the anchors and to “Gate Grotto”, via pressurized elevator. The Gate 
Grotto itself has been sealed and increased to normal earth pressure, and connects via 
a short swim or submarine ride to a specialized “customs” facility which leads into 
the Sphere. The rest of the station’s spheres are arranged into roughly three layers out 
from the sphere, known as the Inner Circle, M iddle Circle and Outer Circle. The Inner 
Circle contains most of the habitation, recreation and life support infrastructure for 
the station, the Middle Circle is made up of research and development labs, 
Specialized towards specific projects, and the Outer Circle contains the amphibious 
bubbles which are for Aquatic morphs and uplifts, and some other specialized 
research tasks. On the topmost layer of M era, where The Sphere actually breaks the 
surface of Ulmo’s vast oceans, is the TerraGenesis run resort known as the Pacifica 
Hotel, which is a large, mostly open air space, where people can rent one of Aqua 
Dimension’s custom “Salter” morphs, and enjoy the experience of Ulmo to the fullest. 


About 50% of the population are employees directly with Aqua Dimension, with 
another 30% unaffiliated contract employees. The remaining population is a 
combination of dependents, unaffiliated researchers (mostly Argonauts and 
Europans), TerraGenesis and other Venusian and Extropian corp affiliates, and an 
indeterminate number of tourists, gawkers, aquatic mercurials and freelance 
gatecrashers. M era is wholly owned and operated by Aqua Dimension (except for 
large sections leased to TerraGenesis to run their resort) operates off a Profundan 
anarchocapitalist model, where employees of the corp are provided with shares, the 
dividends of which go first and foremost to paying for habitation expenses on M era. 
Contractors are provided with habitation and necessities as part of their employment 
contracts for the period of their employment (thus, coming out of their end pay), and 
all other parties must either obtain basic resources on a prorated basis, or are 
provided them by a group (such as T erraGenesis) who have an extant contract with 
Aqua Dimension. There is also the influence of the Hidden Concern, who have 
invested in the project though legitimate and illegitimate means, and as such, are one 
of the few forces to hold shares in the microcorp who are not employed by it. In 
addition to their living expenses, shareholders are entitled to vote on matters related 
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to the corporation as a whole, including regular elections for the CEO and other 
officer positions in the corp. 


Salter Biomorph (Ruster Variant) 

Implants: Add Direction Sense, Echolocation, Gills, Lateral Line and Swim Bladder 
CP Cost: 30 

Cost: Expensive (Almost impossible to find off Ulmo) 
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34: Yeti 


Tags: [morphs], [pod] 


Y eti (Pod) 


Originally designed by a Titanian microcorp as a cold-weather option for H ominid 
uplifts, the Y eti has spread throughout the Outer System as a low-temp labor pod 
which is also suited to Uplifts. M ade from a combination of various hominid species 
(including some extinct lines), the Y eti is a tall, large morph covered in thick fur and 
an insulating layer of fat, with very long arms. Designed to operate in cold 
temperatures, it is shielded from glare and able to navigate easily, and enter 
hibernation to conserve resources. It also has a reinforced skeleton which makes it 
ideal for heavy lifting jobs. Sadly, the mixture of genes that went into the pod means 
that almost always do they have unpleasant or unnatural facial features, which tends 
to impact their ability to socialize properly. 


Implants: Access Jacks, Anti-Glare, Basic Biomods, Basic Mesh Inserts, Cortical 
Stack, Cyberbrain, Direction Sense, Fat Storage, Enhanced Respiration, Enhanced 
Hearing, Enhanced Vision, Hardened Skeleton, Hibernate, Mnemonic Augmentation, 
Prehensile Feet, Puppet-Sock, Temperature Tolerance (Improved Cold) 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 (40 SOM ) 

Durability: 40 (w/ Hardened Skeleton) 

W ound Threshold: 8 

Advantages: +10 SOM (w/ Hardened Skeleton), +5 to one aptitude of your choice 

N otes: Large Size, Non-Human Biochemistry, Social Stigma (Pod), Unattractive (1) 
trait 

CP Cost: 30 

Credit Cost: Expensive (30,000+) 


(This was an attempt to build a cold-weather pod suitable for Hominids, who might 
not be comfortable in something like a Hulder. It ended up being an interesting design 
for its raw strength and tough build, but it has a couple of negative impacting traits. 
Unlike some of the other designs I've done based on mythical archetypes, this isn't a 
Fortean creation. | personally think the Y eti name is kind of a marketing ploy to get it 
more coverage on the Mesh, and because coming up with another name for a cold- 
weather super-ape would be hard. A variant with (Cryonic) to withstand all kinds of 
cold temperatures would probably be roughly the same CP cost, but probably more 
expensive) 
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35: Underbarrel Torch 


Tags: [Spray weapons], [weapons] 


TheTorch (p. 341 EP) is a fairly useful weapon and tool for area denial and has 
utility against many unusual threats, such as nanoswarms and alien entities 
(xenofauna, xenoflora and xenofungus). The self-igniting fuel capsules used by these 
weapons are particularly useful, though in non-oxygen environments they do not 
contain enough fuel to sustain a fire for long. They are, however, a somewhat bulky 
weapon which requires two hands to utilize for average-sized morphs, and due to 
their specialized nature they may not always be required on an operation — which can 
make going to the trouble of obtaining and carrying a Torch now worth it. Luckily, 
weapon designers and security companies have developed a solution for portability 
with torch-like systems. 


Underbarrel Torch: The Underbarrel Torch is a compact, torch-like weapon system 
which mounts to the underside of a rifle or SMG -sized weapon, similar to 
the Underbarrel Seeker (p. 340 EP). This compact configuration makes it much easier 
to carry and use than a Torch, but means it holds less fuel capsules, and produces less 
volume and intensity of its flames. Any target hit by an attack which was an Excellent 
Success is set On Fire, and will take 2d10 DV per Action Turn until it is put out. 
Similar to the Torch, the flames will not persist long if deprived of oxygen. While 
torches are seen as utility tools in several habs to handle pest control (both organic 
and nanotech varieties), the Underbarrel Torch is often more restrictive, due to its 
compact nature and association with combat weapons. [Low] 


AP -4 2d10 SS Ammo 10 
Short: 0-5 M edium: 6-15 Long: 16-30 Extreme: 31-40 
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36: Shock Tolerance 


Tags: [bioware], [implants], [physical augmentation] 


Shock Attacks (p. 204 FP) are an incredibly potent weapon against biomorphs and 
pods, able to completely incapacitate them or seriously hamper them long enough to 
subdue or engage with conventional weapons. The effectiveness of shock weapons is 
one of the primary reasons, combined with disabling pain sensors, that Synth morphs 
are considered the top tier of combat morphs. But, one cannot count out transhuman 
ingenuity, and so attempts have been made to improve biomorph's resistance to Shock 
effects, and they have some limited success. 


Shock Tolerance: This bioware comprehensively strengthens the body to resist or 
dampen the effect of a Shock attack on the body. This involves improving interbody 
insulation, toughening certain nerve clusters and muscle groups, and actually 
improving muscular control so that one can maintain conscious control of the body 
even though some debilitating effects still occur. While impossible to completely 
alleviate the effects of a Shock attack (which many users note is still discomforting or 
even painful), Shock Tolerance makes it so morphs are statistically less likely to be 
completely incapacitated — though this involves many variables (physical location of 
the shock, overall health, etc) to nail down as a complete immunity. A morph with 
Shock Tolerance rolls (DURx2)+Energy Armor when struck with a Shock weapon to 
resist its effects. [H igh] 


Shock Tolerance is sometimes used by habtechs who work with electrical gear to help 
prevent dangerous injuries when working with live cables or wiring, but the most 
common is in morphs with combat or security duties to resist a debilitating 
incapacitation, such as police in the LLA where synthmorph rights agitators often 
deploy Shock weapons en masse due to Synths' inherent immunities. On the other 
hand, Shock Tolerance occupies a place of dubious legality in many polities due to 
law enforcement's frequent use of Shock weapons. The legislature in the Titanian 
Commonwealth, for instance, has gone back and forth on if Shock Tolerance should 
be available to the average citizen. The resistance to non-lethal takedown by police 
not only makes things more dangerous for officers and other civilians, but also means 
police may have to endanger the life and limb of a suspect as well. 
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37: Centaur Pod 


Tags: [morphs], [pod] 


Centaur (Pod) 


One of Fortean's earliest transgenic creations, this model combines the humanoid 
upper torso with a full-sized torso of a horse — using the best Smart H orse genelines. 
Internal cybernetics reinforce the body, and greatly augmented musculature allows 
both halves of the body to support themselves. Centaur pods are very fast, great 
sprinters, with enhanced multi-lung systems which mean they can work in various 
levels of oxygen environments. They're surprisingly agile on their feet too, the result 
of highly optimized cyberbrain sectors. Centaur users report increased curiosity, 
inquisitiveness and observation, though they sometimes feel panicky or more likely to 
flee from threats. They are also bundled with digestive enhancements which means 
they can actually live off grass, though a Centaur pod requires a decent diet to keep its 
Organic parts nourished. The hooves of a Centaur pod make deadly weapons in a 
pinch as well. It is possible for one or more medium sized morphs to ride on the back 
of a Centaur, but the small centaur communities of Fortean generally consider this 
rude except under specific circumstances. Fortean's genehackers have also managed to 
"miniaturize" the Centaur by sculpting down it's body to be more in line with a pony, 
which makes the result about as tall as the normal transhuman — though considerably 
less hardy (See Reduced Size trait). 


Implants: Access Jacks, Basic Biomods, Basic Mesh Inserts, Cortical Stack, 
Cyberbrain, Digestive Symbiotes, Enhanced Hearing, Enhanced Respiration, 
M nemonic Augmentation, M uscle Augmentation, Puppet-Sock 

M ovement Rate: 4/40 (Walk) 

Aptitude M ax: 30 (40 SOM ) 

Durability: 50 

W ound Threshold: 10 

Advantages: +10 SOM (w/ Muscle Augmentation), +5 COO, +5 INT, +10 
Freerunning, Hoof Attack (AP -1 1d10+1 DV, use Unarmed), Extra Limb x2 (Four 
Legs, 2 Arms) 

N otes: Large Size, Non-human Biochemistry, Social Stigma (Pod) 

CP Cost: 35 

Credit Cost: Expensive (35,000+) 


(Centaur is actually fairly late in a series of classical mythology pods | work on from 
time to time [feel free to leave a suggestion in the comments, | already have a version 
of Harpy and Lamia] which usually sources back to good ol' Fortean for making 
unusual genehacking combinations. The Centaur is an interesting morph. Large Size 
gives it a lot of solid bonuses but matched impairment, and because of fairly limited 
implant needs it can afford a Muscle Augmentation — so Centaur Cavalry could 
actually work as a build. The hooves also make a decent unarmed attack with a 
guaranteed decent DB. Wouldn't want to try one in zero-g, though. The Reduced Size 
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trait means one can make a pocket or mini-centaur morph which is more manageable 
but less visually impressive. M ight be a good morph for a gatecrashing campaign) 
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38: Lightning Gun 
Tags: [beam weapons], [weapons] 


The Stunner (p. 339 EP) is a potent electrolaser, designed to incapacitate and stun 
targets. They use lasers to form an electrical plasma channel to the target, which is the 
same technology utilized by a Portal Denial System (p. 292 FP) — a security measure 
which uses a laser grid to send plasma channels to unauthorized persons who pass 
through it. But PDS come in two conventional types: a non-lethal and a lethal variety. 
The Stunner is typically marketed as a less-lethal deterrent weapon. But transhuman 
fascination with electricity, especially "lightning" has not abated with time, and so 
some designers have made it so high-powered electrolasers can be used with lethal 
intent. 


Lightning Gun: Known by a variety of names, such as "EL Rifle", "Heavy Stunner", 
"Shock Rifle" or "Ghostbuster", the Lightning Gun is a high-power electrolaser based 
on the same principle as a Stunner, but utilizes a more intense laser and higher power 
capacitors to bring a more powerful shock to the target. While the primary purpose of 
a Stunner is an incapacitating shock, the Lightning Gun is classified as a nominal 
lethal weapon, like military-grade Portal Denial Systems, and electroshock effects are 
purely secondary. In proper conditions, the lightning gun causes enough air 
displacement to make a sharp "crack" or "boom" sound, which while not as intense 
as natural lightning, is still similar enough to lend the weapon it's most common 
name. W hile most stunners are small or medium sized weapons, the Lightning Gun is 
fully rifle sized. Like a Stunner, it does not operate in vacuum. [H igh] 


APO 2d10+54+Shock DV SA Ammo 100 
Short: 0-10 M edium: 11-30 Long: 31-60 Extreme: 61-80 
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39; Harpy pod 


Tags: [morphs], [pod] 


H arpy (Pod) 


A Fortean creation, this pod splices transhuman lines from Furies and Lunar Fliers 
with large raptor genetics to produce a flight-capable combat pod. Unlike a majority 
of Lunar Fliers, the harpy is more like a Neo-Avian, with wings on the arms which 
have flexible hands tipped with sharp talons for gripping. The feet are also reinforced 
and fully prehensile and armed with claws — and allow the Harpy to grip and 
manipulate objects with its legs while its arms are in flight. Harpies are also heavily 
muscled, with enhanced torso muscle groups to give them the ability to fly, and are 
gifted with sensory augmentations and low pressure protection to operate at high 
altitudes. For "thematic" purposes, the Harpy are nearly always produced as female, 
with sharp, austere features. 


Implants: Access Jacks, Basic Biomods, Basic M esh Inserts, Bioweave Armor (Light), 
Claws, Cortical Stack, Cyberbrain, Direction Sense, Enhanced Hearing, Enhanced 
Vision, Low Pressure Tolerance, Mnemonic Augmentation, M uscle Augmentation, 
N eurachem (1), Prehensile Feet, Wings 

M ovement Rate: Walker (3/19), Flight (8/40) 

Aptitude M aximum: 30 

Durability: 50 

W ound Threshold: 10 

Advantages: +10 SOM (w/ Muscle Augmentation), +5 COO, +5 INT, +5 to one 
Aptitude of your choice, +1 Speed (N eurachem) 

N otes: N onmammalian Biochemistry, Social Stigma (Pod) 

CP Cost: 55 

Credit Cost: Expensive (55,000+) 


Siren Variant 


While some use the Harpy for combat and survival purposes, a variant designed for 
socialization also exists — the Siren. This model has its maximum combat potential 
toned down to make way for more socially focused implants. Similarly, the morph is 
respecc'd both for physical appearance and social acumen. Sirens tend to be more thin 
and finely built than Harpies, with softer, more alluring features. 


Implants: Remove Neurachem (1), add Clean Metabolism, Enhanced Pheromones 
and Lyre's Syrinx 

Advantages: +5 SOM (w/ Muscle Augmentation), +5 SAV, +5 COO, +5 INT, # to 
one Aptitude of your choice, add Striking Looks (1) trait 

CP Cost: 60 

Credit Cost: Expensive (60,000+) 
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(Though ultimately made as another pod from Fortean, my Harpy design as a combat 
morph-+wings has gone through a couple of iterations, including just as a Fury variant 
with the Wings. Thematically, mods which make sense for the Harpy also 
interestingly make it ideal for a fighting morph, with the claws, strong upper-body 
strength for the wings, the enhanced sensory, etc. Once it stood on its own, it was 
possible to produce the more expensive Siren variant, which moves around its bonuses 
to allow a more social focus, which bridges the gap between avian and humanoid 
morphs. It might be interesting to see how a Neo-Avian handles the presence of the 
Pod — do some communities like them for allowing them to interact with humanoids 
while retaining many natural capabilities, or do they find it an offensive " cultural 
appropriation" (and some with a less than positive view of M ercurials might point out 
Neo-Avians didn't have a culture when the Greeks were making urns). The Lyre's 
Syrinx is an interesting implant which originates from Seedware. | don't often cross- 
reference other big homebrew works, but the nature of the implant both mechanically 
and fluff-wise made it an ideal pick for the Siren variant) 
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40; Electrogravitics System 


Tags: [physical augmentation], [robotic enhancements] 


Electrogravitics is a bit of a misnomer, in that it is a system to counteract the natural 
effects of gravity utilizing electrical discharge — not generating gravity through 
electricity (though many Argonaut research papers are being written on this 
perspective). Normally, this comes in the form of theElectrogravitics N et (p. 
332 EP), or "safety net", a web of electrical generators designed to catch a person 
who is falling and negate the effects of falling at a height. However, as an external 
device, the safety net requires some preparation to use, and requires access to external 
power to recharge — which may not be optimal in a safety situation. To this end, 
technicians have designed a variant of the technology which can be installed directly 
in Synthmorphs. 


Electrogravitics System: This augmentation for synthmorphs embeds an electrical 
discharge system which can produce massive charge to counteract the effects of 
gravity, just like the E/ectrogravitics N et. The capability is roughly matched with that 
system, able to reduce all damage from a fall of Om in 1 G of gravity. Like the N et, 
this system requires a lot of energy to utilize, and after it is used, it is depleted and 
must recharge over one hour using the internal power supply of the Synthmorph. 
Unlike the net, however, the EGS can also be utilized by a Synthmorph for quick 
bursts of lateral movement. This can grant a +30 to an appropriate Freerunning or 
Free Fall test to bypass obstacles or reach locations, or in structured time allow the 
user to quickly burst to move up to 6 meters in a single quick action. The EGS is not 
usually equipped on flying frames, and cannot be equipped to a Swarmanoid morph. 
[M oderate] 


(Why yes, | do own Deus Ex: Human Revolution and Deus Ex: Mankind Divided. 
Why do you ask?) 
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4E Dummy Barrier 


Tags: [covert tech] 


Dummy Barrier: Basic piece of computer security tech which works with Access J acks 
or Skinlink. It comes with its own length of F/beroptic Cab/e installed. While active, 
the unit acts as a buffer between the user and potentially hostile computer systems, 
with specially configured data inputs and outputs so that in order for a hacker or 
virus to access the original user's Mesh Inserts or Cyberbrain, they must first 
completely subvert the Dummy Barrier before being able to access, while the Barrier 
itself is meant to be quickly ejected in a pinch. The system typically contains no other 
data than the interface system, and is designed so that an Al can be placed on it to 
monitor and actively defend the Dummy Barrier. [Low] 


The Dummy Barrier is a device which has its roots in the early days of Cyberbrain 
technology. Based on ideas from several old entries into cyberpunk fiction, the 
Dummy Barrier was envisioned as a way to shield a user from accessing a computer 
system which might contain an active defender or malware which could attack the 
Cyberbrain of an intruder. It would also act as a buffer to catch any quick and dirty 
uploads of "Black ICE" or Scorcher programs lying around, and be disconnected 
relatively quickly (Typically, a Dummy Barrier can be safely ejected as a Quick 
Action). Usually designed as a big plugbox or some kind of neckband or necklace, the 
Dummy Barrier also served as a physical obstacle to others wanting to access 
somebody's Access J acks — such as with a Disabler (p. 316 EP). 


H owever, the Dummy Barrier was usually a fairly niche device until after the Fall, at 
which time transhumanity received several grim reminders about information security, 
and the proportion of people with cyberbrains drastically increased. This has led to a 
resurgence in use of the Dummy Barrier, mostly for InfoSec professionals, but also for 
some data miners and scavengers, covert operatives and of course criminals of all 
stripes. Due to this revitalization, variants of the Dummy Barrier which utilize 
Skinlink technology are increasingly common. Firewall heavy recommends use of 
Dummy Barriers along with Analog Tools (p. 176 Firewa//) to insulate Sentinels 
against potentially infected or TITAN -trapped computer systems. 
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42: Nightfall 


Tags: [exoplanets], [locations], [plot hooks], [threats] 


Nightfall 

Type: Rocky M oon 

Primary Star: F2V (Y ellow-White D warf) 

Secondary Star: F4V (Y ellow-W hite Dwarf) 

Satellite of: Eclipse (1 Jovian M asses) 

Gravity: .4 g 

Diameter: 5463.24 km 

Atmospheric Pressure: .52 atm 

Atmospheric Composition: 81% hydrogen, 19% methane, trace other gases 
Surface Temperature (M ean): 25 C 

Day Length: 21 H ours 

Orbital Period: 12 Days 

Gate Access: Fissure Gate, Volcanoid Gate 

Notes: High Population of System Bodies, Impressive Natural Terrain, Active 
V olcanoes 


Rocky moon of a hot jupiter in the inner system of a populated, moderately aged 
binary system, Nightfall's "mean" temperature is a misnomer, this arid, volcanic 
moon is blisteringly cold on its night side or in the shadow of its planet (~-95 C), and 
swelteringly hot during the day (~45 C). It's host system has a large number of system 
bodies, making many groups interested in exploring its other planets, but this massive 
moon is bathed in hot solar radiation due to lack of a magnetic field and protective 
gases in the atmosphere. People report it as being "washed out" in bright yellowish- 
orange light. It takes 12 days to rotate around Eclipse, putting it in complete darkness 
for extended periods. Its atmosphere is non-toxic, but highly volatile, which concerns 
long-term resource development, combined with regular volcanic activity. N ightfall, 
however, does have a decent amount of Iron and Silicates. Most problematic, 
however, is that there is a conflict between TerraGenesis and various autonomist 
interests. Nightfall was found by first by the Inner System corp, who immediately 
began an interest in settling the planet as a mining community. Within the following 3 
months, however, a group of brinkers out of Fissure discovered the world, and 
believed it to be an ideal place to set up a Synth-friendly colony. This has led to claim 
disputes — Fissure makes no claims of ownership and demands sharing, while 
Vulcanoid has very careful procedures to determine ownership. While T erraGenesis 
scientists have worked with anarchists in the past, the explorers and isolates interested 
in synth living question what they see as a "resource grab". To settle this, a small 
Extropian corp was founded to handle Gate Security, territory disputes, and 
"communal" services, called Harce/eur. They constitute what counts as the "law" on 
Nightfall, and go between the T erraGenesis backed mining colony (mostly automated) 
called Afvoer, and the brinker/autonomist settlement M a/ebo/ge The gate complex 
itself is a small bridge city called "First Light’, connected to the small notch in a 
canyon wall where the Pandora Gate lies. Rumors persist that before H arceleur was 
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established and started bringing order that an extremophile exhuman clade managed 
to make it through the gate, and now hunt in the hills and dunes at night for wayward 
prospectors and surveyors. 


First Light, M alebolge and A fvoer 

Station Type: Bridge (First Light), Tin Can (M alebolge and Afvoer) 
Allegiance: Independent (H ypercorp/A utonomist/Brinker) 

Primary Languages: English, French, Dutch 

Population: 7,500 (total) 


First Light is the name of the largest settlement on Nightfall, built by a co-op of 
Extropian corps through a combination of Venusian and Mutualist banks who 
supported the two parties of Nightfall. A low, slim bridge similar to habs on M ars, 
First light bridges from a shallow canyon wall where the Gate existed in a small niche 
carved by wind to the far side. Several exploratory tunnels have also been dug in 
either canyon side. The top layer of the bridge is coated in intense mirroring and 
shielding materials to keep out the extreme heat and solar radiation of Eclipse's twin 
suns, Chariot A and Chariot B. This also provides power to the station during 
N ightfall's day cycles. First Light is visible from quite a distance off during both the 
day and night, as it has extensive flood lighting systems around it. Power is provided 
by nuclear materials, or geothermal generation. Under the bridge is a souk of 
ramshackle and prefab buildings, mostly inhabited by those who can tolerate the 
harsh conditions of Nightfall. The bridge itself has a modest population, roughly half 
of whom are contractors related to Harceleur, the Extropian corp who acts 
peacekeepers and mediators on the colony. Harceleur is the security, law and basic 
hab service provider for First Light and manages contracts with several other 
extropian businesses who have set up shop in First Light, though many of those have 
mutualist or utilitarian bents. The local Autonomists tend to call this combined bloc 
of settlers "vultures", and many feel the violate the policies of the Fissure Gate. The 
rest of the population is freelance gatecrashers, a handful of tourists and assorted 
associates of the vested parties on Nightfall. Access to the other settlements is done via 
canyon hugging maglev lines — and attempts to sabotage either line is handled harshly 
by Harceleur. Harceleur also has marshals, who get clad in fireproofed, sealed armor 
and thermal cloaks and patrol the surface for problems or to help wayward travelers 
in air cars or buggies. On the canyon rim are the first foundations for what will 
eventually be a spaceport ready to explore the orbit of Eclipse and even probe the rest 
of this system. 


Afvoer ("Watering Hole" in Dutch) is the earlier "settlement" of Nightfall, up the 
canyon run and into the foothills of a now extinct volcano chain. M ostly automated, 
this is a small cluster of tin can and dome modules over racks for mining drones 
which have begun sinking shafts to obtain valuable elements. Population is a lot of 
infomorphs working M orningstar-style indenture contracts for TerraGenesis and a 
handful of technician overseers, usually sleeved in Ruster or Alpiner variants so they 
can survive outside in just breath-masks for short periods. Not much goes on here, 
though for a research and mining platform, everyone is unusually heavily armed, as 
several Anarchists have tried to slip up to the mine and sabotage it. M albolge (from a 
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circle of Hell which name translates to "evil pockets") is on the opposite end of the 
canyon as it trends more shallow, leading onto a plantia of rocky desert. It gets its 
name from the hellish conditions of Nightfall, and the fact that the settlement is 
mostly carved or dug into the surface in "pouches", some of which are covered over 
to offer more traditional habitation. Malbolge is mostly an autonomist/brinker 
Settlement, where people are interested in an "honest" exoplanet living, mostly as 
Synths. They have some tension with First Light and Afvoer, but a lot of them prefer 
to be left alone, and they tend to shun violent anti-socials. M albolge is a center for a 
lot of prospecting and surveying of Nightfall, where occasionally settlers go missing. 


N ightgaunt Exhumans (Biomorph) 


An interesting strain of the Predator clade, these Exhumans from the Saturnian or 
Uranian system have obtained a variant of the Ariel biomorph and customized it to be 
even more extreme. The end result is a pitch black, carapaced creature with wings, 
long bladed tails, horns and clawed limbs. They can survive hot and cold for extended 
periods. They came through the Fissure Gate and populated out on Nightfall before 
H arceleur came along. N ow there are few dozens scattered up in the mountains and 
deserts of the moon. They prefer "live" prey, but can still capture synthmorphs and 
process them for raw materials, and use their egos for amusement. They prefer to hunt 
at night, where the relative cold and dark makes prey easier to detect, and biomorphs 
slightly more common due to the lack of solar radiation. To this end, they will often 
hibernate through several "day" periods until the long night comes. Currently, 
H arceleur and First Light are unwilling to confirm "rumors" of hostile Exhumans in 
the colony. 


(0G (00) INT REF SAV SOM WIL MOX 
30 40 40 30 15 40 30 N/A 
INIT SPD LUC TT IR DUR WT DR 
16 3 60 12 120 66 13 98 


Skills: Blades 60, Fray 60, Free Fall 50, Freerunning 80, Investigation 50, Perception 
60, Unarmed Combat 70 

Implants: Basic Biomods, Basic M esh Inserts, Claws, Cortical Stack, Direction Sense, 
Enhanced Vision, Long-Term Life Support, Low Pressure Tolerance, Oxygen R eserve, 
Prehensile Feet, Radiation Sense, Temperature Tolerance (Cryonic), Wings, Adrenal 
Boost, Carapace Armor, Chameleon Skin, Endocrine Control, Enhanced H earing, 
Enhanced Smell, Enhanced Vision, Grip Pads, Hardened Skeleton, M edichines, 
Muscle Augmentation, Neurachem (Rating 2), Oxygen Reserve, Poison Gland, 
Prehensile Tail, Respirocytes, Toxin Filters, Hibernation 

Notes: Flight (Movement Rate 8/40), Nonmammalian Biochemistry trait, M ental 
Disorder x2 

Attacks: Claws 1d10+5 DV AP -1 

Armor: 11/11 
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43; Lamia pod 


Tags: [morphs], [pod] 


Lamia (Pod) 


Another Fortean creation, The Lamia pod is less transgenic and rather a clever use of 
cybernetics. The lower body, where most of the legs would be, is replaced by a long, 
cybernetic tail shielded in synthetic scales. The tail not only touches the ground, but 
has enough length to coil around slightly and act as a prehensile limb. This means that 
generally, the Pod is only about the height of an average transhuman. They are also 
armed with several snake-like features, like the enhanced sense of smell and taste, the 
ability to see into IR, and a poison gland located in the mouth. The hands and snake 
tail are also covered in grip pad material, giving them a great natural ability to climb 
and slide up and down objects. Lamias are also equipped with digging claws to 
burrow if they so desire. Additionally, there are more cosmetic alterations, such as the 
ability to dislocate the jaw, and powerful digestion nanotech which allows them to 
consume animals whole. Variants of the Lamia both with and without butts exist. 


Implants: Basic Biomods, Basic Mesh Inserts, Bioweave Armor (Heavy), Cortical 
Stack, Cyberbrain, Digging Claws, Enhanced Smell, Enhanced Vision, Grip 
Pads, Lateral Line, Mnemonic Augmentation, M uscle Augmentation, Poison Gland 
(BT X 2), Prehensile T ail, Puppet Sock 

M ovement Rate: 4/16 (Snake) 

Aptitude M aximum: 30 

Durability: 35 

W ound Threshold: 7 

Advantages: +10 SOM (w/ M uscle Augmentation), +5 COO, +10 Climbing, Limber 
(1) traits, Striking Looks (1) trait 

N otes: Social Stigma (Pod) 

CP Cost: 40 

Credit Cost: Expensive (40,000+) 


(Another concept which has been through several iterations on the internet, this being 
my own take. Like others, this was an early design | went through several internal 
variations on. | wanted this less for the mythological theme, and more just because | 
wanted to do something interesting with the Snake mobility. From there, it was easy 
to think about some classically snake-y features which could be incorporated into a 
morph. The climbing/digging, COO bonus and sensory augs make a Lamia a viable 
stealth morph (combine with Chameleon Skin for more fun), but the Muscle 
Augmentation and Poison Gland make it more combat focused, including with an 
unarmed weapon — so there's some variation of utility. The butts comment harkens 
back to an old internet discussion about the merits of various snakemen and 
snakewomen.) 
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44° Brand Name Weapons v4 - Ultimate Security 


Tags: [brand name weapons], [weapons] 


Ultimate Security Agneyastra Seeker Rifle: 


One of the first proprietary weapon systems of Ultimate Security (now just "the 
Ultimates"), this is a high-power and rapid fire Seeker weapon to deliver damaging 
payloads of a variety was originally envisioned to fight armored vehicles and drones, 
but became useful against TITAN warbots and Exhuman invaders, and so is 
commonly seen in the hands of Rajput and Purifiers. The Agneyastra only fires 
M inimissiles, but has an expanded magazine and multi-fire capacity. It's also made 
balanced to be used in multiple environments. It is commonly used with HEAP, 
Plasmaburst or Thermobaric seekers. [H igh] 


SA/BF Ammo 9 


Ultimate Security Indraastra Railgun Automatic Rifle: 


The Indraastra is a rifle designed after the Fall specifically for use by Ultimates 
advanced forces deployed to Exoplanets and other high security sites, such as against 
rogue TITAN tech. The Indraastra is a powerful, railgun rifle with enhanced range 
and ammo capacity designed to deliver high armor penetration and kinetic impact to 
armored targets. These weapons aren't friendly to non-humanoid morphs, and tend to 
be complex to repair but fairly reliable. On needs skill to fix, but it should function 
for long periods in the field. Increase maximum range on this weapon by 20%. [High] 


AP -9 2d10+10 DV SA/BF/FA Ammo 36 


Ultimate Security Vajra Plasma Rifle: 


Another tool common to the Purifiers among the Ultimates based around the Pandora 
Gates, the Vajra is a powerful model which pushes the capabilities of a Plasma Rifle 
with cutting edge magnetic focused systems. This gives it a slightly better range and 
kinetic force when fired. The Vajra also has cutting edge heat sinks, meaning it can be 
fired in Vacuum for an additional round before needing to cool. Vajras also come 
equipped with Nuclear Batteries at all times to build back up power at all times. This 
also makes them maintenance heavy and complex to repair. Increase maximum range 
on this weapon by 10%. [Expensive (M inimum 30,000)] 


AP -8 3d10+22 DV SA Ammo 10 
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45; Agora server 


Tags: [Firewall], [plot hooks], [servers] 


Agora Server 

M ission: M onitor/Analysis 
Target: Society/Economics 

M ission-focused 

Territory: 300,000-1,500,000 
12 Proxies 

W ell-Equipped (HR) 

Rich (M R) 

Pragmatic 

Very Structuralist 

Backup N eutral 

H ands-off Proxies 

Close Ties to another Agency 


“Agora” is a small, economics focused Server operated on Progress in Mars Orbit, 
focuses on long term monitoring of the Planetary Consortium and their economics. 
While many in Firewall may not approve of the PC, it is generally accepted that it’s 
sudden collapse could be very harmful to stability in the Solar System. So Agora 
tracks economic climate at the Consortium HQ, and runs many long-term projections 
on economic stability — occasionally recommending operations Firewall might 
undergo or back to keep things static. Agora proxies are fairly evenly split between 
Firewall’s roles (except Erasers), many of whom are also also are embedded in several 
other agencies or groups inside the Consortium. To emphasize their neutrality as an 
economic analysis and tallying group, the various proxies of Agora tend to be hands- 
off, and feature pragmatic, structuralist leanings due to their association with classical 
business and government. While not excessively funded, it’s members have access to 
significant physical resources through personal efforts, and can keep their limited 
number of Sentinels well equipped. 


(This server and all other Firewall servers | may post generated via this random 


generator — http://pastebin.com/fZ G 3G X eN ) 
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46: Horizon's First 


Tags: [groups], [organizations], [plot hooks], [threats] 


Horizon's First 


Posted by: N ephelae, Sentinel 


At first brush, Horizon's First is a simple Brinker group who have mixed survivalist 
memes with an unusual religious or spiritual focus. A couple years after the Fall, they 
laid claim to 10199 Chariklo, the largest centaur body which lies in-between the 
orbits of Saturn and Uranus, and is unusual for a minor planet in that it has rings. 
There they set up a titular settlement, Horizon's First. However, a comprehensive 
analysis of their activities over the M esh, and observed remotely by their "neighbors" 
in the Uranian and Saturnian neighborhoods starts telling a different story. On its 
surface their belief system as laid out by their leader "The Ascending M aster", seems 
like an odd kitbash of "New Age" beliefs mixed with an extreme cherry-pick of the 
Baha'i faith's principles like unity of religion and humanity, with a pinch of 
X enodeism on top. And while not widely publicized, in certain circles their leader is 
known to have a bit of a "shopping list" which could be worrisome to Firewall. 
Combined with a deep dive of their ethos and the fact that H orizon's First is actively 
interested in not just recruiting, but developing new egos (i/e children) means they 
should be considered a possibly expanding threat. 


ORIGINSAND BACKGROUND 


The core beliefs of Horizon's First are laid out in the Ascending M aster's seminal 
work The First Over The Horizon. \n it, the M aster gives the account that while 
fleeing the Fall on Earth, he had a cosmic revelation while traveling with some 
Brinkers. His "limited" mind wasn't capable of fully understanding this insight, but he 
knew it was his mission to communicate it to the best of his ability. The result is a 
very esoteric, stream of consciousness work written while he was travelling very far 
out-system. Parts of it are confusing, nonsensical, or appear contradictory, but are at 
least all in the same theme. 


Roughly, the text communicates that he had a burst of insight from "cosmic energy" 
that flowed through him, revealing underlying truths of the universe. The "cosmic 
energy" that binds and flows in all creation spawned vast alien intellect(s) likened 
unto God, and from them all sapient life in the universe originates. When such life 
collectively reaches a point of metaphysical or spiritual purity or perfection, they 
ascend from their physical forms to achieve oneness with the cosmic godhead. Armed 
with this knowledge (among other beliefs) he took the alias "Ascending M aster" and 
began to disseminate his work among communities as his ship passed, gaining a few 
new followers here and there. Eventually he realized he would need a home base to 
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continue development of his theology and philosophy, and with his first batch of 
followers he was able to take hold of the claim on Chariklo. 


The early years of the "faith" were fairly uneventful, which is probably why nobody 
was taking notice of them. As a group, Horizon's First set up on Chariklo and began 
trading some of the valuable materials extracted from the D-type body, mostly for 
basic hab supplies and for a decent stockpile of armaments to protect themselves — 
this is how they got their reputation as "survivalists". They also traded a lot of 
obscure or specific academic or scientific knowledge in this time, or offered a place for 
other Brinkers and Out'sters to come study academic works which some habs didn't 
always have time or effort for. It was at this time that The First Over The Horizon 
was formally published on the M esh, which attracted small handfuls of X enodeists or 
New Age Spiritualists in the neighborhood. The cult grew to a couple hundred 
adherents in this time, but generally people didn't take them seriously, saying the First 
was a "bad petal trip". 


This is where things start getting weirder. First, the Ascending M aster publishes his 
second work, which is much more solidly written and is less about "cosmic truth" and 
more about daily practices of the cult. Called Attuning The Aura To the Cosmic 
Essence, this second work reads somewhere between self-help book and Singularity 
Seeker manifesto. It talks a lot about "expanding the mind" and "cleansing the spirit" 
and about how to "let the cosmic energy flow through you". How one does this 
involves a lot of meditation in time accelerated simulspace, tripping on linkstate, and 
experimental neural enhancers. Then, data about Cognite's FUTURA project (thanks, 
corporate moon parents) and the Pandora Gates goes public. It's not well recorded, 
but apparently the AM had made some broad predictions which could be interpreted 
as being fulfilled by this information. Combined with his release of a more relatable 
work, the cult gains following in the neighborhood and even in other regions in the 
solar system, roughly doubling the size of the group to several hundred. 


A few years ago, AM published his next two books, one forming the third of his 
scriptures. That one is The Coming of the Ultraviolet Children, which outlines a 
concept of "Ultraviolet Children". It becomes the mission of H orizon's First to locate 
these children and make sure they have a healthy spiritual upbringing so they may 
enhance humanity's spiritual perfection — and also to generate as many "ultraviolet" 
children as possible. The second work, The Fall and the Age of Aquarius is much 
more akin to a political or philosophical work than a scriptural one. It outlines how 
the era of the Fall marked the transition to the "Age of Aquarius" and that freedom, 
technology and enlightenment should spread "unbound" throughout the cosmos — but 
his ideas on what this "unlimited" spread means sounds a bit more like Exhumanism 
than Autonomism. This is also when people nearby start getting concerned about 
H orizon's First. Instead of trading, they start raiding, sending fast ships on attacks 
against even well-hidden enclaves. Scarier is not that they take resources and kill the 
people — but that they apparently capture children or other young egos and take them 
back to their hab. 


From this point on, Horizon's First are implicated in shadier and shadier business 
from hereout. Agents are caught trying to break quarantine on lapetus and Pathfinder. 
False identities crafted by the group are thrown off of Chat Noir — and based on the 
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Fissure Gate's laxer screening some more probably were able to go through the Gate. 
Other members have been tagged meeting with Exhuman agents in the fringe, trading 
their stolen supplies for xenotech samples or TITAN relics. Titanian intelligence 
pinged they even seem to have built some kind of signals receiver or SIGINT array 
into Chariklo which is purportedly bigger than their habitation space. I've even heard 
some talk Horizon's First members have asked about Sibyls. All the while, most 
"knowledgeable" people dismiss the group as some spiritualist nonsense, but AM 's 
works have spread throughout the solar system, and he still gets new converts. Rough 
estimates have H orizon's First as holding over 2,000 people in morphs. And room for 
plenty more. 


And these people are not a joke. | was visiting Gerlach for some other Firewall 
business, and was approached by a couple of guys from the group. They hit me with a 
drug which temporarily blocked my Psi abilities. They must not have known | was a 
literal surgeon though, and neither of them had morphs loaded for combat. Picking 
through the stacks, Firewall says they were little more than suicide forks, sent on 
esoteric missions to "find lost children". 


BELIEFS 


As noted above, the core belief outlined in The First Over The Horizon is that the 
universe was created by a burst of "cosmic energy" from a place even outside this 
universe, and that confluences of it generated an ultimate cosmic being or beings (the 
work moves back and forth on plural or singular beings) of pure thought who are 
akin to what we interpret as "God". From this source, all sentient life in the universe 
Originates. All representation of God or Gods are seen as our reflection of knowledge 
of the cosmic god, and thus are all one in the same, as are all religions — an ideal 
cribbed from Baha'i. Out religions and gods appear different because we were not as 
Spiritually evolved as a species as to have the "pure" cosmic knowledge yet. The work 
explains the Fermi Paradox by saying that all species who ultimately achieve a 
metaphysical perfection ascend to become one with the cosmic God — leaving only 
their ruins behind. Those who fail to ascend are destroyed by natural forces of the 
universe — entropy, evolution, etc. Later editions of The First even cite the Iktomi and 
ruins of M oravec as examples. The work concludes that transhumans must study and 
harness the cosmic energy, and spread the ideals of spiritual purity to all members of 
the species so we might ascend. 


The second work, Attuning The Aura To the Cosmic Essence is a much more practical 
manual of how to actually accomplish these sweeping goals. It posits that humanity 
entered the period in which they can ascend, as seen by the TITANS, our "children". 
The TITANS were able to surpass transhuman understanding of the cosmos and elect 
to ascend — their attempts to include us their creators in this endeavor explains the 
mass uploading. H owever, transhuman minds were still "too weak" to appreciate this 
revelation, causing the chaos and failure of the Fall and the TITANs to finish their 
ascension and leave transhumanity behind. The work then posits that transhumanity 
must overcome their weakness and expand their minds so they can focus their minds, 
and harness cosmic energy and obtain "great revelations" about the understanding of 
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the universe, before finally ascending to join the Cosmic Unity. How one accomplishes 
this is done through a multitude of paths, the simplest is to study 7/he First, and then 
moves on to spending high amounts of subjective time to accelerate enlightenment, or 
share XP and other data from other transhumans to " crowdsource" new revelations — 
but it ends with concepts of psychosurgery, memory and behavioral editing, 
nootropics all the way to experimental cognitive enhancements and mind states which 
are borderline Exhuman. This work also discusses the concept of "Akashic Records", 
that ascendant civilizations will have left metaphysical repositories of their knowledge 
and insight, and that accessing these will speed transhumanity on their path to 
ascension. Of course, Attuning also counts TITANS as "ascended" meaning that their 
relics should be sought after also. 


The last key scripture, 7he Coming of the U/traviolet Children outlines a new concept 
which is vital to enlightenment. This is that children will appear in transhumanity, 
since we are so close to ascension, who are gifted with high concentrations of the 
cosmic energy. These children will be gifted and stand apart from their fellows, and it 
is vital to raise them to speed their enlightenment, so they might guide the rest of us 
with them. It says these children will be able to wield cosmic energy and make things 
which seem impossible happen, and if they have the proper will can defy our 
understanding of physics. It in a less broad sense, the work also states the group 
H orizon's First must both actively locate "Ultraviolet" children, but also do their best 
to cultivate their own — using techniques outlined in A ttun/ng to ensure they begin life 
with elevated levels of cosmic energy. 


The Fall and the Age of Aquarius is much less esoteric and spiritual, and more 
political. It states that in the Ascending M aster's opinion, Transhumanity entered the 
"Age of Aquarius" around the period of the Fall, signaling a transition in the cosmic 
energy around our solar system and species, stating that as the age culminates we shall 
achieve "spiritual perfection". How this is done is by spreading ideals of perseverance, 
freedom, technology, democracy, etc, in accordance with historical spiritual 
symbolism. H owever, a critical analysis of this work shows that this "spread" of these 
ideals is much more self-serving than it would appear. Concepts like freedom and 
perseverance are vaguely defined and then encouraged to be against persecution and 
"arbitrary" limitations society puts on itself which stand in the face of ascendant 
practices. The kinds of technology encouraged not only increase health and longevity, 
but befit the practices of improvement outlined in their spiritual works. The ideal of 
democracy naturally assumes the majority of people will desire enlightenment and 
spiritual health. 


Ultimately, it's no surprise that both this faith is small, but that it has had a steady 
influx of converts. Recontextualizing the Fall as a failed "enlightenment" may help 
people rationalize the tragedy, and "cosmic unity" suggest some ultimate goal to life 
which could be "listless" for an otherwise immortal person. Later works contain 
information and guidance to improve as a person and become "more enlightened", 
and encourage the development and raising of children — something people think 
about but rarely do in our current era. 
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OPERATIONS 


The settlement also titled "H orizon's First" is the group's primary center of operation. 
It's a beehive dug into Chariklo, and the group mostly uses the resources gathered by 
clearing out living space to supply themselves. The minor planet has enough mass to 
hold many more than the 2,000+ currently living there, which means the cult also 
tends to offer decent living space. Comfortable living is important to mental health, 
after all. No clear intel exists on what H orizon's First is like inside, visitors are limited 
and tend to be stuck in "public areas". Horizon's First seems to operate a bit like a 
M utualist enclave or Scum swarm, they'll spend and take cash for certain things, but 
internally operate on something resembling collectivist democracy. Some of the 
members even have respectable rep on RNA or @-List. Of course, since all "citizens" 
are adherents to the faith of Horizon's First, they "vote" in line with the spiritual 
works and authority of the Ascending M aster. 


Sensors and some observant Brinkers who stopped in can make some guesses 
however. Upper levels seem consistent with habitation, and seem to expand outward 
from the central dock as they need more space. H ere the members of the group live, 
eat and perform the practices of spiritual cleansing and focus. M ore " metaphysically 
pure" members gain access to additional amenities, including better food, better 
augments, private simulspaces and "companionship" in the form of pods. Otherwise, 
the lifestyle is pretty ascetic. While they don't discard physical pleasures or enjoyment, 
the faith encourages they take second-place to mental enjoyments. Deeper is the 
standard infrastructure, power, life support, all that. But even deeper in the planetoid 
are the real works. Storage and manufacturing facilities, mini-labs working on 
simulspaces and neural enhancements, and personal "meditation space" for the 
Ascending M aster. M ercantile Brinkers who have visited guess that the H orizon's First 
group are gathering organic compounds from the body to be ready to grow a large 
number of morphs. 


The outsides of the centaur are also crawling with weapon emplacements. Their exact 
number and strength, however, isn't nailed down. Some estimates state that a good 
defensive collective, brinker posse or pirate band could slug it out with them — others 
say there's enough firepower to take on a Jovian carrier group. 


Also of note on Chariklo is the large antenna array they've built into the surface, 
which has more surface area than their hab does. At first, it seemed like some kind of 
spying or other SIGINT rig, but based on the ideas laid out in their works and the 
consistent behavior of the group — it seems more likely Horizon's First is running their 
own SETI program, hunting for alien or TITAN data transmissions. Theorists in 
Firewall even say they may be hunting the Solar System for "Bracewell probes", a 
concept of using autonomous drones for long range, long term communications with 
other species. Given the nature of Horizon's First, we should hope they don't find 
anything like this, they'd almost assuredly access it immediately and try and plug their 
brains into it. 


Operations off Horizon's First itself are just as concerning, and frankly, just as 
unexplored. Without access to their local networks, it's hard to tell exactly who are 
members coming and going — and the cult's leadership has gotten smarter in the last 
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couple years, contracting out Brinkers and even Exhumans to make acquisitions for 
them. Even so, Firewall has been able to scope out a couple major and consistent 
areas of interest to the group, which their members are known to leave the hab for. 


First is the standard recruitment and dissemination of their teachings. This is pretty 
simple for them, but low key. AM 's works are circulated on the mesh every once and 
awhile, and given a large enough readership, always manage to snag at least one or 
two interested parties. M embers also go out and "preach" ideals as well as offer more 
concrete technical assistance (usually with Simulspace or implant tech). I've been 
hearing they've been managing to snag small batches of former indentures or infugees 
out of Long Haul for a few years, even if the local Anarchists disapprove. Suppressing 
the works would be hard, as the Argonauts and Titanians have both archived them 
for "cultural purposes". 


The next largest operation we can see is their efforts to develop new technologies to 
enhance simulspace time-dilation and transhuman cognition, closely matched with 
their search for "Akashic Records". This research is much more diverse. Horizon's 
First directly or indirectly makes a regular battery of inquiries into xenoarchaeology, 
cognitive enhancement and computer science across the solar system. We're not sure 
how much they get back out of this through conventional methods, but there are a lot 
of groups who mesh with them on this front, especially since The Fall and the Age of 
Aquarius champions open source technology and technoprogressivism — in its own 
way. And, less obviously, Horizon's First occasionally sells some of their tech and 
services to raise capital to fund efforts to more directly obtain technology, including 
some limited TITAN and alien tech samples. Best guess, they haven't gotten anything 
big enough to be real useful or dangerous, but it might have given them an edge on 
some new developments. Some of their black market contacts have made waves at 
acquiring child Egos, too. 


M ore recently, reports from very personal circles has it that H orizon's First has gotten 
very interested in Psi phenomena and asyncs. Parapsychology and quantum mysticism 
was always referenced in the group's beliefs, but it's only been a couple of years since 
they've been making overt moves. In addition to gathering together just about all 
legitimate public data on Psi theories, they've also made aggressive moves to buy up 
some relics of Cognite's FUTURA project. This includes the original geneline for the 
Futura morph, samples of the ALET simulspace programs the project used, even some 
of the original creche servers. Their use of Psi-Inhibitor drugs means they've probably 
actually garnered some knowledge in these departments. Rumors of capturing or 
recruiting Asyncs persist in the right networks. It's unknown if they've drawn a 
connection between Psi and the exsurgent virus — but they aren't actively looking for 
TITAN nanoplagues. As far as we know. 


There's also something we haven't confirmed yet, but it seems like AM is eating his 
enlightenment wheaties, and has had another burst of insight. This has led to a big 
push in the group very recently into data forecasting and predictions. Data sniffing 
has them grabbing up every bit of data they can find on prediction or forecasting 
systems, from Titan's Orchestra to economic Al used by the Planetary Consortium. 
There's also whisperings in the deep mesh that people working with or for Horizon's 
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First have started asking questions about something(s) called "Sibyl", but that's 
outside of my nominal clearance or expertise. 


CONCLUSIONS& FINAL THOUGHTS 


These guys are bad news in a lot of ways. Their ethos is nonsense, and they may never 
accomplish anything, but if they actually get a hold of some serious tech or artifacts, 
this situation could go fractal at any moment. 


M y best guess from looking at it, the Ascending M aster is an Async. He got WML 
during the Fall and its stages provided his "cosmic insight". Other members of the 
senior leadership may also be Asyncs. That's if we're lucky, and he didn't catch a 
more insidious hack driving him to collect TITAN artifacts. M ore concerning is their 
militant aspects. They're armed, and aren't afraid to attack others for resources 
(including children). Supposedly, Transhumanity can only properly ascend when we 
all achieve that spiritual purity collectively. This means ultimately everyone will have 
to be converted or killed off for Cosmic Unity to happen. 


Obviously, they can't do that with a couple thousand. But give them more time to 
develop their enhancement schemes, or start producing new generations of Horizon's 
First members in accelerated learning, and their numbers could balloon pretty quick. 
If they get Extrasolar, this could become a situation like we think we're seeing with 
Rorty. Worse, | think, is if they actually get some novel augmentations going, and 
they get more acceptance in the system. That'll be a lot harder to cap than a hostile 
takeover. 


They're also clearly interested in the Lost. All these inquiries about FUTURA, and the 
fact that many qualities exhibited by my (spiritual) brothers and sisters fit the 
description of "Ultraviolet Children". Being revered as spiritual leaders and guides 
would play to a lot of Lost too, which could subvert or alter the course of the 
Organization — and not for the better. The sudden interest in forecasting spooks me 
too. If they get some legs, and use that to enhance their other research, they'll be small 
but faster moving than us. 


| recommend to any Proxy who reads this report working in this area of operations to 
start actively recruiting assets to try and get a better picture of these guys and what 
they're doing. 


PEOPLE 


e The Ascending M aster, real name believed to be Andre Villeneuve. A french 
national, he went to school in the US, probably on the west coast. Apparently 
funding for his education fell through, forcing him to make a living in cheap 
cons, usually involving motivational speaking or self-help. He escaped the Fall 
with a small cadre of Survivalists who apparently organized the takeover of an 
evac transport, and set course for the brink. His revelatory experience and 
philosophical musings are well chronicled, and he thinks of himself as a 
spiritualist guide and an author. He spends a small amount of his " physical" 
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time in introspective meditation, but much more subjective time due to 
simulspace acceleration. The rest of his time is mostly spent managing the day- 
to-day functions of the hab, directing their research and inquiries or in private 
experimentation. He's reported to have 13 "Spiritual Consorts" who live with 
him in a quite spacious apartment in the bowels of H orizon's First. 


e Aquaria Prismarine, real name unknown. An original generation follower, and 
AM 's first "spiritual consort". She was reportedly rendered infertile either by a 
transhuman bioweapon, or a TITAN nanoplague in the time around the Fall. 
This explains her deep attachment and connection to the cult as their Sage of 
Wellness and Learning. Aquaria oversees both the group's mundane 
medical/augmentation research, and their more esoteric practices such as faith 
or crystal healing — which are reportedly enhanced with nanotech to actually be 
more effective. She also is in charge of the oversight and educational planning 
for all children in the domain of H orizon's First. 


e Alexandrite Serpentarius is the "Sage of Personal Defense" and AM's 13th 
Spiritual Consort. She oversees the personal protection of AM when he appears 
before visitors, and in general seems to be his enforcer in the habitat, carrying 
out his personal orders to maintain "security" in the beehive. She also helps 
train agents in personal combat. Behavioral analysis indicates that Alexandrite is 
probably an Async, most likely a member of the Lost Generation recruited by 
AM. 


e Kramp is a young up-and-comer in the group, leader of a small subset known as 
the Factoria/s. The Factorials believe that the Factors, as representatives of an 
alien conglomerate and due to their unique biology, are the key to rapid 
advancement toward enlightenment. They state that Horizon's first should 
actively pursue technology trade with the Factors. This is a minority view, as 
most regard the Factors as "failure species" due to their words to avoid Gates 
and Al. While unpopular, Factorials are allowed to exist due to AM's 
commitment to the concept of "democracy". 


e Sattva, reportedly AM 's eldest child with one of his Spiritual Consorts. While 
their morph appears aged around 8 or 9, it is believed their Ego may have 
reached a subjective experience of upward of 15 years. Sattva is a " confirmed" 
Ultraviolet Child, though it is unknown if this means she is an Async like AM is 
theorized to be. Sattva is the center of another internal movement known as the 
neoteny or paedocracy movement — which pushes that if Ultraviolet Children 
are key spiritual guides, then they should begin to shape the future and goals of 
H orizon's First. So far, these theorists have been internally suppressed by AM 's 
inner circle. 


PLOT HOOKS 


e Horizon's First has recently imploded, probably after interference from an 
outside body like Firewall. This has scattered their membership to the winds, 
but now means they have an angry body of militant singularity seekers armed 
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with experimental cognitive enhancements out in the system, hunting for more 
alien or TITAN artifacts. And they'll be much harder to stop when spread out 
so much. 


H orizon's First and the Ascending M aster have actually obtained some of the 
creche servers from Cognite's Futura project. Now he plans on running his own 
version of the project, but using advances in morphs and time dilation 
technology. If this plan is successful, the cult could have an army of tens of 
thousands in a few short years, sweeping through the O uter Fringe 


H orizon's First has managed to ally with or capture a Sibyl Al, and used their 
massive forecasting power to locate an Akashic Record (actually a Bracewell 
Probe). While incapable of acting on it, if the Sibyl is exposed to it, it could bea 
huge calamity for the solar system. Alternatively, if the Titanians are in 
possession of the probe, this could lead to huge public scandal on the subject. 


The Factorials have actually managed to arrange a meeting with a Factor or one 
of their transhuman agents, with intent to trade for advanced technology 
samples. But, in addition to groups like Firewall wanting to subvert this, 
particularly aggressive members of the paedocracy see the factorials as heretics 
and seek to stop their efforts. 


H orizon's First is but one cell in a number of Singularity Seeker groups whose 
leaders are contaminated by the Stockholm virus, forming an ever growing 
network of TITAN servitors who will ultimately come together for some goal, 
the details of which are highly inscrutable to the "unenlightened" . 
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47: Rust Duster 


Tags: [Survival gear] 


While a major slice of the population on M ars (particularly in the Outback) is drawn 
from Asia and North Africa — there's a certain aesthetic to frontier living which has 
permeated popular culture, not hurt by the media machine of Elysium or influence 
from the large North American population in the New Pittsburgh neighborhood of 
V alles-N ew Shanghai. This is the style of the classical "Western" of twencen films and 
TV. And, given some parallels, it's easy to see why a definitive genre grasps the minds 
of local M artians. Some of these considerations are as much practical as aesthetic, 
however. Smart Clothing (p. 325 EP) is nigh universal in many habitats for its 
versatility and limited protections from temperatures, but is not quite so inexpensive 
as to bein the hands of literally everyone, especially in far flung corners of M ars away 
from retail stores. Cold Weather Gear (p. 167 Sunward) is a good alternative for 
many Martian morphs, but is intrinsically suited for Martian mountains and 
highlands, and in general is suited for those with a focus on working in extremes of 
temperatures. For those who live in the plains and lowlands, the Nomads of mars 
have their own variation. 


Rust Duster: Variant on Co/d Weather Gear, this outfit looks like a hybrid between a 
long coat and a rain poncho, and usually comes with a hood, mask or other face- 
covering. Both the way the coat is designed and the material it is made of is intended 
to protect the wearer from the dust and dirt common on M ars — both blown in storms 
and which can be kicked up by everyday movement. It also protects for temperatures 
as low as -40 C, though this is not its primary purpose. Equipped with some sturdy 
gloves and boots, protective eyewear and a breather backpack, even non-adaptive 
morphs in a Duster can brave common conditions on M ars — though not up in the 
highlands. The material is also fairly heavy and dense, offering an Armor Value of 2/4 
[Trivial] 
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48: Ute 


Tags: [groundcraft], [vehicles] 


Ute: also known as “Utility Vehicle”. This four-wheeled car features big tires and a 
rugged self-adjusting suspension and all-wheel drive for maximum handling and 
utility on rough terrain. This vehicle is most common on M ars and certain Exoplanet 
colonies, but has variants which are used in other areas. It operates off a nuclear 
battery for an indefinite operating time. It has an enclosed cab, but not pressurized. 
The primary selling point of these is the large cargo bed in the back, which offers a 
high amount of utility between models and designs. Some are just flat beds, while 
others feature interior or exterior storage containers and other systems, such as 
seating for passengers. Some models feature netting or other soft covers to protect the 
materials in the back. Comes equipped with H eadlights, Radio Booster, vehicle radar 
and H eavy Bumper normally. [Expensive] 


Redneck Technical variant: 


A common sight in the backwoods regions of Mars, the “Technical” version of the 
Ute features additional armor plating, bulletproof tires, a boosted engine and a 
turreted weapon mount placed in the back, though that usually restricts the amount of 
passengers which can be hauled. These are common among Barsoomian groups, rural 
police forces and scouts or security vehicles for Nomad tribes. Typically, they are 
armed with a Heavy Machine Gun mount, but some of them have even heavier 
weapons like seekers. They add Heavy Armor, Articulated Weapon Mount and 
Ablative Patches. [Expensive (30,000 +)] 


Snowcrawler variant: 


A version of the Ute vehicle for colder planets such as Titan, or other Exoplanets. The 
primary alterations are that the wheels are replaced with a highly flexible track 
system. This dramatically decreases the max speed of the vehicle, but gives it much 
better traction and maneuverability on icy surfaces. The Snowcrawler also has a 
pressurized, enlarged cab which is heated and has other life support functions, and has 
a T-Ray emitter to help see. H olds 50 hours of Air. [Expensive] 
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M ovement 


Name Capacity | Handling bat Max Speed | AV | DUR | W 
2 (more 
Ute as cargo) +0 8/32 | 40/100/120 | 26/30 200 40 
Redneck 
Technical 3 +0 8/40 | 40/100/120 | 42/48 200 40 
Snowcrawler 3 +10 4/16 60 26/30 200 40 
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49: Indra 


Tags: [exoplanets], [locations], [plot hooks] 


Indra 

T ype: Terrestrial (M artian) 

Primary Star: G4V 

Gravity: .87 g 

Diameter: 11348 km 

Atmospheric Pressure: 1.03 atm 
Atmospheric Composition: 40% Methane, 40% CO2, 16% Hydrogen, trace other 
elements 

Surface Temperature (M ean): -3 C 

Day Length: 23.27 hours 

Orbital Period: 489 Days 

Satellites: 4 

Gate Access: Pandora Gate 

N otes: Archaeological Traces, Alien Artifact 


To some, Indra is one of the most horrific and terrifying Exoplanets ever discovered. 
While TITAN remnants, environmental disasters, and the fact that it seems like there 
are no living extraterrestrial civilizations connected to the Gates, are their own kind of 
fear, Indra offers its own unique brand of cold, calculating terror. At first, it seems 
like no unusual planet — a young M artian world outside of the habitable zone, which 
has enough geological activity to continue stimulating a carbon cycle, giving it a 
relatively thick atmosphere which even retains liquid water around the equator. It's 
believed that this cycle has continued for such a relative long time is due to tidal 
activity of Indra's four small moons, but researchers quickly determined it's much 
more likely to do with the abnormally high number of deep impact craters on Indra's 
surface. This is when researchers were in for a huge shock. A survey by experts in 
colonization found that wherever was considered statistically appropriate to place a 
colony on the surface of Indra, there was a crater. A survey was done of the crater the 
Indra Gate was found in, revealing traces of alien civilization buried under the impact 
site. Exploratory missions found similar traces in the nearest craters. Then TAU 
simulations modeled the events necessary to form such craters, and came up with the 
most likely conclusion that it was formed by a kinetic bombardment from orbit, such 
as with a heavy metal rod. These generated destructive forces in excess of " city- 
buster" strategic nuclear weapons. While it hasn't been completely proven, it's 
believed that all of Indra's unusual crater sites contain traces of an alien civilization 
which were bombed from orbit with a kinetic strike weapon. There are no other 
archaeological traces in the system, and the Gate's position seems to indicate the gate 
locale was struck also, though the Gate itself was not completely destroyed or was 
otherwise able to self-repair. The sheer destructive force involved renders most dating 
moot, though the best guess is from 500,000 to over a few million years ago based on 
geologic strata. No organic remains have been found at this time, and structural 
remnants seem very simplistic, lots of worked stone though some worked metals have 
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been recovered. Lots of questions remain, of course, since Indra has no biosphere to 
speak of it's incredibly unlikely the population was native, but most carbon-based 
biology wouldn't have got along well on the surface of Indra either. It's possible that 
relatively fragile environment domes were placed over these simplistic cities and have 
since been completely eliminated. Certain elements of Titan Autonomous University 
are eager to begin extensive archaeological surveys and digs of the planet, but 
Gatekeeper corporation and Titanian Fleet Intelligence are much more conservative. 
There are very real concerns that any species advanced enough to wipe out all 
civilization on a planet may have further countermeasures or even detection methods 
in the system which a large-scale operation could run afoul of. Rumors even abound 
that telescopes have picked up inert objects in orbit which could be artificial satellites. 


Excerpt from an Interview with Calixte Traverse former TAU researcher and 
Gatekeeper contractor — Recorded on Phelan's R ecourse 


"Ah, such is the life of an exile... Oh, you're wondering why I'm expatriated? W ell, 
it's a funny story, [humorless laugh]. See, the Commonwealth is so transparent that if 
| or and of the others from the Indra team actually return home, we'll be legally 
required to disclose lots of information about the planet Intel or Gatekeeper would 
rather keep quiet. N ot to mention that if we ‘officially’ return, our employers or home 
institutions have to disclose what we were doing and file our reports — or admit they 
lost them. And in the Plurality, there's always some nosy prick who asks these sorts of 
questions, so just keeping quiet would probably run into some legal tangle which 
would end up with the Commonwealth embarrassing itself. So it's only the remaining 
team members who didn't elect for psychosurgery and some deeply buried servers in 
the Orchestra that know. If you asked the right question, you could probably get the 
report, but that's up to what the Als think is 'need to know’, huh? So, | just stay here 
in the Recourse where | can get the news, make a couple votes so my rep doesn't tank 
to bad, and Gatekeeper can get a hold of me for follow-up questions." 


[pause, sounds of drinking from a flask] 


"Oh, you want to know what we found? So, it's public knowledge Indra was bombed 
back pre-stone age, yeah? Not that we can actually figure out what age the original 
colonists were in, but anyway... there's a lot of public debate in RNA and ExploreN et 
circles as to what form the kinetic bombardment took. The fact that research teams 
are pretty sure they've eyeballed what are otherwise very stealthy satellites has led to 
the most prominent theory that some kind of orbital weapon system was activated, 
like they were a gate-faring colony that went rogue and was razed, or they 
experienced a Fall-type scenario and their own weapon systems turned against them. 
This is the safer answer. | can tell you, since there's no official evidence and nobody 
will believe my drunken ramblings, that this is abjectly false. | know because | was 
part of a global survey team that went farther than any teams have officially gone. We 
were scouting other potential anomalies, and to try and confirm the situation at some 
of the more far-flung craters. So we got deep in the south, where there are some big 
glaciers and we found a region relatively devoid of natural phenomena. In the middle 
of this basin or whatever, there's a big shallow scar, like a canyon but with no flowing 
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water or lava or anything to carve it out. Plus, it was huge. We follow the thing for 
like a day, and come to the end, and find out what caused it." 


[pause, sound of another drink] 


"There's a structure buried in the crust there. Ground penetrating radar says it's 
roughly analogous in shape to something like one of the Commonwealth's destroyers, 
only maybe 3 times the size. Best guess is it's like 1.5 million years old, and it sure as 
hell looks like some kind of spaceship. Only its top most areas were sticking out 
above the ground, you'd never tell what it is from a distance. We examined as much 
of its surface as we could, but couldn't get far. It's made of some very advanced 
composites, it seemed very resilient. Sensors penetrated very poorly and it seemed like 
it was almost completely undamaged, at least on the top side. So yeah, whoever 
fucked up Indra really good did it with fucking huge spaceships. The freakiest thing 
about the Dreadnought — that's what we called it — was that our instruments picked 
up very faint neutrino emissions and magnetic field disruptions around the object. So | 
can tell you, that big girl is not dead, she's just sleeping. That's why nobody tried real 
hard to crack it open, either. If it really is like a destroyer, and it seems like it still has 
some kind of power supply, there's a worry that there might be some kind of 
antimatter containment still left — and a rupture would not be very helpful. But 
somebody will do it. Once it goes public, somebody will knock her open and go 
inside. H ell, they pay me enough | might try." 


[long pause] 


"What | always found most curious about her... the Dreadnought | mean... was that 
to me, the ship always seemed... organic somehow? | mean, that's not my specialty, 
I'm mostly maths, a little geo. But there was something about its design, it's shape. 
How it felt when you touched it. If felt like something alive. That's why I said it 
seemed like it was sleeping... it's the only analogy | can think to use. | wonder if she 
dreams?" 
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50: Vids 


Tags: [culture], [plot hooks] 


A collection of ideas for vids, XP and news programs one might find browsing their 
media feeds. 


100 AF 


Very bioconservative show made in the LLA about the exploits of a small human 
colony attempting to reclaim the Earth 90 years in the future, after a massive war 
where 99% of AGIs and Uplifts died to defeat the TITAN s and retake the Earth. 


GATECRASH ED 


A horror/survival vid series about a team of Gatecrashers stranded away from home, 
being stalked by some hostile entity. They must survive and try to make it back home 
in a variety of alien environments. 


HEART MONITOR 


Vid series about an AGI surgeon assigned to a large M artian city. They are not well 
liked, but are skilled, and must overcome both social issues and medical dilemmas. 


JINGCHA 


Regular XP reality series produced by aggregating XP and sensor feeds from 
contracted police and security forces throughout the Planetary Consortium. Criticized 
in Autonomist circles for "glorifying" state authority or police brutality when 
showing the "choicest" clips of officers making arrests or breaking up protests. 


MARSMINUTE 


Reactionary news XP/vlog show from Mars, with a crew who "attack" trending or 
viral topics and celebrities, often making quick jibes or ill-natured comments. 
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REALITY -EX 


Supposedly a "news" show, this weekly reality show explores conspiracy theories of 
cryptids, wild artificials, parapsychology and possible "TITAN outbreaks" in the 
inner system, often showcasing XP footage submitted by fans. Quality of the XP is 
markedly terrible. 


RELEASE THE KRAKEN 


W eekly X P/vlog hosted by "Preston Crowley", an Octopus uplift from Experia. Show 
cases unusual locales, current events and extreme activities in the Inner System. 
M ysteriously cancelled during the first season, pirated episodes still circulated. 


TRIAD 


Award-winning Crime drama vid series about a up-and-coming member of a local 
Triad gang, and the trials they must overcome in daily life and as a member of 
organized crime. 


(Shout out again to RPPR and Know Evil for "100 AF" and "Release the Kraken", 
the summaries relayed here are less core focused to that campaign, and more broadly 
applicable to a GM who either wants to utilize those ideas for something, or just 
include them as part of a "lore" ) 
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51 Plasma Moth 


Tags: [threats] 


The Plasma M oth is an unfortunate tale of experimentation gone slightly wrong. 
Originally devised by Ringer and Scum genehackers to test the Plasma Sail implant 
(p. 189 Rimward) using strains based on the Hercules M oth genus, the Plasma M oth 
has become a well-known pest or "environmental hazard" in some places, particularly 
in the Outer System. Integrated with the Plasma Sail which is structured partially into 
their wings, and armed with vacuum seals and a variant on Long-T erm Life Support's 
maker nanites, the Plasma M oth is able to exist in hard vacuum for weeks or months 
without taking in new resources. Due to the much smaller size (though a Plasma M oth 
is blown up to the same size as say, a Smart Hawk) the M oth only holds enough 
compressed hydrogen for about a month. 


Normally, this would be a great boon for science, to create a new species which is 
Spaceborne, but this has resulted in some problems. The enhanced antennae of the 
Plasma M oth are sensitive to electromagnetic fields, which helps them maneuver in 
the magnetic fields of planets, but also often attracts them to powered devices. They 
also retain the moth's attraction to light, thought to be a celestial navigation tool. The 
fact that Plasma M oths become pests emerges from this — as the original moths were 
limitedly conditioned to seek water and other deposits to maintain their nutrient and 
integrated 'ware stores. This means that Plasma M oths will often attempt to consume 
water or other volatile deposits, and do actually possess mouthparts — which adults 
will use to consume carbon deposits — unfortunately often being used on ceramic 
fibers of certain micrometeoroid shielding or other Transhuman space structures. 
Certain breeds of the Plasma M oth as also "vampire" Moths, and can consume the 
blood of living beings — something many and unfortunate Ring Flyer or other 
biomorph on vacuum duty has run into. Their larvae also are a nuisance, as they are 
typically born with sufficient nanotech deposits to mature into a Plasma Moth 
(though some are occasionally born "inert", and only metamorphose into a 
particularly large and durable M oth), which they often fuel by consuming either plant 
fibers of an infested hab's life support systems, or if they can get at exposed fiberoptic 
lines. 


While not in burgeoning populations, Plasma M oths are a real space-vermin, and 
cause occasional problems in the Saturnian neighborhood or attached to Scum 
Swarms. They can damage hab or ship infrastructure, and block sensor equipment, or 
even block components of a hab or ship structure, and are large enough to physically 
damage an unprepared transhuman. Due to their incredibly simple minds, they do not 
make great "pets". They have even spread to some outlying asteroid or other 
planetary bodies for resources, where they can assemble sizable "nests". W hile rare in 
the Jovian system, the Republic places a bounty on their destruction — and some 
paranoid commanders feel they are deliberate attack vectors by the Autonomists. 
Groups like Firewall are also concerned that due to their remoteness and relative 
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mobility, should they be tainted by Exsurgent or TITAN technology, they could 
represent a dangerous infection vector. 


Plasma M oth 

T ype: N eogenetic 

N iche: Outer System, some Scum Swarms 
Threat Level: Y ellow 


Numbers: 1-4 
(06 (0 INT REF SAV SOM WIL MOX 
1 20 10 20 1 5 1 N/A 
INT SPD LUC T IR DUR WT DR 
6 1 N/A N/A N/A 15 3 23 


Bite & Scratch: 30 1d10/2, -1 AP 

Fray/Armor: 30, 2/2 

Perception: 20, Vision 40 

M ove: 8/40 Winged 

Skills: Flight 50, Perception 20, Scrounging 50, Unarmed Combat 30 

Ware: Direction Sense, Enhanced Vision, Grip Pads, Long-Term Life Support, 
M edichines, Plasma Sail, Radiation Tolerance, Temperature Tolerance (Cyronic), 
Vacuum Sealing 

Traits: Small Size (-10 to hit) 

Natural Camouflage: When not moving, a Plasma M oth gains a +20 to Infiltration 
when trying to hide in an environment it has been living in for more than a week. 
Stress T est: (1d10/2)-2 SV 


Laser M oth Variant: 40, 2d10 DV, 0 AP, SA, Ammo 25, 30/80/125/230 


Poison Dust Variant: 50, Toxin: Dermal or Inhaled, Onset: 1 Action Turn, Duration: 
3 Action Turns/1 Hour, victims suffer 1d10 DV per action turn (Half with 
M edichines) for 3 action turns, and must make SO M x2 test (+30 with M edichines) or 
be paralyzed for 1 hour. 


Vampire M oth Variant: Vampiric Proboscis 50, inflicts 1d10 DV, half armor applies. 
If not removed (with an opposed Unarmed Combat test) the Vampire M oth will 
continue to drain blood for 1d10+4 Action Turns, dealing 2 DV (no defense) each 
Turn. 


Plasma M oth Larvae 

Type: N eogenetic 

N iche: Outer System, some Scum Swarms 
Threat Level: Y ellow 

N umbers: 2-8 
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(0G (00 INT REF SAV SOM WIL MOX 
1 5 10 5 1 5 1 N/A 

INIT SPD LUC TT IR DUR WT DR 
3 1 N/A N/A N/A 5 1 8 


Fray/Armor: 20, 0/0 

Perception: 20, Vision 40 

M ove: 1/4 Snake 

Skills: Climbing 50, Perception 20, Infiltration 50, Scrounging 50 

Ware: Direction Sense, Enhanced Vision, Grip Pads, Long-Term Life Support, 
M edichines, Radiation Tolerance, Temperature Tolerance (Cyronic), Vacuum Sealing 
Traits: Small Size (-10 to hit) 

Natural Camouflage: When not moving, a Plasma Moth Larvae gains a +20 to 
Infiltration when trying to hide in an environment it has been living in for more than a 
week. 
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52: Viper Sword 


Tags: [blades], [weapons] 


The Wasp Knife (p. 334 EP) is an incredibly useful weapon which is known for its 
nastiness. H olding a cartridge in the handle, and armed with an injection system, the 
knife can pump compressed air or any number of chemical, drug, toxin or even 
nanotech into a target which is successfully damaged. This is very useful or a lot of 
reasons, but for some the knife is not the proper way. For this, use of advanced 
material composites can build long-bladed structures much more like a sword, which 
can be used for more power and skill by specialists. 


Viper Sword: The big brother of the Wasp Knife, the Viper Sword doesn't cause as 
much harm as a Vibroblade or M onofilament Sword, but has one advantage in the 
form of an internal arterial structure. When combined with a triple-cartridge system in 
the base of the weapon, this allows the Viper Sword to be almost instantaneously 
coated in any Toxin, Chemical or Nanotoxin from storage. It can also be used to 
cause damage in pressure differential situations like a Wasp Knife, though this 
requires a stabbing motion rather than a slash to apply. The Viper Sword has a series 
of three canisters which hold three separate doses of a drug or chemical substance. To 
apply the effects, the target must suffer damage. [M oderate] 


AP -1 2d10+2+DB DV 
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53; Revenant pod 


Tags: [morphs], [pod] 


Revenant (Pod) 


For those who have experienced "death", many find it unpleasant in many ways, and 
like to avoid it. Others embrace deathliness. Either way, those people who have to 
deal with death both mentally and with the physical problems (i/e non-functioning 
morphs) often come up with interesting coping mechanisms. The Revenant Pod is one 
of these mechanisms. Designed similar to the survivalist pod, the Jenkin, the Revenant 
has interesting definitions of "survival". Firstly, the only way to properly assemble a 
Revenant is by recycling — skin and even whole limbs from other pods and biomorphs 
are used, giving them an often "patchwork" or pallid look as damaged flesh is 
recovered. Internals such as organs and internal cybernetics are often built from 
recycled materials. However, the real "survival" of the morph comes from its 
enhancements. The skin is made exceptionally hard, and many nerves — especially 
responsible for pain — are deadened. Revenants are almost as bad as synthmorphs at 
noticing serious injures. The armor and tough cybernetic skeleton mean they absorb a 
lot of harm — are not bothered by most poisons, and are protected against vacuum 
and temperature extremes, with cybernetics to supplement the lungs. Emotional 
Dampers keep them calm and focused, in off-putting, in stressful situations, and 
ultimately, the Possum Cache allows them to keep functioning over the mesh while 
M edichines perform basic repairs on the body. Revenants are hardy enough that so 
long as the cyberbrain isn't damaged, even severed limbs can simply be reattached in 
time. H owever, due to recycling concerns, Revenants tend to have blank, often similar 
faces which means social interactions with them are... unusual to say the least. The 
deliberately deadened nerves also tends to greatly inhibit rapid reactions and quick 
movements. This pod is most popular in certain morbid circles of Scum, Socialites and 
Brinkers — though any habitat with strained resources on morphs (or who has recently 
experienced large die-off of biomorphs or pods) can turn to the design in a pinch. 


Implants: Access Jacks, Basic Biomods, Basic M esh Insert, Bioweave Armor (H eavy), 
Cyberbrain, Emotional Dampers, Hardened Skeleton, Hibernation, M edichines, 
Mnemonic Augmentation, Oxygen Reserve, Possum Cache, Puppet-Sock, Toxin 
Filters, Vacuum Sealing 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 

Durability: 40 (w/ Hardened Skeleton) 

W ound Threshold: 8 

Advantages: +10 SOM (w/ Hardened Skeleton), +5 WIL, Pain Tolerance (2) 

N otes: -5 REF, Social Stigma (Pod), Uncanny Valley trait 

CP Cost: 40 

Credit Cost: Expensive (40,000) 
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(Revenant is actually a recent idea. | thought of it while trying to come up with new 
ideas for H-Rep (not that I'm running out of backlogged ideas, just wanted to make 
sure | could keep it fresh), and decided to do something interesting with the Possum 
Cache. From there, it moved back to mythology ideas, and generated a zombielike 
pod, built from recycled materials which is pretty tough to take out. It can lie in wait 
for quite some time before springing to life, and with build in M edichines can pop 
back up even after you think you've killed it. With the x2 Pain Tolerance, it also is 
remarkably resistant to Wounds. The WIL bonus and Emotional Dampers means they 
can put up mentally with all the abuse they can take. REF penalty slightly balances 
this out — the Revenant goes nowhere fast but can take a beating on the way. It makes 
a bit of an oddball combat pod which could symbolize an interesting history. GMs are 
encouraged to reduce the price in habs which have an influx of "raw materials" to 
work with, though the CP cost is important for balancing concerns) 
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54: Tactical Sling 


Tags: [weapon accessories] 


TheArm Slide (p. 342 EP) is a very handy attachment to many pistol-sized weapons, 
allowing them to be drawn in a flash from a concealed position up a person's sleeves. 
However, this is limited to smaller, lighter weapons which may be a detriment to 
those in situations where more heavy armaments are required, and even traditional 
two-point slings take some time to draw. Some get around this solution by using 
magnetic systems embedded in armor and weapons to hold them in place — but this 
can be more expensive and requires either additional power draw or constantly active 
native magnets. Others utilize grip pad materials, which while slightly less expensive, 
can occasionally have similar awkwardness. Both of these methods are also dependant 
on armor — requiring specific hardpoint placement and gear to be used. A simpler 
solution by many is to use double-sided Grip Tape to stick a weapon anywhere — but 
many regard this as " unprofessional". There are, however, more primitive solutions. 


Tactical Sling: Taking the form of a classic 3-point sling, this accessory for a rifle- 
sized weapon allows it to be carried on a harness attached to the body of the user. The 
advantage of this design is that the weapon is not lost on the ground if dropped, and 
can be quickly pulled up to an active position, even with one hand. This often frees up 
limbs for quick switching between tasks. The style of the sling is simple, and they can 
be made from a variety of materials and looks — the most basic often coming in simple 
matte or drab colors, but others can even be camouflages or chameleonic. While 
attempting to conceal the weapon it is attached to, one cannot use the Tactical Sling 
(to do so would make it no longer concealed) but it might assist a character in 
carrying it. [Trivial] 
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55: Hand Shockwave 


Tags: [beam weapons], [cyberwarel], [implants], [physical augmentation], [weapons] 


TheH and Laser (p. 308 FP) is very useful device, bringing the capabilities of a Laser 
Pulser into a small hand-mount which is concealable, portable, but tends to be low 
impact on the environment for habitats concerned about their infrastructure. In other 
cases, the Hand Stunner is available to offer a less-lethal alternative to the Hand 
Laser, delivering a shock to targets like the Stunner weapon. But there exists another 
way for a laser weapon to be used, which is normally enabled in a Laser Pulser but 
not possible in the stripped down design of the normal Hand Laser. This is a form of 
Pulsed Energy Projectile used by the Laser Pulser which can be integrated wholly into 
the cybernetic implant — at the cost of the normal firing mode. 


Hand Shockwave: Another variant on the Hand Laser, this weapon is functionally 
identical to the normal base Hand Laser except that the internal construction is 
deliberately made so it only fires in what is normally "Stun" mode on a Laser Pulser. 
It uses a two-step laser pulse to generate shockwaves of plasma which erupt in a 1- 
meter radius of the target, similar to a flashbang, disorienting and knocking aside the 
target. Such PEP weapons are commonly used by law enforcement, and some prefer 
this type of approach in implanted weapons. All targets in the area of effect must 
make SOM x2 tests (SOM x3 for Synthmorphs or morphs with Pain Tolerance), 
failure meaning they are temporarily stunned and lose their next Action. Critical 
Failure results in the target being knocked down and being completely paralyzed for 1 
Action Turn per 10 M oF. This deals only 1d10 DV, with an AP of 0 and only fires in 
Single Shot mode — like the variant on the Laser Pulser. A Hand Shockwave holds 50 
shots worth of charge in the integrated battery. [Low] 
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56: Monochrome 


Tags: [drugs], [plot hooks], [recreational drugs] 


Recreational drugs of all kinds are an interesting subject in AF 10. M any people are 
stressed, poor or suffer lingering trauma from the Fall and other damaging events. 
Some people may feel oppressed or limited by their governments, while others have 
incredible freedoms to pursue chemical recreation. Variations, both real and synthetic 
on many classic narcotics abound, though the enhancement of the transhuman body 
often makes these less appealing, or the systemic damage too costly to consider when 
substances like Petals (p. 322 EP) exist. Some cartels operate traditional methods, 
using hidden or subverted habs to grow and process traditional products 
(Amphetamines, Opioids and Cocaine) and smuggle them into other habitats to sell — 
though in many polities in the Inner System, this "smuggling" is more to do with 
avoiding paying taxes, licensing fees or avoiding quality checks for liability. M uch 
more common, however, is small time dealers and experts developing new, synthetic 
Substances — street and designer drugs which appear out of small clubs, 
neighborhoods and back rooms in the LLA and Mars, occasionally getting popular 
enough to flourish and spread to wider markets. One example of this is 
"M onochrome’. 


M onochrome: M onochrome is a fairly basic designer drug, which originates in the 
LLA. Inspired by tales of people so deeply affected by the Fall that they use AR to 
make their whole world appear in grayscale colors, several enterprising amateurs 
produced the substance to mimic these effects. Monochrome produces a strong effect 
of narcotic euphoria, removing "bad vibes" and minorly relieving stress, pain or 
Sadness — and is used by some to counteract long-term depression or PTSD. More 
striking is the fact that it mutes the vividness of colors or dulls the other senses, 
sometimes even going so far as to render everything in shades of gray. At GM's 
discretion, one may gain a +10 bonus to appropriate tests for their euphoria, but take 
-10 on certain Perception tests (especially as relates to coloration or saturation). Long- 
term M onochrome users tend to develop unusual pupil dilation and discolored irises, 
and sensory damage may become permanent [Trivial] 


M onochrome is such a popular, common design that it has pervaded all over the Solar 
System, with some forms even appearing in the tightly controlled Jovian Republic. 
This popularity makes it relatively cheap and easy to get a hold of. It is commonly 
sold in small packs of inhalers or liquid bulbs. "Chromers" turn to the drug for a 
variety of reasons, some pursue the unique aesthetic, others can't afford better quality 
drugs (including pharmaceuticals) to cope with their problems, and some people just 
prefer the high. Its popularity leads to variance, some of which are more dangerous — 
and sometimes not because of conventional side-effects, but also more than one batch 
of M onochrome has been tainted with something more sinister... 


Type: Chem 
Application: Inh, O 
Onset: 1 Hour 
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Duration: 16 Hours 
Addiction M odifier: 0 
Addiction T ype: Physical 
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57: Melee Weapon Enhancements 


Tags: [weapon accessories] 


There are many weapon accessories designed to enhance and reinforce the capabilities 
of ranged weapons. H owever, while melee weapons do not have the same efficiency or 
potential as many more advanced systems, there are plenty in the Solar System who 
still utilize them for any number of purposes and uses. M elee combat is not a lost art, 
and the advanced technology and materials of the Transhuman future mean there are 
many optional adjustments or attachments to melee weapons possible which can alter 
their profiles and make them more dangerous or useful. 


Balanced Hilt: Utilizing shape-adjusting memory materials and systems of smart 
materials to adjust the balance and weight distribution in the weapon's grip, the 
weapon is much easier to handle — both offensively and defensively. This accessory 
grants a +10 to hit with Combat Rolls using the designated weapon, and a +10 on 
Fray tests against other melee attacks, provided one can use the weapon to parry. Due 
to the precision and high-quality of the materials, this mod is costly. [M oderate] 


Masterwork Blade: Most weapons and blades are "factory forged" using 
nanofabrication techniques or conventional machinery to make a standard template of 
a weapon. But for some, the careful techniques of forging weapons are very much a 
living talent — though limited to hobbyists scattered throughout the system. These 
high-quality blades are sharper and sturdier than most. A blade hand-crafted by a 
master smith are much higher quality than standard fabricated ones by virtue of 
technique and material selection, granting +1 DV and -1 additional AP, but can be 
hard to come by due to needing to find a specialist who can make them. This 
enhancement can only be applied to a bladed weapon. [Low] 


Shock Capacitor: This simple modification embeds a small battery unit into the 
handle of a weapon connected either to the conductive surface of the weapon itself, or 
new contacts embedded into it. The end result of this is that the weapon now adds the 
Shock effect (see p. 204 EP "Shock Attacks") on a hit. Due to the small size and the 
need to not alter a weapon's balance or weight, the shock capacitor can only generate 
enough charge to add the Shock effect once per Action Turn. [Low] 


Thermic Weapon: This modification requires a significant restructure of the weapon 
involved. Embedding a small nuclear battery in the weapon — then adding a long 
conducting heating element which runs in its length, as well as sufficiently insulating 
the handle. When activated, this causes the Thermic W eapon to begin generating high 
volumes of heat, which cause significantly increased harm in contact with the weapon, 
adding +2 DV and -2 AP. Scoring an Excellent Success with the weapon sets the target 
On Fire (p. 198 EP" Fire"). Thermic Weapons are incredibly dangerous, both to foes 
and even to the user (be careful not to make contact with the weapon when in use or 
immediately after) and only slightly less prone to catastrophic failures than a Plasma 
Sword. [M oderate] 
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Toxin Alloy: Normally, one uses the best in composites and alloys available to make 
a blade. But for some assassins, enforcers or just uppity Scum, there are other ways. 
These ways involve making the blade from volatile heavy metals, some blends even 
wasting radioactives, which make a dangerous surprise for anyone actually struck 
with the weapon, as the metal flakes off in the blood causing acute toxicity. Any pod 
or biomorph which is damaged by a Toxin Alloy weapon must roll a DUR test 
(DURx2 with M edichines) or take 10 DV (ignoring armor) once per Action Turn for 
1 Turn for every full 10 M oF. Characters who pass the test still take -10 on their next 
action due to pain or discomfort as their body metabolizes the toxins. H owever, due 
to the inferior quality of the materials used to produce this effect, reduce the DV and 
AP of the weapon by 1. This enhancement can only be applied to a bladed weapon. 
[M oderate] 


Collapsible W eapon: This enhancement involves utilizing specialized light materials, 
smart materials and precisely nanofabbed mechanisms to turn a weapon which cannot 
already collapse into a collapsing weapon. This means a weapon can be folded up or 
down from it's full size to a Small size, easily held in a pocket or small holster, as a 
Quick Action. While folded, the weapon gives a -20 penalty to anyone trying to 
discern it is a weapon, and grants a +20 on Palming tests to conceal the collapsed 
weapon entirely. This enhancement can only be applied to weapons which do not 
already fold or collapse. [O ne cost category higher than weapon] 


Oversized Weapon: Some morphs are Large. While these often gain the benefit of 
reach on smaller opponents, conventional-sized weapons may not be of ideal shape, 
balance or length for such a tall or broad morph. In this case, most weapons come 
with a variation designed for those of exceptional height to use. A Large sized morph 
using this weapon doubles their DB. A Medium sized morph may use an Oversized 
Weapon to gain the advantage of Reach (p. 204 EP) against another M edium sized 
opponent, but if they do not have a SOM of 20 or higher, they take a -20 penalty to 
all attack rolls with it due to its awkward size and weight. [One cost category higher 
than weapon] 
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58: Shutin 


Tags: [drugs], [nanodrugs] 


N anodrugs are potent substances, able to directly cultivate mental or emotional states 
using active nanotech to incur direct feedback or manipulation of the body's 
biochemistry. W hile more expensive and often more restrictive due to those qualities, 
they possess a wide variety of uses due to them. People utilize nanodrugs to help with 
mathematics, focus and pain tolerance, or stimulate direct emotional states. They can 
also incur more "negative" changes for recreational or investigative purposes, like 
temporarily stimulating an allergic reaction which passes quickly, temporarily 
mimicking mental disorders or temporarily inducing effects similar to neural damage. 
The most popular nanodrugs combine these sorts of effects. One of these such, 
is Shutin. 


Shutin: A nanodrug which directly stimulates feelings of focus and introversion. 
Commonly used by artistic or intellectual types to study or work, the drug enhances 
observation, memory and is said to help "remove distraction". For positive aspects, it 
grants a +10 on Perception tests for the duration, and a +10 to any test to remember 
events which occurred while under the effects. However, it stimulates antisocial, 
introverted or isolated feelings, giving a -20 to Networking tests for the duration, and 
it tries to prevent highly active or risky behavior by playing with the pain response, 
giving a -30 to all tests relating to pain or its effects. Commonly sold as patches or 
dissolving tabs. Long-term users of Shutin may develop permanent anxieties or even 
phobias of large crowds, open spaces or other social situations.[Low ] 


Shutin has an interesting market; it's most commonly seen among university students 
— particularly those in rigorous educational programs — where it is used as a study or 
"cram" drug, and also often mixed with other substances. Actors and performers also 
often use it to prepare, studying or practicing lines, steps and routines in a 
performance while avoiding distractions, but it is not often used by those with 
particularly physical jobs or hobbies — the pain response is quite overwhelming if 
triggered. People with wide social circles may also utilize it to simply relax and 
"unplug" from a vast network of social media they can't seem to disconnect with 
otherwise. 


Application: D, O 
Onset: 5 Action Turns 
Duration: 1 Hour 
Addiction M odifier: +10 
Addiction T ype: Physical 
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59: Chang-Er V 


Tags: [exoplanets], [locations], [plot hooks] 


Chang-Er V 

Type: Terrestrial (Earth-Like) 

Primary Star: K1V (Orange Dwarf) 

Gravity: 1.31 g 

Diameter: 16,731.42 km 

Atmospheric Pressure: .97 atm 

Atmospheric Composition: 74.4% Argon, 25.6% Oxygen, trace other gases 
Surface Temperature (M ean): 19 C 

Day Length: 16 Hours 

Orbital Period: 467 Days 

Satellites: 5 

Gate Access: M artian Gate, Set Gate 

N otes: Microbial Life, Advanced Alien Artifact, Transhuman Settlement (Pathfinder 
Research Park and Direct Action garrison) 


Chang-Er V (named after the lead scientist on the Gatecrashing team and both it’s 
position in its solar system and the number of satellites it has) is a remarkably 
hospitable terrestrial world, with manageable gravity, temperature and pressure, and a 
breathable atmosphere. It would be a prime site for Pathfinders exoplanet 
colonization efforts, except for one thing, The Object. Officially classified as the 
“Chang-Nausia Object” (after the two Gatecrashers who saw it first) and colloquially 
known as “The Ball”, “The Eye” and “The Orb”, the Object is a massive artifact of 
presumed alien design, which appears to be a whitish sphere several hundred 
kilometers in diameter, which hovers over the surface of Chang-Er V, with no known 
means of keeping it aloft. In fact, it appears to be held from escaping planetary gravity 
by a series of “tethers” made from carbon compounds, anchored into the surface, 
which also appear to generate power for the Object by some unknown means. The 
surface of the object is impenetrable to all forms of scanning, and in fact, warps or 
distorts many of the more powerful types of scans that attempt to reach it. As far as 
can be told, the Object is a gravitational anomaly. Its presence counteracts the tidal 
effects of Chang-Er V’s five captured planetoid moons, and appears to influence the 
weather surrounding it, producing much gentler patterns in it’s “gravity shadow”. 
This gravitational shadow seems to extend to a range roughly triple the diameter of 
the object, corresponding with a large basin in the surface of Chang-Er V, with it’s 
lowest point directly under The Object, and surrounded by a nearly circular set of 
mountains. While inside this “gravity shadow”, the gravitational forces of Chang-Er 
V appear reduced by roughly 33%, equivalent to ~.8 g. Pathfinder has classified this 
planet and object heavily, settling a decently sized research base into the shadow basin 
near (but not directly under) the object, and staffed it and the route to the Gate 
heavily with Direct Action personnel. The Gate itself is located on a flat plateau at the 
base of the shadow’s mountain range, opposite the Object, preventing the object from 
being seen from the Gate. 
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Shadow Watch 

Allegiance: Planetary Consortium (Pathfinder) 
Primary Languages: English, M andarin 
Population: 2,000 


Shadow W atch (named cleverly for its position in the “gravity shadow” of the Chang- 
N ausia Object and its design as an observational research station) is a sizable open 
Settlement in the Shadow Basin underneath the Object. The entire area is heavily 
fortified, with a tall exterior wall and heavy, low buildings requiring a lot of surface 
area, with decent amounts of underground construction. This is not just due to the 
fact that Shadow Watch is built to study an alien object, but also due to the non-zero 
possibility the O bject may fall and impact the surface. As such, most of the habitation 
is securely underground, functioning as impact shelters, with the high walls designed 
to ablate the shockwaves of such an impact. It is mostly a research park, with layers 
of secure housing underground, and multiple research labs and expansive sensor suites 
trained at the Object. Due to the secrecy, there is little by way of non-mission related 
structures. Pathfinder has constructed a massive simulspace server system also, which 
runs many new complex simulations based on observations of the Object and makes 
new predictions. In addition to the observational labs dedicated to studying the object 
in every conceivable way, Pathfinder has also built some experimental physics and 
exotic materials labs here, presumably to concentrate efforts to reverse engineer data 
from the object and mimic some of its effects. Shadow Watch gets its power from an 
automated solar plant up in the mountains, transmitted by carbon nanowire along the 
supply route, but also has several nuclear generators for emergency power buried deep 
beneath the facility. A maglev railroad and resupply station has been built from the 
center of Shadow Watch out to the Gate area, including tunneling through the 
mountains. At the Gate, along the train line and in Shadow Watch itself are heavy 
security checkpoints and garrisons run by Direct Action, who has a weighty NDA 
with Pathfinder about Chang-Er V. Nothing comes or goes from Shadow Watch 
without being scrutinized a few dozen times over. Direct Action has also built a 
structure known as “The Battlement”, another, semicircular heavy wall several klicks 
further in from Shadow Watch, which is lined with an impressive array of CIWS 
cannons, missile batteries, anti-missile lasers and heavy mass drivers, all of which are 
pointed in the general direction of the Object or its tethers. Speaking of the tethers, 
rumor has it that Pathfinder has begun scouting for possible explorers to climb up the 
tethers and make close contact with the O bject itself. 
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60; APC 


Tags: [groundcraft], [vehicles] 


Armored Personnel Carrier 


Generic class of armored vehicle designed to carry passengers. These are used by 
private security or law enforcement as troop transports or even as prisoner transports, 
and are mostly common in planetary habs though some large and wealthy cylinders 
also employ them. They have 6-8 wheels, with thick armor made of fullerened 
composites and aerogels. The most common configuration for the APC is a driver and 
a commander or co-pilot seat up front, with an optional seat for a gunner, and space 
to hold around 8 passengers, with additional space for troops to ride on the outside. 
Some APCs have been modified to dock with Battlesuits or other exoskeletons to 
“ride” on the outside. APCs feature pressure doors and environmental control 
systems, which in addition to providing indefinite air also work to counteract 
chemical, biological or nanotech attacks (Count as Immunogenic system and 
Guardian swarm). In terms of weapons, APCs typically have an external weapon 
turret which is controlled from the inside. Typically, these are H eavy M Gs or Seeker 
weapon systems, but occasionally they feature even heavier autocannons. They may 
also have slits or windows in the side for interior troops to fire personal weapons 
from. Comes equipped with H eadlights, Radio Booster and vehicle Radar. [Expensive 
(50,000+)] 


Name | Capacity | Handling os Max Speed} = AV DUR WT 
APC 11 +10 8/40 70 36/36 400 80 
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61: Blackbook server 


| a 


Tags: [plot hooks], [servers] 


Blackbook Server 

M ission: Logistics 

Target: Exsurgents 

M ission-focused 

Territory: Operates Everywhere 
27 Proxies 

Rich (HR) 

Poor (MR) 

Pragmatic 

M oderate 

Active Backup 

Trying to live down recent fuckup 
Corrupt 


Blackbook Server is mostly logistical and networking server ostensibly tasked with 
coordinating agents to monitor potential exsurgent outbreaks in the Inner System, 
especially around quarantine zones. It has vast contacts, healthy Sentinel recruitment 
and a large body of well-organized proxies from across the system, which makes them 
pragmatic-leaning moderates. Blackbook has one major problem, they’re a corrupt 
server which funds itself primarily via kickbacks due to their connections with many 
smugglers and counterfeiters across a wide variety of criminal operations linked to 
Earth Orbit, Luna, M ars and even further out-system. M any of its proxies work in 
covert Reclaimer operations or are Guanxi members making profit off the covert intel 
gathered by Firewall, and using crime to launder their resources. Through their 
gatecrashing connections, they’re also active in the Backup clique, though these efforts 
can be seen as being as selfish as anything else. Recently the server had a big setback 
when a couple of their Registers, Triad bosses on M ars, were grabbed and many of 
their assets frozen or seized. While the Server managed to keep ties to Firewall well 
hidden, this has given them a severe lack of equipment and funds to use on their own 
operations — which only encourages more corruption. 
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62: Boreas 


Tags: [exoplanets], [locations], [plot hooks], [threats] 


Boreas 

Type: Icy M oon 

Primary Star: K7V (Y ellow Dwarf) 

Satellite of: Anemoi (9 Earth M asses) 

Gravity: .67 g 

Diameter: 8864.68 km 

Atmospheric Pressure: 1 atm 

Atmospheric Composition: 82% Sulfur Dioxide, 16% Argon, 1% Hydrogen, traces of 
other gasses 

Surface Temperature (M ean): -32 C 

Day Length: 17 Hours 

Orbital Period: 71 Days 

Satellites: N one 

Gate Access: Sunrise Gate, Portal Gate 

Notes: High Population of System Bodies, High Radiation, Cryovolcanic Activity, 
TITAN Remnants, Impressive Terrain, Transhuman Settlement (W eyr) 


Boreas is an interesting moon of Anemoi, Sub-N eptunian planet in the outer area of 
its Solar System, which is heavily populated with 11 other major planetary bodies. 
Boreas has a shockingly comfortable pressure and gravity, which is offset by its cold 
temperature, toxic atmosphere and hazardous conditions. Boreas possesses a high 
volume of surface ice, and has notable cryovolcanic activity, and radiological effects 
caused by passing through the radiation belt of Anemoi. This makes colonization 
difficult as Boreas is “geologically” “active”, which disrupts efforts to colonize using 
the ice layers as radiation shielding. N evertheless, a small settlement has been built on 
Boreas, out of an extinct cryovolcano caldera around the Gate, called “Weyr” after an 
old Earth Sci-Fi, which is held by a mixture of Titanians, Extropian interests (such as 
Profunda and Ceres) and Inner System Brinkers and acknowledged as a member of the 
Autonomist Alliance. The Colony is built inside the open area of the caldera itself, 
thought it extends into tunnels in the walls. A second settlement, tentatively titled 
Septentrio, was planned in another Cryovolcano formation several hundred klicks 
away, after a survey revealed it had extant tunnel systems. Unfortunately, this tunnel 
system appears to be remnants of TITAN activity, similar to lapetus, though lacking 
perhaps the large scale computation conversion efforts, simply containing an 
expansive warren of fractal tunnels with bizarre patterns and conventions etched into 
the walls. Then the survey team went dark, apparently wiped out by Exsurgents or 
TITAN security. There is no active energy or data emission from the Septentrio site, 
but the populus of Weyr has voted to lock down the colony and not explore outside 
until further security data has been provided. This information has led to a flood of 
Singularity Seekers into the colony, who have begun attempting to breach the colony 
perimeter in order to study the TITAN ruins. M any do not return. The Boreas gate is 
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located in the basin of a cryovolcano caldera, with massive walls rising above and 
around it, dotted with cave and passages through the rock and ice. 


Weyr 

Station T ype: Beehive 

Allegiance: Autonomist Alliance 

Primary Languages: Skandinaviska, English, Russian 
Population: 1750 


Weyr is an interesting, and often breathtaking (possibly literally, given Boreas’ 
atmosphere) settlement, nestled into the body of an extinct Cryovolcano around the 
Boreas Gate. It was named from an old sci-fi book, after places where colonies of 
dragonriders lived on a potentially dangerous exoplanet. N o dragons yet, but some of 
the brinker and scum types who have settled in are interested in making a purchase 
from Fortean. Weyr’s history is a little unusual, as is its government. Technically, it’s 
an independent autonomist hab, but it’s colonization rights are partially held by 
Gatekeeper and partially by an extropian enclave made up of interests from several 
ancap settlements. H abitat-wide decisions are typically handled by populace vote, 
similar to Titan’s Plurality (though with less social pressure to vote on everything), or 
quietly by elected station staff. However, Weyr holds both an Extropian Trade 
Mission and a Titanian embassy, and is considered a protectorate of the 
Commonwealth. N ew residents either have to stay in communal housing provided by 
the holders, or pay a small fee (or call in a favor to vouch for them) to stake a claim 
on personal space. The center of W eyr is built around the open Gate Plaza, which sits 
in the center of the volcanic crater. The open caldera itself is capped off with a 
shielded lens, which protects the interior from ionizing radiation, and helps raise the 
interior temperature, though Weyr is not pressurized itself, so breathing equipment is 
required to move in the open areas of the settlement. Around the Gate Plaza are the 
many common buildings, including communal housing and eating buildings, colony 
storage and infrastructure and administration functions. There is also an open space 
where herds of a slightly modified strain of Titanian Caribou are penned. The 
majority of the population of Weyr lives in personal cave spaces in the walls or base 
of the volcano itself. Caves are sealed off with flexible pressure seals, small airlocks 
added, then they can be heated and pressurized like expanded pressure tents. These 
personal caves can be small enough to equate to a single room or one-person 
apartment, or large and long enough to contain a small Brinker or Scum tribe. 
Population in Weyr has greatly increased after the Septentrio incident, as both 
Commonwealth Marines and independent contractors from Medusa have been 
brought in to bolster security in the colony and maintain the enforced lock-down until 
the situation can be properly assessed. However, a second group has flooded in, 
Singularity Seekers intent on studying possible similarities to lapetus. M any of these 
Singularity Seekers attempt to break the lock-down though the warren of tunnels 
under Weyr. M ost are caught and turned back (and occasionally exiled from Boreas), 
but quite a few make it out. M any of these never return. 
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Jotun Exsurgent (Biomorph) 


Called “Jotuns” by one of the last survivors of the survey team on Boreas, these 
massive Exsurgents tower at nearly twice normal transhuman height, with a skin of 
hard and jagged crystalline plates and fibers which serve as armor. They’re 
surprisingly flexible, however, able to climb and fit through many smaller passages in 
the Septentrio caldera. They have massive claws, ideal for digging through rock and 
ice, carving further passages beneath the ice. It is unknown what they are doing, or 
how they live, just that that at least a hundred, if not more, dwell in the Septentrio 
site, with many of them hibernating between periods spent wandering the enormous 
tunnel system, carving out further tunnels. 


(0G (00 INT REF SAV SOM WIL MOX 
20 20 30 30 10 40 20 N/A 
INIT SPD LUC TT IR DUR WT DR 
12 2 NA | N/A | NA 60 12 90 


M ovement: 4/20 
Skills: Climbing 40, Fray 50, Freerunning 50, Infiltration 30, Perception 50, Unarmed 


Combat 60 


N otes: Large Size, Direction Sense, Enhanced Vision, Enhanced Hearing, Vacuum 
Sealing, Toxin Filters, Grip Pads, Digging Claws, Carapace Armor, Hibernate, 


Prehensile Feet, Radiation Tolerance, Long-Term Life Support 
Attacks: Claws 1d10+6 DV AP -2 


Armor: 11/11 
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63: Disinfect 


Tags: [drugs], [health drugs] 


Infection and disease is an interesting subject for many transhumans. Basic Biomods 
protects against almost every form of common, naturally occurring disease known to 
man before the Fall — and many such microorganisms didn't make it off Earth during 
that event. Sepsis of habitat systems is more a bother for the damage it does to air 
quality and other quality of life, rather than direct harm to the body. But, there are 
always tailor-made diseases and even the "nanoplagues" which mimic traditional 
diseases through nanotechnology. M any toxic elements are derived from biology as 
well, including a few exotic toxins made by Xenofauna. For this purpose, certain 
Supplements and restoratives are marketed to Transhumans to increase their health. 
While M edichines are popular, some habitats or users are averse to nanotech in their 
bloodstream. In this cases, there are alternative solutions. 


Disinfect: DisInfect is a health supplement designed to protect the body from 
infection by outside sources, namely biologic and nanotech. It works by hardening the 
membranes in the body which are usually vectors for infection and cause a brief burst 
in stimulation of the immune system. Users also generally claim they feel a slight 
numbing sensation, and a slightly "uplifting" quality, like they are physically lighter. 
As this is unhealthy and awkward to maintain for long, DisInfect has a relatively short 
duration, but a quick onset, ideal to be utilized if one knows they are about to enter 
an area with an infectious risk. It also has a more limited effect on potential infection 
from nanological vectors. Dislnfect grants a +30 to rolls to resist biological pathogens 
or toxins, and a +20 to resist nanoplagues or nanotoxins. Due to it's power and 
relative lack of effects, DisInfect is a fairly complex product which can be quite 
expensive. [H igh] 


DisInfect is usually sold in small, disposable inhalers which are designed for ease of 
use, but it also comes in incense or candle form. It has a high demand for its 
properties, especially among high refugee populations in Earth Orbit and the Jovian 
Republic, where many citizens still lack basic biomods. The Republic has carefully 
controlled imports of the drug, the majority of which are taken by the government for 
use by the military, and several internal pharmaceutical corporations attempting to 
make their own version. While in the orbital, there is a health black market in the 
drug which has "fallen of aSLOTV" or off-brand copies made by enterprising pirates 
which may or may not match up to the real deal. Autonomist agitators are known to 
steal stockpiles of the drug and freely redistribute them to small communities of 
friendly ideologies — a practice started after medical corps started disseminating 
blueprints of the drug which had deliberate errors in them to help damp down on 


piracy. 
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Application: Inh 

Onset: 1 M inute 
Duration: 1 Hour 
Addiction M odifier: -10 
Addiction T ype: Physical 
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64: Vibroknuckle 


Tags: [unarmed weapons], [weapons] 


"Powered" weapons which fall under the Unarmed Skill are fairly few and far 
between. The Power Fistis one such example, a gauntlet utilizing pneumatic 
technology to generate powerful punches that can cause high damage and even 
unbalance the opponent. But the Fist is showy, obvious and fairly recognizable. For 
those who want to bring a more high-tech edge with subtlety, they need a different 
option. Of course, the people who need such devices often raise the question if they 
need subtlety at all... 


Vibroknuckle: A nasty little high-tech version of a kKnuckleduster used by some street 
gangs and pugilists. Instead of using hard rings or spikes, the Vibroknuckle has 
oscillating blades which vibrate at high frequencies when activated. Under normal 
circumstances, these don't do much besides add a little bit extra penetration when 
punching (and inflicting more painful injuries), but when used to make prolonged 
contact, they add an additional -3 AP and +1d10 DV. Vibroknuckles are usually 
embedded in a glove or gauntlet to give the user additional protection [Low] 


AP -2 1d10+2+DB 


As noted above, the primary market for vibroknuckles are street toughs who want 
painful, intimidating weapons (those with Enhanced Hearing say the noise of the 
vibration is particularly unsettling) which in a pinch can be used to puncture tougher 
armor. However, there is also a market in certain sports for using the knuckle as an 
alternative to conventional gloves or possibly even other weapons. This form of 
"razor boxing" or many other names is popular both as an informal (sanctioned or 
unsanctioned) sport in underground sports or some Scum circles, and as a formal one 
in some extreme sports leagues, including as a "Chess Boxing" variant. 


110 


65; Slang 


T ags: [culture] 


(Inspired by the format of this document, which was tweeted by the EP Twitter, | have 
collected my own network of slang terms from myself, my group and some members 
of various communities. Also included are a couple of examples actually in the EP 
books which might not be contained all in one place) 


ACTION FIGURE 


A combat rated pod, usually used remotely via puppet-sock. From slang for a Pod as a 
"DOLL". 


ARTIFICALS 


M artian Slang for an artificial lifeform of any variety, usually one with animal-level 
intellect. See WILD ARTIFICIAL. 


AYYS 


M embers of the Autonomist Alliance, or occasionally generic "Anarchists". Rarely 
actual aliens. 


BASIC 
M artian slang for " basically" or "simply". Talking plainly is "SPEAKING BASIC". 


BLACK KETTLE 


M artian slang for a facility which illegally produces or stores morphs. 


BLOBJECT 


An object made of smart materials which can just be almost any shape as needed. 
Portmanteau of "Blob" and "O bject". 


BO G 


Any area-denial tactic or weapon. 
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BOILER 


M artian slang for an exowomb or healing vat growing a morph for resleeving use. A 
BOILER ROOM isan enclosed morph house or facility. "H itting/G oing to" the Boiler 
Room refers to the act of stealing a morph. 


BUG DOCTOR/BUG HUNTER 


A scientist specializing in nanotechnology. Bug Hunter usually refers to somebody 
who works as an anti-nanotech specialist for security purposes. 


BUGZAPPER 
Technology designed to destroy or disable hostile nanoswarms. 


BURNING DELTA 
Wasting time, effort or energy. Comes from "Burning Daylight" and dV. 


CANCER ENTHUSIAST 


A vocal Jovian sympathizer or person who wishes to immigrate to the Jovian 
Republic. Usually derogatory. 


CACK 


An active bioagent or other toxic substance. Coming into contact with such 
substances is "GETTING IN THE CACK". Zone Stalkers and Firewall agents call 
active nanovirii WHITE CACK. 


CCTV 
M nemonic Augmentation, or other lifelogging implants. 


CHIMERA 


A transgenic creature, made with genetic traits from multiple species. Also 
"CHIM ERIC". 


DOUBLEM INT 
A morph which is an exact copy or clone of another. Also refers to the set. 
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DROOLING 


Someone so immersed in their M esh AR/VR/X P feed they aren't paying attention to 
what their physical body is doing. Also "LAPSING" if you're being polite. 


FACE RANK 


Also FACE LEVEL. One's general level of well Knownness and fame, not always equal 
to their Reputation. 


FACTORY 


An item which is relatively new, and as such hasn't been modified or broken in yet. 
Usually refers to hypercorp designs which still feature DRM or other IP protection. 
From both "Factory Reset" and "Unsatisfactory". 


FAITH BIRTH 


A person who was born without being genefixed, i/e a Flat. Considered more polite, 
sometimes seen in Bioconservative or J ovian circles. 


FARHAULER 


Long range spaceship, usually for cargo. 


FLATLANDER 


Someone born on, or otherwise used to living on a planet or moon with noticeable 
gravity. 


FOREVER LAG 


Being physically in a location (such as in dead storage), but not going to be resleeved 
any time soon. See also T-M INUS NEVER. 


FRACTAL 


Firewall slang for something (usually a mission) gone really wrong. Comes from 
TITAN s use of fractal technology and shapes. 
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GENETRASH 


Derogatory term by the Ultimates for those with lesser or impure genomes. 


GENIE 
Another name for a M use or particularly high quality or well-made Al. 


GLOW BOARD 


A large, flat device designed to display shared AR info with tactile feedback. 
Descended from whiteboards or blackboards. 


HABTECH 
Basic habitat engineer or technician. 


HELLFARM 


Any powerful, highly connected computer network. Something big enough to 
theoretically run a Seed Al. 


INFUGEE 


Infomorph refugee. An upload, such as from the Fall, who has no physical body to 
occupy currently. 


IRON/BIG IRON 


A tool or other useful device to do a job. A "Big Iron" is an expensive, powerful or 
cutting-edge tool — the kind of thing you want on your side but hate to see the other 
guy with. From "iron" as slang for guns and "big iron" from supercomputers. 


LACK 
The sensation of waking up in a new body with significant loss of Continuity. 


LAG 
Sleep, rest or other downtime. See also FOREVER LAG. 
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LOW-REZ 


Archaic term for shitty computer equipment or connectivity. Can also refer to 
Infomorphs hosted on poor or weak devices. 


LUP 
Abbreviation of "look up". To quickly research something, usually over the M esh. 


MASTER OF HISDOMAIN 


Person who spends a lot of time on Simulspace, usually VR Porn. Comes from a 
Seinfeld phrase combined with "domain rules" for Simulspaces. 


MEATBAG 


Derisive or derogatory remark for a Biomorph. Almost always used by clanking 
masses. 


MINDFOOD 
Slang for Cognitive-enhancing drugs or other substances. 


MINDFUCKER 


Insulting term for a psychosurgeon, usually one who works for a Hypercorp and 
performs involuntary procedures on indentures or criminals. Scum occasionally use it 
ironically. 


NEEDLER 


A very precise beam weapon, such as a Pulse Laser or Particle Beam. Refers to the 
small holes they generate in targets. Also NEEDLE BEAM. 


PALEBLOOD 


Also WHITEBLOOD, a discriminatory term for a Pod, usually with class or race 
undertones. Sometimes reversed as REDBLOOD to refer to a biomorph who is seen as 
being "above" or against pods. 
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PAPERCLIP 


A really primitive or shittly made Al, usually one which is poorly socialized. These 
kinds of poorly made Als can become PAPERCLIP MAXIMIZERS. Also "CLIP" or 
EGEIRR YS: 


PRIVILEGE 
A morph's positive qualities. 


RAPESHARK 


Offensive term for a neo-cetacean, particularly a neo-dolphin. Occasionally used 
ironically. 


REDNECK 
A Rural M artian. 


REFU 


Short for "refugee", and sometimes synonymous with "refuse". Used dismissively or 
derogatorily to refer to a physical refugee. 


SCH WAY 
Corruption of a M andarin word meaning "handsome", "graceful" or "intelligent". 


SHOW-ME 
A Nanotat ID or other physical form of identification carried on the person. 


SILVER BLOOD 


A hyperelite, specifically someone born into the life. Comes from "blue blood" and 
the phrase "being born with a silver nanoswarm in your blood". 


SCAV 


Short for "scavenger", usually derogatory. Common on Luna. Sometimes 
synonymous with "vulture" or "carrion bird". 


116 


SKINJOB 
A masked Synth. 


SKINNING 


Changing your perceived environment via AR programs 


SLEEP ON IT 


Take an unusually long time to think about something. 


SOYLENT 


A food or nutrient product made in a M aker from recycled biomass. 


T-MINUSNEVER 
N ot going to happen. No matter how many people say it will. 


TECHNICAL 


M artian/H ypercorp slang for "crazy" or "haywire". Comes from a stress diagnosis 
common in early infugees. 


TENURE 


Slang for the common practice for higher learning institutions to sleeve professors 
purely out of pocket. Also GETTING TENURE. Some indentures with long contracts 
also refer to TENURE when they get their bodies. 


TOASTER 


Dismissive term for a bot or synth, usually one with a simplistic Al in it — a walking 
household appliance. 


TOFT 


Asin "he's toft". Somebody with Immortality Blues. Could be derived from resleeving 
"too often", or "To Old For This". 


TRASH U MAN 
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Typical insult or dismissal of "transhumans" by Bioconservatives. 


UNCLE VENGEANCE 


M artian (specifically Zone Runner) term for a TITAN Nanoswarm. 


VAPOR 


A failed mind emulation, or damaged/crippled fork or infomorph. From V aporware. 


WASTE HEAT 


To waste time and effort on something. Sometimes just HEAT. Such as "wasting a lot 
of heat over nothing". 


WAY BACK 


A "long ago" time. Used to refer to pre-transhuman tech, but now can refer to Pre- 
Fall. 


WHITE/ULTRAVIOLET 


An object/place/situation which is "hot" or risky, usually in the sense of an X -Risk. 
GOING ULTRAVIOLET indicates a situation getting more dangerous. 


WILD ARTIFICIAL 


An artificial which had gone wild or feral somehow. 


XER 


Also "X -er" . Somebody obsessed with making or viewing XP. 


ZERO 


A person without mesh access. Common in some indentures and refugees. 
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66: Drinks 


Tags: [culture], [food & drink] 


WATER 


W ater is still a fundamental substance to life, to anyone in a morph that is biological. 
M any morphs can survive on less water than a flat human, it's still pretty important 
to keep up the intake. While technically nearly all water is "recycled", most 
transhumans cut a few steps out of that cycle. A basic M aker (p. 238 EP) can clean 
and repurpose any biological product for clean water, though many still find direct 
recycling uncomfortable or unpleasant. M ore typically, enclosed habs feature large 
scale water recovery and treatment, which filters all water utilized by the hab. Water 
Supplies are typically topped off by "fresh" supplies of water ice. Certain reactions, 
such as a HO rocket or hydrogen fuel cell, produce water vapor as a byproduct which 
may be collected for use. On planetary bodies like M ars and some exoplanets, people 
often carry travel bottles or canteens which incorporate the same microfilter 
technology as Filter Straws (p. 159 Gatecrashing). 


ALCOHOL 


Alcohol has a long history with humanity. Some even argue civilization would not be 
possible without fermentation of alcohol to ensure sterile drink. This relationship 
persists for Transhumanity, though with some changes. Advances in smart microbes 
and new strains of yeast, as well as supplemental nanotech broaden what can be 
fermented and what flavoring can occur. However, some new complications arise. 
Cereals are often hard to grow, or at least very space intensive meaning that 
traditional grain alcohols like beer only appear in habs or regions with large space, 
such as Mars of Venus, and often are seen as a more premium commodity. The 
second factor is that carbonation causes unpleasant or outright unhealthy side-effects 
in microgravity — meaning carbonated beers are only consumable by persons who can 
afford something like medichines or in gravity wells. This means M ars has some of the 
broadest variety in brewing traditional beers. Wines are similarly limited due to 
reliance on fruit, but sometimes even more rare for it. 


Distilled alcohol and liqueurs are much more common throughout the system, and 
almost every habitat and many large spacecraft have at least one still lying around 
somewhere. Alcohol is useful not only for recreation, but for sterilization in case of a 
septic hab, and occasionally fuel. Typical "rotgut", "moonshine" and "torpedo juice" 
tend to be highly localized by the producer and habitat. More exotic blends of 
beverage depend highly on the locale, for instance mead made from honey-producing 
Smart Bees is common on Venus and Titan. M any traditional "brands" of alcohols 
have been bought up by hypercorps or held by hyperelite names — only some of which 
are utilized in something resembling their original forms, but other "secret" recipes 
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and techniques are open sourced on the Mesh. True connoisseurs now have an 
additional problem, as "regional" products cannot be "truly" made off Earth 
anymore. M akers and CMs can produce substitutes for most alcoholic beverages, but 
this is generally seen both as energy inefficient and not quite the same — makerbrew is 
generally seen as only for people who lack money or taste. 


COFFEE/TEA 


As noted with Vitali-T ea and Black Lightening, drinking coffee or tea is often habitual 
or cultural to transhumans. It's a very common "ritual" in many cultures. Very simple 
substitutes for caffeinated brews can be produced by many models of maker or food 
fabricators, but typical Fab-Caf or M aker Tea is generally considered to be "almost 
entirely unlike" the original substance — and is typically viewed on the same level as 
coffees or teas sold in bottles or cans in the early 21st Century. M any vending kiosks 
even stock such drinks in bulb or disposable cup form, for people who don't want to 
wait for it to fab. "Real" coffees and teas still exist, but similar to beer space 
limitations on crops make it an artistic or luxury good in many parts of the Solar 
System. The tea trade is strongest out of Luna and Venus, though Venus does also 
offer several varieties of coffee — mainly to local cafes. The coffee industry on M ars 
was strongest out of Qurain, but since the Fall that has fallen off somewhat. That 
said, many a Nomad's M obile Greenhouse is stocked with coffee. Varieties of Coffee 
and Tea are highly valuable, and samples or DNA sequences of them are special 
enough for fights to break out over them, both legal and physical. The style of "iced" 
coffee and tea has not died out, as many habs in locations which are relatively cold by 
Old Earth standards, so producing and storing items in lower energy states is often 
seen as easier. 


DAIRY 


Dairy is another typically common resource to humans, but one which has been 
greatly affected by the Fall. Actual bovines are now incredibly rare, with vat-grown 
meat more common. Habitats with gravity may use mammals like goats, sheep and 
alpaca to control greenspace and provide fibers, and also might milk them for either 
milk directly or to produce other dairy products. Much more common, however, are 
synthetic replacements made via nanofab as milk is a common ingredient in a lot of 
human cooking. These replacements often offer the direct nutritional or chemical 
properties, though many claim the taste is slightly off. As lactose intolerance is 
removed by basic genefixing, synthetics based on cow milk are the most common, but 
in some locales niche markets for derivatives of human milk exist. Biotech such as the 
K-Flask (067 Farcast) can also be used to produce unique pseudo-dairy products as 
well. 
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JUICES 


Much like Beer and Coffee/Tea, Fruit Juice is a drink which is limited by space 
availability. That said, citrus at least contains nutrients vital to the human diet, so it is 
not uncommon for any hab with growing space to dedicate some to a variety of those. 
This makes the natural juices of those fruits slightly more common in habitats. Other 
fruit juices are often rarer and exotic, and many of these are converted to wines to 
keep sterile and help preservation, especially if the fruit on its own is popular to 
consume. Like most other drinks, synthetic blends produced by fabrication are 
available, but these can sometimes blur the lines between fruit juices and traditional 
fruit-flavored soft drinks. 


SOFT DRINKS 


While soft drinks (particularly sodas/colas) were wildly popular in many ways on 
Earth, they ran into a bit of a hitch with space colonization for the same reason as 
beer — that carbonation is not very pleasant in microgravity. This put a dent in the 
extraterrestrial market for a period of time, until colonization of planetary bodies 
such as Mars and Venus started to advance. Due to being at the center of the 
Planetary Consortium, M ars has one of the strongest markets for sodas, with M artian 
"Red Cola" being the most popular and widest marketed. The basic ingredients of 
many sodas and colas are easily made in properly advanced Makers, so are not 
uncommon at home — replacing buying large packs of cans or large bottles. Due to the 
inclusion of many synthetic ingredients in sodas already, "basic" colas made by 
makers are not generally seen to impact the quality or taste — but "premium" sodas 
made from all natural ingredients exist and are sold at higher prices, often in 
expensive metallic cans or glass bottles. Also similar to beer, many old trademarks 
and brandings from Earth were bought up by hypercorps, and occasionally used in 
something resembling their original form. Ginger ales also appear occasionally, mostly 
in some neighborhoods on Mars and Titan as local specialties. Interestingly, Root 
Beer or synthetic replacements are slightly more widespread, as they can actually be 
produced without carbonation. Sodas are also common as a mixer for alcoholic 
beverages in gravity habs. Dry powdered soft drinks to flavor water also remain 
incredibly popular, even more widespread than sodas. They come in all kinds of 
flavors thanks to ease of manufacturing from makers, and many of them have 
additives which may even place them in other categories of drink. 


ENERGY DRINKS 


While caffeine might be more habitual than anything in the face of Transhumans 
needing less sleep, this hasn't stopped chemical engineering from finding more 
Substitutes or other substances with stronger effects, or even the inclusion of 
previously illicit substances in "energy" drinks. While those who want serious 
performance enhancement get real cognitive drugs likeDriveor Klar (p. 318 EP) 
marketing still offers a variety of drink-based stimulants, some of which have actual 
effects as labelled. Some of these even mix in real enhancement drugs which can be 
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taken orally, but these tend to be more expensive. High doses of caffeine or other 
synthetic substances are most common, though some exotic mixes exist (such as 
drinks based on cocaine). These tend to be non-carbonated for wider marketability, 
but some variants exist — and others even blend with alcohol. The most gimmicky 
brands (such as the short-lived "TITAN Energy", pulled for being in incredibly poor 
taste) tend to be marketed at young adults, students and overworked middle classes 
who push the amount of time Basic Biomods allows one to stay awake or have heavy 
workloads, and tend to have names like "12-hour energy", "M ars Bull", "Demon" or 
"Popstar". Serious energy drinks which have strong effects tend to be favored by 
security or technical personnel with long shifts, and short-hop spacers who prefer to 
stay awake tend to be more subdued and serious, with brands like "LongW atch", 
"Nuclear" or "Rocket Fuel". Drinking large volumes of energy drinks can still be 
harmful to your health, and is not recommended without toxin filters or medichines. 


SUPPLEMENTS 


M any drinks include additives for some other purpose. These take a couple different 
forms, much of which has to do with marketing over necessity. "Sports" drinks, 
protein and other health supplements are actually fairly limited — mainly only in 
Jupiter and Luna due to physical fitness regimens and routines being common there 
culturally. Some professional athletes make marketing deals to sell these to the public, 
but in general athleticism is supplemented by advanced medical additives and vitamin 
regimes — in addition to simply using higher quality morph design. Alternatively, some 
drinks may contain "combat" drugs like Kick, MRDR or Phlo (p. 219 EP) to actually 
temporarily boost performance — and are priced accordingly. N utritional supplements 
or meal replacement in drink form, however, are fairly common across the system. 
Powders or direct synthesis into water is fairly common, with "Liquid Rations" being 
one of the most common brandings of this idea. This is popular for quite a few 
people, especially those who are mobile and don't have time to sit and eat traditional 
meals, or don't care for the style and texture of a lot of basic maker food. 


GIMMICK DRINKS 


Of course, with capitalism going strong in many parts of the solar system, there exists 
a need to market products, so many drinks are sold on ambiguous qualities or certain 
prestige or rarity to them without necessarily having more proportional value in their 
production. Even in the New Economy, hobbyists or even microcorps will try and 
engineer new memes and demands for products not based on their intrinsic values to 
gain rep. Some of these ideas are incredibly specific, others are more broad and thus 
common around the solar system. One example is "NanoWater", purified water 
which contains active nanobot swarms to "preserve freshness" and thus has a time 
limit before the nanotech becomes non-functional. This is seen as a luxury drink by 
the hyperelite. Similarly, preying on Earth nostalgia, "reclaimed" water is frequently 
see, marketed as water recovered from the blue marble itself, and purified. M ost sold 
reclaimed water hasn't been anywhere near Earth in at least 10 years, if ever, but 
authentic ones are highly valued in certain markets. Some substances are sold as 
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drinks even though they aren't intended to be used that way, such as the 
chemicals Slip and NotWater (p. 323 FP), which is usually unpleasant but not 
harmfull as neither interacts with the body in any meaningful way. 


EXOTIC DRINKS 


And then you have your truly exotic, strange and unique drinks — made possible with 
the alterations to the transhuman form, or through advanced manufacturing abilities 
such as active nanotech. M ost common are substances which can only be consumed 
by those with Toxin Filters (p. 305 EP) (medichines would make one uncomfortable 
still), delivering what would normally be toxic as an additional source of flavor. Some 
Substances are straight up poisonous, including extra high levels or variants of 
alcohol, or including classic toxins (arsenic, cyanide, etc). Other cases are more 
presentational, such as "snake wine" brewed with venomous snakes actively in them 
to give a bit of extra kick or sense of danger to drinking them. The Ultimates are 
known to make drinks colloquially known as "ambrosia" or "soma" which contain 
blends of flavorings and toxins which are said to even push the limits of the Remade. 
Others even drink radioactive drinks, though not even toxin filters can wholly prevent 
damage this may cause. 


Nanotech adds a new dimension. Flavors and chemical properties can change mid- 
drink with the right nanotech. Others work like nanodrugs to directly stimulate 
emotional and mental states in the drinker though expensive often prevents such 
substances from being widely spread. On the subject of mind-alteration, many 
recreational drugs which can be taken orally are also blended into drinks for flavoring 
or can be "drunk" on their own, such as the common substance M onochrome. 
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67: Veronica 


Tags: [exoplanets], [locations], [plot hooks] 


Veronica 

Type: Terrestrial (M artian) 

Primary Star: KOV (Orange Dwarf) 

Gravity: .8 g 

Diameter: 10,753.62 km 

Atmospheric Pressure: .66 atm 

Atmospheric Composition: 84% CO2, 16% Nitrogen, trace other gases 
Surface Temperature (M ean): 9 C 

Day Length: 15.37 hours 

Orbital Period: 414 Days 

Satellites: N one 

Gate Access: Ascension Gate, Fissure Gate 

N otes: H eavy Volcanism, Resources, Interesting Sky 


Veronica, named by original ExploreN et discoverers operating out of O beron — who 
went through several voting iterations before settling on the name, would normally be 
a completely unremarkable marginal world. It is somewhere between Earth and M ars 
in size and conditions, with its carbon and volcanic cycles only just on the down turn 
which renders the atmosphere unpleasantly toxic — but otherwise with manageable 
temperature, pressure, gravity and plenty of polar ice and subsurface water deposits. 
It's only other notable features are an interesting Night Sky — as it is on the outskirts 
of a relatively young solar cluster, and the fact that like M ars, the volcanic activity 
appears to have generated interesting and useful ore deposits which could be mined 
for colonization and export. But, the original Gatecrashers operating with the Love 
and Rage collective didn't have the time or resources on their own to make good on 
this, they mostly left it alone, except for a handful of prospectors and astronomy buffs 
looking to gather some interesting data. It would have remained an obscure Fissure 
Gate locale to be dug up in the future when somebody wanted to move to a "not as 
bad" M ars. 


Fast forward a couple of years, and something interesting happened. The Gate 
Address for Veronica is found in the Ascension Gate — the primary exoplanet colony 
of the Planetary Consortium and their marvel of a colonization effort. To them, a 
slightly warmer and heavier Mars is a walk in the park for terraforming and 
colonization. And soon new exploratory settlements and surveying begins on the 
world. They initially think about naming the planet, but decide to accept the original 
convention out of respect for the original team. Even so, the growing settlement came 
to a bit of surprise to the Autonomists operating out of the Fissure Gate, who were 
deeply concerned with the authoritarian and exploitative attitude of the Planetary 
Consortium's colonization efforts. Originally, it appears that the Consortium's 
M inistry wanted to put pressure to remove influx of protesting Anarchists and block 
Fissure Gate connections, but the Pathfinder corporation was able to staunch efforts 
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to avoid conflicts involving planetary claiming rights and general informal rules of the 
Gatecrashing community. Pathfinder's attempts to keep things civil have so far 
worked, but there is a deep undercurrent of ideological and political conflict on the 
world. 


Veronica's primary settlement is Vew Helium, a dome city operated by Pathfinder 
under the cyberdemocratic lines of the Planetary Consortium. The current population 
is just under 300,000. While Pathfinder is the controlling interest, several major 
players in the Hypercorp scene have invested in it, including Fa Jing, Ecologene and 
Starware. While a majority of the population is either indentures or workers under 
"homesteading" contracts, a small slice of the population is enterprising Extropian- 
leaning autonomists, who have utilized the easier access of the Fissure Gate to migrate 
to Veronica and open up many small businesses which thrive among the colonial 
population. This group often acts as a barrier or intermediary between the two major 
population groups on the planet. On the one hand, the large bulk of settlers from 
Pathfinder are "honest folk", who are simply trying to work either off an indenture 
contract or a pro-colonial agreement with Pathfinder to help expand Consortium 
influence and make a profit and a comfortable living — with handfuls of corporate 
overseers and management with what they feel are very "normal" concerns about 
long term profit and productivity. On the other side is a vocal and active minority of 
autonomist "dissidents". Working in philosophical opposition to many Consortium 
policies, they wish to increase liberty and autonomy and "free" Veronica from what 
they feel is a tyrannical influence. The streets of N ew Helium are alive with memetic 
warfare. Utilizing Extropian middlemen or darknet set ups, Autonomists run " pirate 
radio" networks which disseminate open source and uncensored news, and technical 
data, and operate "charitable institutions" to provide services which must normally be 
paid for. Meanwhile, Pathfinder runs a tight ship on security, which some may find 
oppressive has had genuinely positive results on crime and public safety. Their ads for 
jobs and colonial incentives fill the public AR Fog, trying to entice new workers and 
immigrants, and reminding the existing ones to have pride in their work. All of this 
comes with a more dangerous undercurrent. It is provable that the Fissure Gate has 
allowed unreputable, even antisocial or disreputable people through to Veronica from 
their side, and many rumors persist that they are deliberately exiling such people 
there. From both ends more militant anarchists in cooperation with Barsoomians 
appear to be smuggling in resources, equipment and personnel to stage strikes and 
uprisings among the indentures. And while Pathfinder has not allocated those 
resources, they are known to be in contact with Direct Action to place additional 
military-grade security on site. And then there is the final population of Veronica, 
groups of semi-nomads who live outside the dome or small surveying stations known 
as the "Squatters", autonomists who utilize relatively inexpensive, high utility 
synthmorphs such as Daityas and Synthtaurs to live off the grid and are known to 
harass colonial survey and security teams. 


Of most concern to political and intelligence entities is that if something hostile occurs 
on Veronica, if the political ramifications will spill out into the Solar System back 
home, or remain localized beyond the Gates... 
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68: Afterburner 


Tags: [combat drugs], [drugs] 


"Combat" drugs are an interesting subject, very useful substances with specific effects 
and dubious legality. Substances like Grin, Kick or Phlo (p. 319 EP) have a variety of 
uses despite unpleasant long-term effects and can generally be acquired without too 
much trouble, while only the most liberal habitats would allow M RDR or Bringlt to 
be distributed without a raised eyebrow. Generally, the most expensive and useful 
substances kick in fairly quickly, terminate shortly and tend to only affect one or two 
Specific areas of performance — which helps prevent immediate side effects. But 
transhumanity is constantly pushing that envelope, and have developed products 
which last longer and affect multiple aspects of physiology, but with more 
pronounced effects. 


Afterburner: Sometimes just "burner", this drug is a potent, long-lasting stimulant 
which improves neural connections, including reaction time and muscle control and 
response. It grants +5 SOM and +10 REF for its extended duration. H owever, this 
comes at the cost of some dissociative effects, granting a -10 to tests to recall the 
events of the drug's duration. Users of afterburner feel "warmed up" while on it due 
to slightly higher metabolism, and often act very direct, quick and straightforward. 
Long term users may find that memory damage becomes permanent, and the strain on 
the nervous system can cause permanent fine control damage, leading to -10 on all 
memory-related tests and -5 COO [M oderate] 


Afterburner is sold in single or small packages of injectors. In most "professional" 
sporting circles it is banned outright as a performance enhancing substance, but 
underground or unofficial groups often encourage a quick bout of 'Burner doping to 
make events more interesting. Urban legend has it that Afterburner was developed 
from components of modern jet fuel, but while it is possible some of those were used 
by its original engineers as bases, its chemical composition has no similarity to those 
substances — this may instead be a marketing move, as the main users of Afterburner 
are pilots and drone jockeys. It was originally developed Pre-Fall for military combat 
drone operators to improve performance, and with the amnesiac side-effects being a 
bonus to help alleviate mental stress. Hence the long lasting effects, ideal for long 
combat operations. 

Application: Inj 

Onset: 20 M inutes 

Duration: 16 Hours 

Addiction M odifier: +10 

Addiction Type: M ental 
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69: Isolation 


Tags: [exoplanets], [locations], [plot hooks] 


Isolation (M irror VII) 

Type: Rocky M oon 

Primary Star: M 5V (Red Dwarf) 

Satellite of: M irror (14 Earth M asses) 

Gravity: .02 g 

Diameter: 944 km 

Atmospheric Pressure: 0 atm 

Atmospheric Composition: N/A 

Surface Temperature (M ean): -222 C 

Day Length: 19.11 hours 

Orbital Period: 371 Days 

Gate Access: Carnivale Gate 

Notes: Small Number of System Bodies, Extreme Axial Tilt, Impressive N atural 
Terrain, Archaeological T races, R esources Available, Interesting Sky 


Isolation is another rocky moon, orbiting a Neptunian world far from it's primary 
star with minimal other bodies besides possible small planetoids in the system. It's 
cold, and airless, and has very little of note that can't be found "closer to home" as it 
were, though the surface and subsurface formations of ice and traces of metallics 
under the crust are certainly "valuable". It also has an interesting look at "Mirror", 
it's host planet which has a particularly high albedo and an interesting ring formation. 
Tidal forces and a few impacts have given Isolation some impressive impact basins 
and cliff or rise formations, which in turn form deposits of fleeting ice in their 
shadows. There are only two things which give Isolation any note in terms of Gate 
destination. One, it's only majorly notable Gate connection is to the scum exoplanet 
Carnivale, and two, the "Star Crypts". The first would not be so important in of 
itself, other than that some Gatecrashers on Carnivale found Isolation first. This let to 
an interesting movement which has begun settling small crowds on the moon. If 
Carnivale is the place where people go to party, where all kinds of things can be 
arranged with appropriate consent, Isolation is a place to go to "get away". Several 
more philosophically minded Scum have migrated to the moon and established 
something between a rehab clinic, a monastery and a business retreat in the rocky 
crags of the moon. If the stress of partying hard every day gets to you, or you feel out 
of connection with your inner self, or even if your fellow Scum think you might be 
hitting the sex and drugs a little too hard in a way which isn't good for your long- 
term mental state, you might end up on Isolation. Living in the growing clusters of 
habitation modules and pressurized caverns is simple, open and communal. Organized 
along many common anarchist lines, people here are encouraged to cleanse mind, 
body and spirit through a number of methods. Egos are not necessarily kept on 
Isolation against their will, but the Gate connections work on strict timetables 
arranged with Carnivale, so people often make the most of time they may accrue 
there, working on simple hobbies, doing basic work which is said to clear the mind, 

127 


enjoying conversation with other visitors and looking at the local landscape. In 
general, people find it very therapeutic to stay there even briefly, though the lack of 
mind-altering substances (at least which can't be grown in simple hydroponic 
planters) means a few people have some unfortunate detox periods. 


The other thing is the "Star Crypts". Found by a wandering "patient" of Isolation 
who was taking an exploratory stroll — they are an interesting archaeological question. 
They are a series of openings cut into a tall, rocky shelf or cliff, with a placement so 
that when the "night" of Isolation passes they are exposed to the minimal light 
reflected off Mirror at "planetrise". These openings resemble certain types of burials 
utilized on Earth, hence the term "crypt" even though no X enoarchaeologist can say 
for sure if it was a burial chamber. The openings are a little unusual for by normal 
transhuman standards; just over 2 meters tall, but under 1 meter across. They show 
no obvious tool marks and thus should have been made with very precision tools. The 
interiors have no distinguishing features other than a variable depth, at a minimum of 
2 meters, but usually closer to 10, and that the interior appear to have slight striations 
in the color in vague patterns which appear to be artificial, but are too subtle for 
transhumans to properly appreciate. Traditional geologic dating does not work in this 
sort of environment, and best guesses have a wide swing between 20,000 and 500,000 
years old. There are no other traces of who built these indentations, or how they 
accessed the cliff face to make them. It is also not known if the original body 
(containing a currently estimated 26 "crypts") is the only site, or if there are others, 
though some Xenoarchaeologists are planning on thoroughly surveying the moon. 
However, the fact that Isolation is two gate connections away, which are through 
some fairly "non-standard" environments has scientists moving slower than usual. 
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10: TITAN Traps v1 


Tags: [plot hooks], [threats], [TITAN s], [traps] 


BONE ASH 

Concealment: Only visible with nanodetectors 
Disarm: None 

Effect: 2d10 DV per action turn (ignoring armor) 


"Bone Ash" isa TITAN nanoplague which appeared late in the period of the Fall, and 
was detailed by some late-term evacuations or reports, and much more commonly 
seen by scavengers and Zone Runners in regions of TITAN attacks. This nanoswarm 
reacts with biological material, causing an exothermic reaction which rapidly 
carbonizes the tissue, turning it to ash and cinder. This results in brittle, hardened 
shells of ash or charcoal around any cybernetic implants the victim has. A biomorph 
or pod exposed to Bone Ash takes damage and any Wounds they take have a high 
chance of indicating a portion of the body has burned off. Damage continues until the 
morph is destroyed, though it can be stopped by removing the burning portion of the 
body or exposing the Bone Ash nanites to something which would harm them, such as 
an EMP or other intense radiation — and they are damaged by Nanophages or 
Guardian swarms as normal. A character who is going to come into contact with 
Bone Ash can roll M OX x10 to avoid it (or perhaps REFx3 if they are aware of what 
they are about to touch). Synthmorphs are not directly targeted by Bone Ash, but may 
take damage if they touch an active swarm (this DV is reduced by armor). Because 
this weapon leaves intact cyberbrains, cranial computers and cortical stacks, it is 
believed that TITANs use it for mass pacification, or to capture intelligence from 
scavengers — as the swarm is not fully airborne and is usually transmitted by contact 
with a victim. Bone Ash is particularly dangerous as it gathers energy from the 
reaction it causes, meaning it can lie dormant for months or years after claiming a 
victim. 


CRY BABY 

Concealment: -10 

Disarm: H ardware: Electronics, 1 Action Turn 

Effect: 1d10/2 SV, more if imitating a person the target knows personally 


The crybaby isn't a proper trap, but more of a lure to a more deadly or insidious trap. 
The principle is sound, but wasn't ever used in a large scale until the Fall — use of 
sound or other forms of communication to attract new victims. Early crybaby systems 
were fairly simplistic; they made sounds of domestic animals, small children or even 
adult humans in distress to draw in others nearby. But, over the course of the Fall and 
contact with TITAN facilities since, this system has evolved. M ost commonly, crybaby 
systems are invested with weak Al who can gather small amounts of intelligence and 
adjust their patterns — they will gather data on nearby targets and tailor their 
responses for maximum effect, even impersonating people a target knows if they can 
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identify them. Some can even falsify mesh communication. A person who is lured in 
may even be targeted by a digital version of the Exsurgent Virus, but more commonly 
Crybabies are paired with other conventional booby-traps. The onboard AI version 
comes with relevant social skills at 40, Academics: Psychology 80 and Perception, 
Interfacing and InfoSec of 40. It's quite telling that many Exhuman predator clades 
have started using their own versions of the Crybaby tactic since the Fall. 


DRAGON'STEETH 

Concealment: 0 

Disarm: None 

Effect: 1 DV (ignoring armor) to touch/2d10+2 DV AP -4 falling or running, Fray to 
avoid further damage 


The Dragon's Teeth are a dangerous TITAN area denial weapon. Normally, they have 
an almost "lightning bolt" shape, with two mirrored wedge-shaped blades up to a 
meter in length on a "side" — but more commonly only one half is seen as they tend to 
be embedded in the ground or objects. Dragon's Teeth are notoriously hard to 
examine, because they are effectively fractal blades, the interior structure is made of a 
TITAN smart material with effectively infinitely nests monomolecular blades which 
can extend at any angle or direction from the main "tooth". Damage is minor (but 
guaranteed) on contact as the teeth "bite" or scrape, but serious damage is inflicted if 
one falls into them, or is pushed. The victim must make a Fray test to remove 
themselves or take the damage a second time as the blades further unfold in their 
body. A third test means the tooth fully "blooms" filling a majority of the victim's 
body with it's unfurled blades — all that remains is a MOXx10 test to see if their 
Cortical Stack is shredded as well. Luckily, Dragon's Teeth are fairly recognizable, 
and relatively fragile if attacked (though melee is not recommended), having an AV of 
10 and a DUR of 20 per tooth. 


FALSE DOORS/FLOORS 

Concealment: -30 

Disarm: H ardware: Electronics/Industrial, 10 Action Turns 

Effect: Characters will fall through false floors, taking damage accordingly/C haracters 
who run into a false door may take impact damage 


False Doors or Floors are not an exclusively TITAN tactic, but their advanced 
technology and capabilities with holograms, metamaterials and even Basilisk Hacks 
mean they do them some of the best in the business. Similar to the practice 
of Invisible Doors (p. 164 Panopticon) a false door or floor utilizes chameleonic or 
metamaterials, or HD holograms to generate the false image of a door or floor space 
which is not really there. Doors are the rarer version of this tactic, usually used as a 
security measure or herding tactic in some facilities subverted by TITANs, to make 
people think there is an exit when in reality there is a dead end. False Floors, on the 
other hand, are often paired with other traps or even created by some TITAN made 
bots or other hostiles to hide under. Visually, a False Door or Floor is impossible to 
detect without physically contacting it. However, use of Radar, X -Rays or T-rays can 

130 


detect that a door is actually a wall, or a floor is not present without too much 
trouble. Another conventional tactic if one is not sure is to utilize water, sand or some 
other function (like cheap Dust Repellant) to make physical material contact the area 
in question. This will cause minute disruptions in holograms, and reveal a passage is 
not actually there. 


FRACTAL SNOW 

Concealment: Only visible with nanodetectors 

Disarm: None 

Effect: Reduced visibility, contaminated atmosphere, possible 1-1d10/2 DV 


Fractal Snow is not properly a "trap", though it can be artificially induced as an area 
denial or suppression tactic. Rather, this phenomenon occurs when weather- 
maintenance nanotech or utility fog goes awry, either being directly subverted by 
TITANs or just left to its own devices too long. Instead of forming snow from ice 
crystals, the system artificially forms crystals using ceramic or metallic compounds, 
which snow much heavier and faster than normal. This presents a number of 
difficulties. First, this snow not only inhibits visibility, but may damage sensor and 
radio range, presenting -10 to -30 penalties to visibility, and reducing the range of 
radio transmission by half. The second is that breathing in these sharp crystals can be 
harmful or distracting, presenting a -10 to -30 to all actions as if from contaminated 
atmosphere, and if the snow is particularly intense or the morph is breathing hard, 
may suffer 1 DV per action turn (ignoring armor) while they are in it. Fierce winds 
might also blow the fractal snow hard enough to abrade or harm exposed areas of 
morphs, inflicting 1d10/2 DV per Action Turn. Under close examination, these 
microscopic crystals often have bizarre or alien structures of fractal patterns. 


FREEZERBURN 

Concealment: Only visible with nanodetectors 

Disarm: None 

Effect: 1d10+5 DV per action turn or -10 to all actions for 10 minutes 


This nanoplague, also sometimes called "Ice-9" is an inverse of the "Bone Ash" 
weapon. It generates a technically endothermic reaction, artificially removing energy 
from water to force it to form ice crystals. Luckily, unlike the sci-fi it's secondary 
name comes from, Freezerburn seems to only react with water in living tissue, through 
some means of identifying we are not sure of. It has frozen over small bodies of water 
with large presences of algae or other plants, however. Ultimately this effect causes 
extreme pain and tissue damage, resembling frostbite into extreme necrosis. Unlike 
Bone Ash, however, Freezerburn is slightly more manageable, as the body has natural 
ways to try and protect itself from being cold. Exposure to Freezerburn triggers an 
opposed test of SOM x2 (+10 with M edichines, +30 with N anophages) vs the plague's 
Infection Rating (which normally should be 50-60, but a GM may adjust). Failure 
means the plague takes hold, and the morph begins damage. Wounds may indicate 
permanent damage which cannot be naturally healed and requires advanced medicine 
to fix. At GM's discretion, Temperature Tolerance implants may halve this damage. 
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Passing the test still means the morph suffers some negative effects, taking -10 to all 
actions for 10 minutes, minus 1 minute for each full 10 M oS. Once infected, like Bone 
Ash the only way to remove the infection is to remove the infected tissue or damage 
the nanoswarm directly. 


FUGUE FOG 

Concealment: 0 

Disarm: None 

Effect: -10 SOM and DUR whilein the fog 


Similar to the phenomena known as "Blue Fade" (p. 8 Zone Stalkers), this is an 
unusual, greyish-white fog which clings to the ground even in conditions which do not 
normally form fog. Analysis of this fog is limited, but it appears to contain minute 
microbes. Unlike Airborne Feed, Fugue Fog does not seem to react with reagents 
directly and the fog is visually opaque and thus prevents LIDAR, but is not picked up 
by radar, chem sniffers or nanodetectors. The fog has a simple effect, all morphs 
which physically pass through it (including Pods and Synthmorphs) immediately take 
the -10 penalty so long as they are within the fog. A character reduced to 0 SOM this 
way collapses and cannot move under their own strength, and a character reduced to 
0 DUR passes out as normal. No one is sure of long-term effects of Fugue Fog 
exposure, but it does seem to make victims more tired than they were, possibly 
requiring more sleep in the aftermath. Asyncs are unaffected by the Fog, and may in 
fact feel more alert and refreshed while passing through it. 


SMART RAZORWIRE 

Concealment: -10 

Disarm: SOM x3 -20, 1 Action Turn 

Effect: 3d10 DV -8 AP per turn, 30% chance a Wound removes a limb, can't move 


"Smart" Razorwire was originally a transhuman area denial and perimeter defense 
mechanism, similar even to Smart M ines (p. 138 X-R/sks) which was subverted and 
even made better by the TITAN s. The normal form is of a shape-adjusting wire which 
is edged or flanged with sharp blades, which approach a single molecule, making them 
very sharp. If a character comes into contact with the wire, it automatically stretches 
and coils around them, preventing them from escaping and inflicting the associated 
damage. It is a SOMx3 test with a -20 to break the wire and escape. This 
conventional wire is usually strung atop fences or other barriers, or rarely trails along 
the ground as a particularly nasty tripowire. The TITAN variant is more insidious, as it 
is directly attached to a device similar to a spindle, a spool generator which gradually 
extract complex webs and lines of the material in non-standard patterns to entrap 
those who approach. N ot only does this variation heal damage to the lines over time, 
but it may be equipped with wireless capability to signal when it traps someone. The 
razorwire "hub" has a DUR of 20 and an AV of 3. 
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7: Unbreakable 


Tags: [drugs], [recreational drugs] 


Recreational drugs are an interesting, sometimes obscure market. People who just 
want to relax and get away from things tend to hit Orbital Hash (p. 320 FP). People 
who want to be down, to experience an ephemeral passing feeling can hit Mono No 
Aware (p. 320 FP). Petals (p. 322 EP) and Buzz (p. 320 EP) are the drugs of choice 
for people who really want to escape a desperate reality through some all- 
encompassing experience. And M onochromeis an unusual drug which gives a brief 
bout of happiness, a good counter to people who feel down. But for people who really 
want a pick-me-up, you should see about buying some Unbreakable 


Unbreakable: Normally sold in patches, Unbreakable is a mixture of natural 
compounds and genetically enhanced hormones designed to give one a boost of 
confidence and euphoria. While it takes a while to kick in, the patch will slowly work 
in the drug over a long period of time. Users feel "invincible" or "unstoppable", full 
of confidence and extremely happy or "up" for the duration, though it has no other 
pronounced effects. A GM may allow bonuses for certain tests while on this drug. 
Unbreakable has long-term health effects, causing consistent damage to biology which 
imposes a -30 penalty to all tests when not on the drug for long term users. [Low] 


Unbreakable is popular in certain markets of people who tend to be of lower 
economic standing. It makes the user feel good about themselves and anything really, 
ideal for all kinds of situations with work or socializing. Street gangs often pass out 
Unbreakable to new members — not only does it assuage fears of anxiety to do deeds 
they may require, but the long-term hook is a way to "retain" membership. It's fairly 
tame effects mean that Unbreakable is not common in "hardcore" drug users or more 
wealthy clientele who can afford more exotic experiences. 


Type: Bio 

Application: D 

Onset: 2 Hours 
Duration: 24 Hours 
Addiction M odifier: +10 
Addiction T ype: Physical 
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72: Particle Bolt Weapons 


Tags: [beam weapons], [weapons] 


The Particle Beam Bolter (p. 330 FP) is a fairly solid beam weapon, firing invisible 
particles at near C velocities. While functioning as a beam, the Bolter transfers kinetic 
energy well, creating ruptures, small explosions or superheating at the target to inflict 
damage, which is not disrupted by atmospheric conditions like laser weapons, nor 
limited by "blooming" or temperature differential like a plasma weapon. Because of 
this utility, while not having quite the same damage output they area popular weapon 
among those who utilize energy weapons. As such, some common variants have 
appeared. 


Particle Bolt Pistol: Based on the Particle Beam Bolter, this takes the weapon from a 
riflesized weapon to a pistol-sized, capable of being used one handed and concealed. 
Because of this reduced size, it has smaller battery storage, and smaller capacitors, 
which means it fires with slightly less energy, has less effective range, and doesn't last 
as long, but as a consolation, it can be made with less materials, rendering it less 
expensive. Like the regular bolter, it must be set for either atmospheric or 
exoatmospheric (vacuum) operation and will not function in the opposite 
environment, though it only takes a Complex Action to switch. [M oderate] 

AP -2 2d10+2 DV SA Ammo 25 

0-15 16-50 51-75 76-150 


Particle Bolt Repeater: Designed for use in close quarters, this variant of the Beam 
Bolter is slightly smaller, like a carbine or SMG, and built slightly thicker. This is 
because it uses high-power batteries and rapid charging capacitation in order to allow 
the particle weapon to fire in burst or fully automatic fire, similar to kinetic weapons. 
This makes it much more complex and expensive to produce, and with slightly less 
power in each individual shot, but the rate of fire may make it much more effective in 
tight quarters. Like the regular bolter, it must be set for either atmospheric or 
exoatmospheric (vacuum) operation and will not function in the opposite 
environment, though it only takes a Complex Action to switch. [Expensive] 

AP -2 2d10+3 DV SA/BF/FA Ammo 40 

0-15 16-50 51-75 76-150 
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73: Emmerich's World 


Tags: [exoplanets], [locations], [plot hooks] 


Emmerich's World 

Type: Terrestrial Jovian M oon 

Primary Star: K6V (Orange dwarf) 

Secondary Star: M 7V (Red dwarf) 

Tertiary Star: sdL9 (Red-Brown dwarf) 

Satellite of: Anchorhead (9 Jupiter M asses) 

Gravity: 1.25 g 

Diameter: 17,796 

Atmospheric Pressure: .4 atm 

Atmospheric Composition: 71% Nitrogen, 18% Oxygen, trace other gasses 

Surface Temperature (M ean): 22 C 

Day Length: 24.9 Hours 

Orbital Period: 45 Days 

Gate Access: Fissure Gate, N ihilus Gate 

Notes: Significant Lagrange Point Bodies, Planetary Ring, Frequent Natural 
Phenomena, Alien Life (Microbes and Fungus), Advanced Alien Artifact (Case 
WETWARE AUTOMATA) 


Emmerich's World in an interesting case in a lot of little ways. First, it is an almost 
Earth-sized moon in orbit around a super jovian planet. While its atmosphere is too 
thin and gravity too high for unmodified transhumans to survive normally, it is 
otherwise a fairly personable world with a decent temperature which has an orbit 
around what is technically a trinary system, with a rare T-type "red-brown" star as 
the third companion. It's also been observed that this star system has a large volume 
of asteroids or even dwarf planetoids in its lagrange points (Trojans) trailing the 
Jovian, hence it's name "Anchorhead". Second point of interest is that Emmerich's 
World has a breathtaking sky, both from Anchorhead's visible ring activity and the 
frequent auroras caused by a variety of radiation interactions. The last is that 
Emmerich's World is host to a variety of primitive microbes and fungal creatures, 
many of the latter produce mycotoxins which have a number of interesting effects on 
transhuman biology, from narcotic to hallucinogenic. Biohackers and growers can 
further adjust these principles. Eager to see a second Carnivale, Emmerich's World has 
been settled into a loose Autonomist city called "Neon Night" a short jump from the 
Gate where cycles of curious Scum and a variety of Anarchist "science nerds" of 
multiple stripes conduct experiments of many varieties. Neon Night is a veritable 
"hobby city", with every resident tending to pursue his or her own personal 
predilections with delight, from astronomy nerds to the pharmacists experimenting 
with fungi, to everywhere in between. Its renown has caused other hobbyists to move 
in, Causing growing cottage industry in exotic cybernetics, chemistry and even arts. 
Due to the open source nature of everything in Neon Night City, there are also a 
number of visitors from Inner System polities looking for valuable research to 
monetize back in the System. Hobbyism has led to a weird mish-mash of cultures, 
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mostly with architecture which reflects high levels of "neon" lighting or is made to 
resemble mushrooms, and a combination of Otaku cultures from the northern 
seaboards of the North America, with English, French and Dutch the most common 
languages, though hearing J apanese is not unheard of. The Emmerich Gate links to a 
region of stone columns or spires which are covered in native lichens. 


[Sidebar] Emmerich's Second Gate — Case WETWARE AUTOMATA 
Operation NECRONOMICON eyes only 


It turns out Emmerich's World doesn't have just one gate. It's second gate is located 
roughly antipode to the first, and connects to the gate on Nihilus. But, Pathfinder has 
no official record of such a connection, and the Emmerich-N thilus link is blacklisted 
from the latter end. They don't even have a name for the address, just a serial number. 
Because of this, it took Firewall a long time to make the connection. As far as we can 
tell, some UM ars guys were poking around in Nihilus' library to find a likely source 
for the "Diggers", and came across Emmerich's World. What happened to that team 
must have freaked them out a lot, because it went all the way up Pathfinder's 
grapevine to we presume Project OZM A. Intercepted communiques indicate OZM A 
poked the bear too, but decided to sit on it and block the address. Why exactly, we're 
not sure. Maybe they poked too hard and it burned them, maybe they know 
something we don't... maybe the Scum just set up shop on the far side of the planet 
and they decided making a big fuss would just make it worse. Either way, we have no 
record of further investigations from that angle, just some scattered descriptions that 
turned NECRONOMICON servers on to this idea. So we sent some Sentinels out to 
hike over from Neon Night City and check it out. The second Gate (why we say 
"second" should become apparent in a moment) is located on top of a reddish-black 
artificial structure which can only be described as a pyramid and a triple-helix had a 
baby. The base is just under 250 meters in length and its tips reach over 180 meters in 
height, bigger than the old Great Pyramid. It also has an extensive underground 
component, meaning it's exact cubic volume isn't known. The composition of the 
Pyramid seems to be a mixture of metallic polymers and fullerened carbon, making a 
tough shell which works like a faraday shield. Its surface is completely undetailed, 
too. But that's not the freakiest thing. 


Case WETWARE AUTOMATA is a strange object which is described as a 
"monolith" or "marker" stone in the decrypted communiques, and is a vaguely 
serpentine object of a dull reddish coloring which stands about 3.3 meters in height. It 
sits on a small plinth in the dead center of its pyramid, which is a giant open space 
which appears lit by no known source. The WETWARE AUTOMATA object is 
warm, appearing to emit heat at a steady 38 C, and is completely opaque to all sensor 
systems, and confused the fuck out of any attempt of composition analysis via the 
backscatter. It's completely hydrophobic, all liquids slide off it without interacting in 
anyway, and we can't be sure of its exact weight, other than "very heavy". It has yet 
to be scratched by exposure to lasers, flamethrowers, antipersonnel and anti-armor 
rounds and a diamond axe. It's also been universally said by all who examined it to be 
"unpleasant" to look at. Of course, the real freak show is that any sapient being 
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which gets too close to the object immediately begins to develop a fixation on 
repeated minor tasks and trivial matters which basically renders them 
"nonfunctional" by normal circumstances, unable to actually work on meaningful 
objectives. They'll continue to do whatever thing they decide to focus on until they 
pass out or die. This applies to both biological and cyberbrains, to humans, uplifts 
and infolife and even seems to affect infomorphs in conventional emulation software. 
It does not, however, affect ALI, pruned forks or smart animals. Trial and error has 
also concluded it can't affect Transhumans through faraday suits, analog or otherwise 
degraded sensory feeds, or through certain kinds of teleoperation of drones. As far as 
we can tell it's some kind of Basilisk Hack system, possibly doing EM interference 
with brains, but we've yet to find a type of sensor which can detect any meaningful 
activity inside the pyramid complex. Firewall has yet to elect to send an Async 
Specialist close to the object, despite several requests from more pragmatic members of 
the case team. 


The fact that the autonomist colony at the opposite gate is known as a "hobbyist's 
paradise" where they fixate on non-essential tasks is not lost on the team. It is but one 
of several questions we have. Since we can't date the object, all we know is that the 
pyramid is not of TITAN origin, rough dating puts it somewhere between 50,000 and 
100,000 years old. If it was made to contain the object, or the object was made after 
is unknown. It's also interesting that the Gate is positioned prominently on top of the 
structure, obviously the builders were able to reposition it. But there are no other 
visible structures like it on Emmerich's World. There's also some interest if this 
" obsessive-compulsive’ behavior has anything to do with the methodical mining out 
of Nihilus by "Diggers". We're unsure of its purpose or exact nature, other than that 
it was obviously built to last. There's also some wonder if it might be a variable object 
which can be interacted with somehow, possibly with interface elements on the plinth. 
This could mean it's output could be fine-tuned, and the current one is just some kind 
of area denial mode. Firewall's primary concern other than just figuring out what it's 
deal is is to move or contain the object before the locals decide to hike out here. 
Theoretically a covering could be engineered which would contain WETWORK 
AUTOMATA, but it wouldn't be as tough as the pyramid, and moving it has not gone 
well. A puppeted Daitya tried to lift it and practically tore an arm off. It's suspected 
there may be technology similar to the Fixors (which date to around 900,000 years 
ago) which holds it in place, which would probably mean a very complex system to 
generate a lot of force. One advantage is that all of the material seems to be made out 
of conventional matter, so four antimatter grenades have been rigged around the 
object in a cross pattern, with optimal shaping that if the failsafe is triggered the 
monolith, it's plinth and a good chunk of the pyramid itself. Some have argued for 
just a singular wide device to evaporate the pyramid and the rest of the area around it, 
but given how obstinate the object is nobody wants to take any bets on a wide 
dispersal. Either way, blowing the failsafe will cause a heap of conspiracy theories in 
the future, so here's hoping we can figure out how to move the damned thing. W hat 
bugs me the most though is if there are other structures on Emmerich's World which 
might have similar properties. Worse, what if there's vaults full of these devices in a 
"disarmed" state out there? 


-Armitage, Firewall Crow 
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74: Butterfly 


Tags: [drugs], [social drugs] 


Butterfly: This drug is a social enhancer, designed to make people more extroverted 
and able to connect with others, as well as generally more pleasant to be around. It 
improves one's ability to socialize by making one feel more open and able to 
communicate even simplistic or empty facts about oneself. Consumed as a small, 
butterfly-shaped chewable, this drug grants a +20 to all Networking tests for the 
duration it lasts, but causes the character to be inappropriately happy or upbeat — 
prone to inane gossip or conversation. The user must make a WILXx3 test to discuss 
serious subjects. Long term users may be prone to laughing fits or lack of focus, and 
tend to develop wrinkles from frequent smiling. [Low] 


Butterfly is more common than say, DCV, due to that drug's slightly more niche 
marketing, but isn't quite as common as Alpha or Hither (p. 320-21 EP) for parties 
and social engagements. Butterfly users (Who sometimes call themselves 
"caterpillars" ) are either normally introverted people, or by people who feel they need 
to be supremely good at finding and talking to people, usually at social engagements. 
Due to its effect on social communication, Butterfly abuse is extremely common in the 
Anarchist habs of the Outer System, where socialization and reputation are key. Too 
much Butterfly can wrap around and result in a rep loss, however, as it tends to make 
users come across as insufferable. Some people even form "butterfly parties" or 
"metamorphosis" parties where everyone takes Butterfly (often in combination with 
other substances) to become very extroverted, and meet lots of people and learn about 
them or connect with them. 


Application: O 

Onset: 3 Action Turns 
Duration: 1 Hour 
Addiction M odifier: +0 
Addiction T ype: Physical 
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75; Beam Snipers 


Tags: [beam weapons], [weapons] 


Beam Weapons, and directed energy weapons in general, are known having some 
difficulties with maximum range, especially compared to kinetic projectiles. Lasers, 
being visible light, are obscured or disrupted by atmospheric conditions, and basically 
have no penetration due to the fact that the damage done to the target almost always 
prevents laser damage from affecting a target beyond the surface layer. Plasma 
weapons are devastatingly strong, but heavy and with high power consumption — and 
at range the intense temperature difference causes a thermal blooming effect which 
rapidly cools plasma outside of its magnetic containment. Particle Beam weapons are 
Slightly better in this regard, as they transfer mostly kinetic energy, though they need 
to be adapted to in or out of atmosphere use. However, through applications of 
technology (and at cost), some long-range variants of classic beam weapons do exist. 


M arksman Laser: This rifle-sized laser weapon resembles a traditional long rifle, with 
sturdy construction and a long "barrel". This is actually additional blocks of focusing 
medium and laser pumps, which when combined with more potent draw on the 
battery allows the laser to build up a much stronger pulse when fired, which allows it 
to remain coherent at slightly longer ranges (though still not through certain weather 
and atmosphere effects) and actually delivers enough power for the beam to penetrate 
light layers of armor before being disrupted. This still doesn't offer as much power as 
many actual marksman or sniper weapons, but is useful as a precision laser tool by 
certain specialists. [H igh] 


AP -3 2d10+2 DV SA Ammo 50 
0-45 46-150 151-225 226-375 


Plasma Lance: This alternate Plasma Rifle(p. 339 EP) is even larger and bulkier, as it 
features a longer magnetic containment area and more powerful magnetic pinch to 
draw, contain and project plasma in a more coherent beam at the target. While 
overkill for most things, some prefer the added range and power when dealing with 
high-risk threats, such as xenotech or TITAN remnants. While even less energy 
efficient than a normal plasma rifle it does have the increased effective range, and the 
extra force means it offers excellent penetration for a DEW. Like a regular plasma 
rifle, the Plasma Lance will set the target On Fire with an Excellent Success, but also 
has poor heat transmission in vacuum, requiring 1 full turn of cooling after being fired 
twice. [Expensive (M inimum 30,000)] 


AP -11 3d10+22 DV SA Ammo 5 
0-30 31-75 76-150 151-450 
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76; Explosives 


Tags: [demolitions], [nanotoxins], [traps], [weapons] 


Explosives in Eclipse Phase are fairly straightforward. Grenades and Seekers (p. 
340 EP) address most forms of weaponized explosives you would utilize in most 
combat situations. X -Risks expands this to cover Mines (p. 182 X-Risks) as a trap, 
with basic functions identical to grenades. Superthermite Charges (p. 330 FP) area 
demolitions tool utilizing nanofabrication to produce prebuilt, stable charges with 
high heat and force. While not outright explosive, Liquid Thermite and Scrapper's 
Gel (p. 323 FP) are valid substitutes for demolition needs, but these reactive 
substances take some set up to use. Below is a list of some different kinds of explosive 
devices with a variety of uses which should be compatible with the normal rules and 
Demolitions skill. 


AP MINES 


Anti-Personnel mines have been fairly standard security measures for quite some time. 
The modern device uses either a wireless detonator or a basic proximity, and are pre- 
shaped, operating similar to fragmentation grenades. They have a couple 
manufacturers, most common with names like "Flamberge’, "Broadsword" or 
"M ONDO-100". AP Mines are easily set with just a Demolitions check, and when 
triggered deal 6d10+12 DV with an AP of -4 directly in front, with damage outside of 
the forward cone being reduced by 1/3, in addition to normal reduction for distance. 
AP M ines are small (-10 to Perception to detect), but using IR or radar sensors to trip 
proximity may make them visible through other means. [H igh] 


COOKIE CUTTER 


"Cookie Cutter" really resembles more a nanotoxin than a conventional explosive, 
but does in fact, explode. This dosage of nanotech assembles minute amounts of high 
explosives from onboard molecules as it distributes around the body, creating 
subdermal explosives. It was originally developed Pre-Fall for Law Enforcement of 
persons with dangerous cybernetic implants. Usually injected by capsule rounds, 
Cookie Cutter requires an Action Turn to distribute to a per-programmed location in 
the subject's body (usually controlled via Smartlink), where it will then distribute itself 
and make explosives in the targeted region. A common tactic also is to have it encircle 
the neck below the line of the cortical stack, making a clean cut which keeps the stack 
(and possibly cyberbrain) intact while separating it from the body. When detonated 
(either on a timer or remote trigger), Cookie Cutter deals enough DV to inflict 2 
Wounds (ignoring armor), and the victim must make a SOM x2 test. If they fail, the 
Cookie Cutter was able to distribute sufficiently to cripple or amputate the targeted 
limb. Multiple doses of Cookie Cutter stack, and the nanites remain active for 24 
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hours before becoming inert. Has several names on the street, like "Hangman", 
"Axecop" or "Black Hood". [High] 

Type: N ano 

Application: D, Inj 

Onset: 2 Action Turns 

Duration: 24 Hours 


DEMO CABLE 


A relative of much simpler "detcord", Demo Cable comes in the form of a self- 
generating reel similar to a Spindle (p. 333 EP), though much slower due to the larger 
size and complexity. Used for its stability, flexibility and steady rate of explosion, 
Demo cable is very common in scavenging and construction. It extrudes at a rate of 
about 15 CM a second, or about 9 meters in a minute. It can extrude about a 
maximum of 1 km of cable, and the battery runs for about 1,000 hours. While the 
generator can extrude in a continuous line or cut to length, Demo-cable is usually 
rated in lengths of 1 meter at a time. Demo cable requires a blasting cap or some other 
kind of external device (usually produced by the reel, but can be rigged otherwise) to 
detonate, and so is usually not a combat weapon. However, it does deal 2d10+10 DV 
per meter to any object in its immediate vicinity when set off (which requires no 
check), and this blast can be tamped down or shaped to do x3 DV in a specific 
direction. [M oderate] 


FOUGASSE 


A fougasse technically isn't an explosive in of itself, but rather a medieval term for an 
improvised mortar, which is now still used as term for this sort of improvised 
explosive device. The original fougasse was hollowed into rock or stone, but they can 
also be made from lengths of pipe or tubing. These most commonly see use on 
moonlets or on Mars as a weapon of terrorism or area denial. A Fougasse can be 
rigged with any kind of shrapnel, smaller explosives, or even incendiary compounds. 
No two fougasse need be exactly alike. In general, assembling a fougasse falls under 
the rules for demolitions covered on page 197 of Eclipse Phase but with a couple of 
notations. While assembling and "arming" it is still a Demolitions check to make and 
set the explosives, the actual device itself and its raw materials can be gathered with a 
Task Action of 30 minutes to 1 hour (GM's discretion based on conditions and tools 
available) with a Scrounging Test. Excellent or Critical Successes on this scrounging 
test can offer bonuses to the Demolitions test to set up for higher quality materials, or 
add bonus damage, AP or other effects (such as setting a target On Fire). Otherwise, 
arming it should be a Demolitions task action of 1 Hour, and deals 3d10 DV 
(consider the device already shaped) when fired. Traditionally, a fougasse is ignited 
with a long, slow-burning fuse, but they can be rigged with timers or remote 
detonators without trouble. 
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PLASM A CHARGE 


While not as effective as tactical weapons (tacnukes or antimatter grenades), the 
Plasma Charge was developed as an enlarged Plasmaburst device to clear buildings 
and damage weak structures, but won't breach the hull of a habitat. During and after 
the Fall, Plasma Charges became fairly standard (if somewhat bulky and expensive) 
equipment in order to clear areas of potentially dangerous nanotech or TITAN 
infection vectors, as the heat wave does significant damage to nanoswarms. N otably, 
during the early days of the Planetary Consortium, Plasma Charges have also been 
utilized to clear "squatters" from habitats which transferred ownership. Typical 
charges are blocks about 30 cm on a side and 10 cm tall. While multiple charges can 
be linked together, their nature makes it incredibly difficult to shape them like one 
would a Superthermite charge. A Plasma Charge deals 6d10+20 DV, with an Armor 
Penetration of 8. [Expensive] 


PLASTIQUE 


Plastic Explosives come in a variety of compositions, styles and names. M odern 
explosives us sophisticated fabrication to produce the most "bang" for your buck, and 
are generally considered more flexible and effective than Superthermite, though 
individually they have slightly less yield. Plastic explosives have a texture and 
pliability similar to modelling clay, and can be shaped in any way, and moulded to fit 
any location. This grants the user a +20 bonus on Demolitions checks to shape them, 
or place them on weak points of a structure. Plastique can only be detonated via 
electronic detonators which they are bundled with, and are activated via encrypted 
wireless. Individual "bricks" of Plastique weight about 1 kg and deal 2d10 DV, but 
individual bricks can easily be stacked for cumulative damage. [M oderate] 


SPRAY EXPLOSIVE 


An alternative to plastic explosives, this type of device was developed by the US 
Military shortly before the Fall, and many variants are now known to multiple 
military forces. Also called "Sticky Bombs", "Foaming Explosive" or "Comp-D", this 
container has an explosive mixed with an aerosolizer, which produces a spray of 
quick-hardening foam similar to a Freezer. The foam is premixed with an electrical 
line to act as a detonator, and it can be applied at ranges of up to 5 meters. A canister 
of Spray Explosive holds about 8 standard uses, which in total can cover one Large 
Sized morph or vehicle, or about 8 medium sized objects (morphs) at least on one 
facing or side. Spray Explosive isn't very harmful in single uses, dealing 1d10 DV to 
the immediate vicinity (which is cumulative), but it has two useful properties, besides 
the range and utility of the spray. Firstly, any object it is adhered to takes x2 DV 
(which becomes x4 if a Demolitions test is used to place it on a weak point), and the 
spray itself does not require a Demolitions test to use, only to rig properly. It can be 
improvised as a weapon using Spray Weapons at -20, but it only has a range of about 
5 meters, and the target may attempt a full Fray to avoid it — and even if they are 
caught, the user would also bein the immediate blast radius. [M oderate] 
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TACTICAL NUCLEAR WEAPONS 


Due to advanced manufacturing techniques, the smallest modern tactical nuclear 
weapon is roughly the size and shape of an overinflated american football. These 
devices were used commonly during the Fall to deter TITAN attacks (or other 
Transhumans) and even now their high yield makes them useful in certain conditions 
to clear small areas and these devices are less expensive and easier to move 
than Antimatter Grenades (p. 179 Firewa//) though illegal in many polities still. 
Typically, modern tacnukes have quantum encrypted detonators, or small QE comm 
linked for remote detonation. When detonated, anything inside a 20-meter radius that 
does not have a cumulative DUR +Energy Armor of 200 or more is vaporized, and 
even stronger items take severe damage. In atmosphere, at up to 60 meters there is an 
intense pressure wave. Unprotected biomorphs will almost assuredly be killed, and 
structures weaker than M etallic Glass will be destroyed or suffer critical damage. At 
up to 120 meters, the blast wave is reduced, most biomorphs will receive enough 
damage to be incapacitated, and structures and objects made of materials like 
Polymers, Wood or Transparent Alumina will be destroyed or severely damaged. 150 
meters is the rough thermal radiation radius, which applies even in vacuum. 
Unprotected biomorphs will suffer severe burns, probably be incapacitated or severely 
injured, and flammable objects can be set on fire in proper conditions. 450 meters is 
the effective and immediate particle radiation radius, where unshielded biomorphs 
will suffer the effects of radiation poisoning (p. 201 EP). If in Atmosphere, this is also 
the effective radius of the EM P effect the weapon generates. Effects on Synthmorphs 
are up to the GM to determine, but many will still experience high amounts of 
damage or other complications. [GM 's Discretion] 


THERMITE TAPE/STRIPS 


An alternative to liquid thermite for demolition or scavenging purposes, mainly 
developed for microgravity where liquids are difficult to use, or for situations with 
possible risk of ignition. Sold in rolls similar to Grip Tape, Thermite Tape or strips, 
can be applied to almost any surface, and is made with similar materials to 
Superthermite charges. H owever, it does not properly "explode" with force, making it 
a more ideal precision tool. The tape can be set to detonate with an electrical contact 
which is shielded in the core of the strip, and only exposed when part of the tape is 
set. When activated, it deals 2d10+5 DV to anything it is touching for 3 Action Turns, 
and will start a small fire in the right environment. This damage is reduced by Armor, 
but it reduces the AV of the targeted object by the amount of damage done until it is 
repaired. [M oderate] 


143 


11: Constructor Truck 


Tags: [groundcraft], [vehicles] 


Constructor Truck 


Once a sight common on big projects on M ars, the Constructor Truck is now more 
common on Exoplanet colonies. This vehicle has more in common with Cargo 
Haulers than a Crasher Truck, however, being large rugged trucks with smart 
material wheels. However, they do not possess the traditional flatbed or container 
section of a hauler, but instead have a modular rear section behind the cab, which can 
be adjusted to suit the needs of a certain project. They are powered by nuclear 
batteries for an extended lifespan, and their four-man cabs are pressurized and 
environmentally maintained — and include stations to operate several features of the 
vehicle. The exact features of a Constructor Truck often vary based on the jobs it is 
attached to, but several features are common. This includes modular internal storage 
containers and external storage racks for raw materials, a top-mounted manipulator 
arm with a modular end which can double as a variety of tools and can lift over 500 
kg at a time (more if the Truck is anchored properly), wired and wireless recharging 
stations, racks for a multitude of drones (including the ability to carry up to two 
Dwarf bots), storage of a wide variety of tools and instructional materials — equivalent 
to a Tool Shop and an external onboard Cornucopia M achine. Internal computers 
have access to a plethora of information, from basic tool and material blueprints to 
academic information, to professional instruction on a variety of jobs. While they can 
be fully automated, many groups prefer at least one transhuman crewmember to 
oversee and secure the vehicle. Common variants and additions include small, non- 
nanotech facilities to produce water, oxygen or other basic elements, nanoswarm 
hives, passenger racks for Hard Suits or exoskeletons or more sophisticated sensor 
Suites for surveying jobs. Enhancements: Telescoping Limb (Manipulator Arm), 
H eadlights, Radio Booster, Radar [Expensive (40,000 +)] 


M inesweeper Variant 


This mod to the Constructor was developed after the Fall to clear areas of potential 
TITAN activity, or human weapon deployment against the TITANs. While the 
Consortium and Tharsis league stand by the TQZ, rare Exoplanets which see signs of 
TITAN or Alien activity occasionally still employ these vehicles to safely secure an 
area, disable potential hazards and clear them out for proper safety. The M inesweeper 
has tougher armor, which is insulated against fire, radiation and is self-healing. It has 
a dedicated Hive for a Guardian N anoswarm set up to protect it, a reinforced frame 
and front bumper which counts the shell as moving 10% slower for purposes of DV if 
it crashes into something. The cab has a small "armory" section and some 
M inesweepers have articulated weapon mounts, they also tend to have sharper sensor 
systems which cover more areas, including nanodetection. To help protect the vehicle, 
it can also damage objects which attempt to come in contact with it. Adds Industrial 
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Warmachine Armor, Fireproofing, Offensive Armor, Self-Healing, Fractal Digits, 
Chem Sniffer, Lidar and N anodetector [Expensive (60,000 +)] 


f sy | Movement Max 
Name Capacity | Handling hate Speed AV DUR WT 
Truck 4 +0 4/32 120 20/16 300 60 
M inesw eeper 4 +0 4/32 100 38/40 300 60 
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78: Qyamatsumi & Konohana 


Tags: [exoplanets], [locations], [plot hooks] 


O yamatsumi 

Type: Terrestrial (Venusian) 

Primary Star: G8V (Y ellow D warf) 

Secondary Star: Y 0 (Sub-Brown Dwarf) 

Gravity: 1.35 g 

Diameter: 17,268.88 km 

Atmospheric Pressure: 3 atm 

Atmospheric Composition: 60% CO2, 26% Oxygen, 14% N itrogen 
Surface Temperature (M ean): 57 C 

Day Length: 19 Hours 

Orbital Period: 345 Days 

Satellites: 1 (K onohana) 

Gate Access: Sunrise Gate, Discord Gate 

N otes: Resources Available, Microbial Life, Large (Artificial Moon), Possible Alien 
Wreckage 


Named after a mountain and sea god by the Go-Nin group, Oyamatsumi is an 
interesting case of a mild Venusian world in orbit around a binary “star”, which 
contains a rare “Sub-Brown Dwarf”. Oyamatsumi has an intense pressure and higher 
than Earth-standard temperature and gravity, requiring Enhanced Respiration and 
Temperature Tolerance to survive the heat and otherwise toxic levels of Oxygen and 
CO2. Go-Nin’s attempts to colonize the world in order to exploit the rich resources it 
has have been dampened by attempts by the Consortium powers to prevent large scale 
access by Go-Nin to Gravity-adapted Ruster or “Rust” Dvergrs and other similar 
genelines. Efforts for Go-Nin to utilize the planet’s resources have been further 
stymied by the announcement by T erraG enesis that O yamatsumi can be accessed via 
the Sunrise Gate, leading to a complex legal battle in the system, which is complicated 
by Preservationist efforts to study the planet, which possesses microbial life adapted 
the harsh climb of O yamatsumi. The planet is also of note for two additional reasons, 
the first, it’s moon Konohana (so named for the pinkish hue it has when observed 
through Oyamatsumi’s atmosphere), which is a large body which had been concluded 
to be an artificial construct, not a natural formation. The other is a series of craters on 
Oyamatsumi’s surface from several hundred thousand years ago, which show signs of 
extra planetary debris formed into materials resembling roughly modern aerospace 
components. Analysis indicates such objects as caused the impacts may have 
Originated from Konohana. The O yamatsumi Gate is located in a valley between two 
low mountain ranges, believed to be resource rich. 


Konohana 
T ype: Terrestrial M oon (Artificial Dwarf Planetoid) 
Satellite of: O yamatsumi 
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Gravity: .23 g 

Diameter: 3,263.5 km 

Atmospheric Pressure: .17 atm 

Atmospheric Composition: 83% Sulfur Dioxide, 17% CO2 
Surface Temperature (M ean): -1 C 

Day Length: 17 Hours 

Orbital Period: 20 Days 

Gate Access: Sunrise Gate or Discord Gate (Via O yamatsumi) 


Konohana is an artificial moon around Oyamatsumi, with low gravity and 
temperature, and a thin, toxic atmosphere. It would be remarkable if only for its size, 
but also the fact that scans have indicated its decidedly unnatural state. Apart from 
the reddish-white surface (which blends to a hazy pink when viewed from 
Oyamatsumi), the planetoid also features a sub-surface composition of dense naturally 
occurring materials, formed into an unnatural stratum. This means that below a thin 
surface layer, Konohana is remarkably difficult both to scan and to excavate, leading 
to an early dismissal by the Go-Nin Group. Konohana appears to have once been 
geologically active, but in its current orbital position, it would not be subject to 
sufficient tidal forces to cause this. It almost appears like Konohana is deliberately 
inhospitable, with a poison atmosphere and hard surface shell to protect something 
inside. Konohana is currently the theorized origin point for the source of several 
impact craters filled with debris that may have been alien craft, on the surface of 
O yamatsumi. 


Plot Hooks & Ideas: 


e Konohana was built by a gate-faring civilization which discovered O yamatsumi 
and sought to build an artificial escape from some other planet, or when 
Oyamatsumi began to develop its Greenhouse effect. They fled there and sealed 
it up, and have since died or otherwise suspended their activities, leaving only 
automated processes behind. 


e Konohana is an exotic, extrasolar probe developed by a powerful civilization 
which sought Pandora Gates — an artificially made and constructed planetoid 
flung out of its origin system to be captured in a new one — with whoever built 
this macroscale probe long dead by the time it arrived 


e Oyamatsumi actually had two gates, one orbiting and one on its surface, and 
K onohana was built by explorers to shield the second gate from some unknown 
risk which might emanate from the first, the probes being utilized to consistently 
monitor the planet below until they mysteriously stopped. 
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19; Tools As Weapons 


Tags: [improvised weapons], [weapons] 


Improvised Weapons (p. 202 FP) covers some basic guideline rules for a variety of 
weapons a character might use in a pinch if they don't have a proper weapon at hand. 
Several of these are tools or utility items you might find lying around in a transhuman 
hab for maintenance and repair uses. Below is a list of some other "tools" which have 
a variety of relevant uses and thus should be fairly common in many places — which 
makes them ideal to scavenge or improvise as weapons if needed. Use this list to spice 
up descriptions of work and maintenance areas, and offer more differentiated options 
for an improvised weapon. 


ARC WELDER 


Arc welding is a metal welding technique where high amounts of electrical current are 
used to heat metal to melting temperatures, then allow them to cool to fuse together. 
Modern nanofabrication and repairs allow most items to be made and fixed 
seamlessly, but for certain scales and timeframes, traditional methods may be more 
efficient — which means arc welders are still common, especially for large, industrial 
projects. Modern arc welders are battery powered, using tungsten electrodes and 
plasma gas to generate the electrical arc. Arc Welders produce high amounts of heat, 
light and may produce dangerous sparks or debris, so protection while using them is 
important. Due to the fact that they generate their own medium, they are usable in 
vacuum. 


-6AP 2d10+5DV SA AverageDV 16 Exotic Ranged 


KINETIC BEAM DRILL 


This tool works on similar principles to the Particle Beam Bolter (p. 339 EP) 
accelerating particles to high speeds in order to bore holes or cut or break up things. 
This tool is typically used in asteroid mining and other excavation for its relative lack 
of recoil to the effect it generates, and ability to break up or cut through many 
materials. Typically, this tool is large and two-handed, or one-handed with a complex 
rig to keep it attached to the arm — which makes it awkward to improvise as a 
weapon in close quarters. It also only has an effective range of many a dozen meters. 


-4AP 3d10+4DV SS AverageDV 20 Beam Weapons 


POWER GRINDER 


Also known as an "angle grinder", this power tool is utilized for cutting, abrading or 
"cleaning up" materials. While nanoscale manufacturing and cools makes polishing, 
smoothing and precise dimensions relatively simple — this can be time consuming and 
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energy inefficient and some habs do not have access to these advanced methods. So a 
simple portable grinder will do. These devices utilize a variety of discs to cut, grind or 
perform just about any task you could think to accomplish with a rapidly spinning 
disc. The most sophisticated units use shape-adjusting material discs to get multiple 
uses out of a single unit. Typically, they feature a handle on the side for greater 
control, but are technically one handed. 


AP-4 3d10+3DV AverageDV 20 Exotic M elee 


RIVET GUN 


While things can easily be fused or attached, traditional methods of attaching are still 
used, especially in terms of hab construction and repairs. The modern rivet gun is a 
one-handed item, about the size of an SMG. M ost are battery powered and work 
based on magnetic induction — just like a railgun, but in some cases they utilize 
compressed air. While their range is short, the rivet generates quite a bit of force, and 
can be easily modded to be used as a relatively quiet weapon in a pinch by removing 
Safety features. M ost hold a rack of about 45 rivets, which can be made of a variety of 
materials to suit your needs. M odded versions can fire on Full Auto, otherwise the 
gun is the equivalent of Semi Auto. 


AP-5 1d10+5DV SA _ AverageDV 10 Kinetic Weapons 


VIBROSAW 


This handsaw has an oscillating blade based on the same principles as 
the Vibroblade (p. 334 EP), and is useful for cutting a wide variety of materials in a 
pinch. The damage is very high on this, as most morphs tend to be less resistant than 
many materials one might encounter. However, to keep control, the weapon has a 
design which makes it awkward to swing in combat, giving a -20 to combat tests with 
it. It is much more ideal for cutting through materials, such as to make a door or 
other hole, damage supports, etc. This gives such saws a bit more utility than simple 
construction work, and thus very common. 


AP-5 4d10+DBDV AverageDV 22+DB Blades 


WELDING/CUTTING ROD 


As noted above, welding and cutting are both very useful to many forms of work — 
and when you might need to do both there are a variety of thermic rods which can do 
either in a pinch, depending on the material you're using. T hese are battery powered, 
and can be one or two handed, and through advanced materials are fairly reliable and 
unlikely to burn out rapidly, though some in the past have been known to. The rods 
reach a very high temperature, and so safety gear is often important. Hitting a person 
with one is liable to set them On Fire (p 198 EP) unless conditions would prevent 
them. Some persons have even taken up using cutting rods as "real" weapons, 
modifying them to be used like a sword and engaging in deadly fencing matches. 
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AP -4 


2d10+5 


Average DV 16 


Blades 
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80; Corporations 


Tags: [culture], [groups], [hypercorps], [plot hooks] 


H ypercorporations are a diverse, flexible group — who provide for a variety of tasks, 
industries and niches. The intrinsic structure of the corporation makes them very 
diverse and adaptable, but able to be incredibly small — employing only small numbers 
directly and getting the rest done via subcontractors and Als. While only a few have 
high places, such as on the H ypercorp council — throughout the Inner System and Belt 
many of them exist under a variety of names, charters and industries. Below is a 
Selection of some Hypercorps randomly generated — which can be inserted for 
additional flavor and variance into your universe. 


CUBEHIVE 
M ajor Industries: H ousing, H ospitality, Architecture 


Cubehive is a corporation mostly based on Mars who design and manufacture 
"economical" housing space — and they operate and maintain a small number of 
apartment complexes and capsule hotels as "showrooms" for their products. While 
their designs are sophisticated and relatively comfortable, they are known for being 
incredibly small, utilizing the bare minimum of living space required by the 
specifications. Single biomorph occupancy is little more than a modular closet, foldout 
beds and integrated makers and other appliances — and bathrooms being public to a 
floor. While popular with many other hypercorps and governments, Cubehive has 
been target of meme campaigns and corporate terrorism due to the extensive uses of 
its products in housing Indentures. Their logo is a set of nested cubes in a bright blue. 


DEVELOPMENT SPORTS 
M ajor Industries: Sports Equipment, N utrition 


Development Sports is a sporting goods and health company which operates in the 
Planetary Consortium — though it's designs occasionally exist in other places. 
Originally, this was two companies, one devoted to nutrition and the other to sports 
equipment, but the nutritionist wing was bought up by the original founder to add to 
his branding. N ow Devsports produces a wide variety of materials for sportsmen and 
athletes, both professional and amatuer. Their supplement line helps keep up general 
health and improve performance (though obviously not to the quality of implants or 
new morphs) and they produce equipment such as wingsuits, climbing gear, 
freerunning gloves and shoes, and even gear suitable for team sports such as football, 
golf, gridiron, baseball, rugby and cricket. Their logo is a letter "D" which is angled 
like a forward facing arrow. 


151 


DIAGNOSTIC GENEMATION 
M ajor Industries: M edical T esting, Gene Therapy, Designer Babies 


Diagnostic Genemation is a relatively small, niche Extropian corp who focus on 
genetic testing, analysis and arrangement of gene sequences. It was founded after the 
Fall, in response to implementation of wider GRM by many Hypercorps — and their 
Original and most common business is diagnostic consulting and DNA screening, 
checking for and documenting patented genomes and gene sequences. H owever, they 
have a secondary, premium business in gene therapy specially tailored to morphs — 
often exotic ones, and in helping prospective parents craft idealized genomes for their 
future children. DG is notable in both these areas as following the Extropian IP 
model, where derivatives of their designs are "fair use". Their logo isa DNA double 
helix made of hexes. 


EQUIPMENT TRAINING NETWORKS 
M ajor Industries: VR Education, Artificial Intelligence, Teaching Software 


Founded by a group of developers from IndEX , ETN is a company who Specializes in 
development of educational tools for the workforce, particularly new indentures. T hey 
design Simulspace experiences and Uls to teach basic skills and perform vocational 
training. They also consult or directly design Device Als for tools and devices built by 
other corporations, or construct educational, non-ALI software to teach skills, usually 
practical ones. ETN is known to produce or purchase patents on skillsoft technology, 
then sit on it to keep their virtual learning programs marketable. They are common 
victims of anarchist attacks and intrusions, and many of their products are illegally 
distributed in an attempt to hurt their bottom line. Their logo is a small maze with a 
person in the center. 


FELINETWORKS 


Major Industries: Biodrones, Smart Animals, Smart Animal Implants, Animal 
Care/T raining 


Felinetworks is a low-key, relatively obscure corporation based on Venus. Ostensibly, 
their primary industry is the manufacture of implants (such as cybercortexes) for 
smart animals, smart animal lines which are receptive to implantation, and 
sophisticated computer-assisted animal care and training, such as through Animal 
Care Als. However, by people who are more familiar with the company, their actual 
industry is more clear — biodrones: The use of animals with implants for surveillance 
and basic tasks in place of bots. They market small animal breeds, such as rats, cats 
and racoons, all loaded with appropriate implants for purposes of security, infiltration 
or other biodrone needs. Felinetworks logo is a classic "cat face" emoticon assembled 
from 1s and Os. 
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INTEGRATED POWER STORES 
M ajor Industries: Batteries, W i-tricity 


IPS is a fairly mainstay hypercorp, who focus primarily on the production of batteries, 
both conventional storage and nuclear. They also produce equipment to recharge 
batteries, such as through wireless energy transmission, solar or thermal power 
generation, or even small portable generators which burn hydrogen to produce water 
vapor. Their industry is only hurt by the growing " black box" nature of many devices 
which does not allow for replacement or augmentation of batteries, and thus sales 
directly to consumers are limited, and instead they more commonly license battery 
designs to other hypercorps. Some of their specific designs are still purchased directly 
by the user, however. Their logo isa" HPS" sign in red, but with the horizontal line is 
highlighted in blue, so as to also appear asa "-" symbol. 


NETWORKED CHEM ONAUTICS 
M ajor Industries: Chemical Engineering 


N etworked Chemonautics is a relatively niche company, whose products and services 
are still decently widespread. They specialize in production of Wet 
M akers (Farcast50) and in the development and distribution of blueprints for 
chemical compounds. Primarily, this is used for alcohols or beauty products, but NC 
has a wide product line in Wet (and some "Dry" i/e conventional) M akers and the 
blueprints or instructions to use them, covering a wide variety of refreshments, 
cosmetics and utility chemicals. Rumor has it they are trying to break into 
pharmaceuticals or medical compounds, but other, larger hypercorps have been 
blocking their attempts at development. Their logo is R-O-H, the symbol of the 
hydroxyl group. 


OPEN PUBLISHING 
M ajor Industries: Publishing, M edia Distribution 


Open Publishing is actually a Titanian microcorp, a publishing house based on Titan 
who publish and distribute the works of individual citizens — as opposed to 
government owned and operated news and media aggregators. As a microcorp, OP is 
effectively owned by all Titanian Commonwealth citizens, and thus they have access 
to publish and distribute through them. OP handles mostly written works, but 
occasionally helps distribute XP, Vids or Vidgames, or other forms of traditional 
media. They employ a small team of editors and other specialists to make sure 
products published through them are of top quality, to improve the reputations of the 
corp and the creator. Their logo is a stylized script of "Open Publishing". 


PADLOCKURITY 


M ajor Industries: Security Systems, Consulting 
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This extropian corp specializes in personal and private security — usually of the 
physical variety. They consult, build and install security and surveillance systems for 
individuals or other corporations throughout the M ain Belt and some inner fringe and 
nearby areas of the Outer System. In addition to basic surveillance spimes and 
firewalls, they also produce more complex physical systems, from conventional locks 
or checkpoint measures, all the way to Portal Denial Systems and Lockbots. M ost of 
their business comes in the form consulting, however, suggesting methods to install or 
improve security. Due to conflicts with Gorgon Defense Systems, they tend to stay out 
of the drone or personal protection/insurance markets. Their logo is a bronze padlock. 


TACTICAL MEDIA IM PLICATIONS 
M ajor Industries: Y ellow Journalism, M edia 


Tactical M edia Implications, aka "TMI" is a "journalism" house which frequently 
subcontracts to Experia, and is mostly based out of Elysium though they have 
"reporters" across Mars and major Consortium habs. They focus in gossip, rumor 
and sensationalism, often issuing reports and X P feeds of celebrities and public figures 
in personal moments, or behind closed doors — and are known for creative editing and 
leading questions to sensationalize or scandalize their product. Their weekly news 
update, "TM I Weekly" is some of the most watched and lowest rated programming 
on the M esh. Experia's advertising makes a good bank off this fact, and are known to 
pay for TM l's cadre of lawyers who keep them out of any legal trouble their works 
may incur, usually by bringing up the fact that while TM | comports themselves like a 
news outlet, technically their business materials and documentation lists them as an 
entertainment corporation. Their logo is a "TMI", with each letter in a different 
garish color. 


TERRAGRAPHICS-HIGH BREAK SYSTEMS 
M ajor Industries: T erraforming, Survival Gear, Environmental Systems 


T GHB Systems is a relatively new M artian startup, who cater to the growing M artian 
rural community. They produce a number of useful parts and devices for various 
terraforming processes, which sets the bedrock of their business model, but also 
provide a numerous array of equipment for persons living in the Outback, from 
survival clothing to camping equipment, to even small hab systems for prefab 
buildings. While still small, their brand is growing as more M artians catch on to the 
idea of a M artian corporation, which while part of the Consortium's membership, is 
still a strongly "Martian" corporation, and makes a point of not employing 
indentured labor, and opposing many radical terraforming plans. Their logo is a red 
triangle over TGHB. 


UNLIMITED TOOLS 
M ajor Industries: Tool M anufacture 
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Unlimited Tools is a Lunar based hypercorp, which has managed to avoid absorption 
by larger corps since the Fall. They produce a wide variety of tool products for use in 
Space-based manufacture and repair, many of which are incredibly useful or 
important to the construction and maintenance of habs. Their products are known to 
be simple, rugged and reliable, and their designs have spread throughout the solar 
system as a result. Their brand recognition is the only thing which prevents them from 
being bought up by a larger, less narrowly focused H ypercorp. Seeing a UT branded 
tool is not uncommon in many space habs, and even some planetary ones. Their logo 
is UT. 
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81: Astradhar! Server 


Tags: [plot hooks], [servers] 


Astradhari Server 

M ission: Covert Ops 

Target: O ther Agencies 

T arget-F ocused 

Territory: 1,500,000-8,000,000 
17 Proxies 

Average (HR) 

Very Rich (M R) 

Very Pragmatic 

Structuralist 

Backup N eutral 

Ties to Ultimates or other mercenaries 
Influential within Firewall 


Astradhari (“wielder of an Astra”) is a Server dedicated to quiet operations to prevent 
X -risks which arrive via the Gates, primarily in the Outer System (such as the Fissure 
and Discord gates). Because of this Astradhari has many connections to Ultimates and 
even new budding groups like Gunboat, who are often contacted through front 
organizations to solve problems quietly. Due to their associations with the Ultimates, 
their military bent, and their larger size, the organization of Astradhari leans 
structuralist, less for purposes of going public, and more for purposes of chain of 
command. It doesn’t help that it’s placement and mission means it regularly intakes 
Proxies and Sentinels from the Titanian Commonwealth. Due to being relatively well 
funded and maintained, Astradhari is considered to have several Proxies who are 
influential in the group, and their reports of activity going on around the Discord 
Gate are especially high priority to many other Firewall Servers. 
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82; Slang v2 


Tags: [culture] 


ANNIE 


Short for "Antimatter". As anoun, often an abbreviation for an antimatter grenade or 
warhead. 


ATMO 
Atmosphere, usually actually on a planetary body. 


BASILISK 


Short for " basilisk hack", a type of audiovisual mind hack which subverts the mind of 
a person who observes the hack. To most "THE BASILISK" is afable or rumor about 
TITAN capabilities during the Fall, but groups like Firewall use the term directly. 


BEES 


An airborne N anoswarm. 


BIG DARK 
Space. 


BRAIN DRAIN 


Slang for TITAN neurological attacks, including certain basilisk hacks, digital 
infections, nanovirus vectors or even headhunters physically removing the brain via 
the head. 


COFFIN 


A small space, like an office or an apartment or capsule hotel room — usually one 
which makes you feel dead inside. 
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CONSOLE JOCK 


A computer operator, usually a sysadmin or defensive hacker. Someone who operates 
a hardwired personal computer ("console") from somewhere, rather than being 
mobile. 


DELTA 
To proceed somewhere at highest possible speed. 


DISK 


To forknap someone. From "save to disk". 


DOLL BACK 


A screw-up. Someone who can't do anything right. Corruption of a Russian word 
"Dolbak". 


DROP SUIT 


Hard suit or other system adapted to re-enter from Orbit. Also a High-Dive Suit or 
"DIVE SUIT" for short. 


FAB-CAF 


Catchall term for caffeinated beverage synthesized in a basic maker or food fab. Tend 
to be low quality. 


FINGER GUN 


A weapon installed as an implant in the arm or other manipulator limb, like a Hand 
Laser. Giving someone the finger gun takes on an entirely different context when it 
can be literal. 


FISH TANK 


Any hab which is flooded with water. Ceres is sometimes referred to as "THE 
FISHTANK". 


FUCKSLIM E 
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Originally a "Jelly" Exsurgent, now just any amorphous or gelatinous hostile 
exsurgent or xenofauna. 


GEAR 


Shorthand for a TITAN Warbot, after an old series of military vidgames. Sometimes 
"WAR GEARS". 


GREEN 


A situation which is okay, normal or going well. M ay originate from use of green 
indicator lights meaning good things, or green stoplights meaning "go". Opposite of 
WHITE. 


GREEN PRINT 


Complete DNA sequence for a biological entity, like a plant, smart animal or even a 
biomorph. Comparable to a blueprint for nanofab. 


GROK 
To know or understand. From an old Sci-Fi N ovel set on M ars. 


HOLES 
M emory edits or missing Continuity. 


KOSM ONAUT 


Derogatory term for a police officer, typically in Riot Gear. Commonly used by "The 
Organization" on Luna. 


LEO 


A cop. From "Law Enforcement Officer". 


PHOENIX DAY 


Also REBIRTHDAY. The calendar date of your most recent resleeving. The first day 
is usually celebrated, especially after a death, and some celebrate the anniversary. 
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PING 
To send someone a message (text, voice, video, etc). "A PING" is the message itself. 


POP-TOP 


A rocket motor or other propulsion system. Said because most systems are highly 
volatile and tend to "pop" if damaged. "POP THEIR TOP" is slang for taking out a 
hostile ship, sometimes broadened to killing or disabling someone in general. 


PUB 


Firewall slang for an uniformed member of the public, not a Sentinel or operative of 
an X-risk agency. Usually in the context of them being in and around a Firewall 
operation. Comes from an online gaming term. 


RED VELVET 


An attractive Ruster or other red-skinned morph. Typically female From 
" Cheesecake" . 


SHORTY 
A police officer. Corruption of the Arabic word for policeman. 


SLAG 
A Pleasure Pod, particularly a well-used or poorly maintained one. 


TOON 


Your squad, unit or other group — usually in a military context. Shortening of 
"platoon". 


TWOHALF 
A hermaphroditic or intersex morph. Sometimes derogatory. 


VANG 


Virtual currency, or the act of transferring currency digitally (eg "We only take 
Vang"). From a Vietnamese word for "gold". 
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83; IronSky 


Tags: [exoplanets], [locations], [plot hooks] 


lronSky 

Type: Terrestrial 

Primary Star: G3V (Y ellow D warf) 

Gravity: .8 g 

Diameter: 9,788 km 

Atmospheric Pressure: .46 atm 

Atmospheric Composition: 66% Nitrogen, 26% Oxygen, 5% Sulfur dioxide, 1% 
CO2, 1% argon 

Surface Temperature (M ean): -21 C 

Day Length: 28.6 H ours 

Orbital Period: 353 

Satellites: 1 (Anvil) 

Gate Access: Vulcanoid Gate 

N otes: High Radiation, Resources Available, N atural Phenomena (Regular Snowfall), 
Transhuman Settlement (T erraG enesis R esearch Facility) 


lronSky is an unusual exoplanet, a rarity in several ways. At one time, it appears to 
have been a standard terrestrial world, a little lighter and thinner than Earth but with 
a carbon cycle and may have had life, but since appears to have encountered an Ice 
Age. However, TerraGenesis research has managed to discover that "Ice Age" may 
not be appropriate — and instead IronSky seems like it is suffering from a "Blast 
Winter". Looking at its recent geological history, it seems like IronSky was originally 
a jungle planet, lower than Earth's ocean coverage, but much more water vapor in the 
atmosphere — and should have had a diverse biosphere. But then, in a relatively close 
geologic event some massive calamity has occurred, ejecting large amounts of debris 
into the atmosphere, dramatically cooling the planet and causing a mass extinction 
event of all signs of anything other than extremophile microbes. H owever, the source 
of this winter is somewhat up for debate. Background levels of radiation on IronSky 
are somewhat high, pockets of which can be harmful to unshielded transhumans — 
and while impact sites have not directly been discovered, a question remains: was 
lronSky home to sentient life which wiped itself out, or was it a planet struck by a 
meteor and rendered mostly lifeless, with the impact agitating native radioactive 
elements? TerraGenesis has set up a small research base to attempt to uncover the 
truth and learn from it. They also house a small wing of terraforming scientists, 
interested in possible ways to reverse the damage to IronSky, and if reliable samples of 
its lifeforms can be found, to catalog and even resurrect them. The name comes from 
the project name assigned the planet by TerraGenesis, which in turn is related to the 
fact that metallic and carbonaceous ash still rain down with regular snowfall, which 
severely limits astral navigation and the range of sensor systems to examine the planet. 
The near 100% cloud coverage also gives the planet a dim, grey cast at all times. Tidal 
data and orbital probes have determined that IronSky has a single large moon, similar 
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to Luna, but not much else is known. The IronSky gate complex has been built in a 
low valley, which is filled with the petrified remains of what appears to be local flora. 
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84; TITAN Artifacts 


Tags: [plot hooks], [threats], [TITAN s] 


ARTISANAL SWARM 


An even more "tame" variant on the TITAN Nanoswarm than the Fabricator 
Swarm (p. 15 Zone Sta/kers) these swarms appear to be something similar in function 
to Engineer or Gardening swarms for the TITANs. These units do not directly make 
"useful" objects, but rather seem determined to build small "artistic" objects or even 
directly draw or carve images into a surface. M ost commonly seen scattered in long- 
lost areas of TITAN activity, Artisanal Swarms usually appear in small canister hives, 
and will find unremarkable surfaces to "draw" on. If no surface is present, they will 
gather raw materials like a Fabricator and build small objects, such as Effigies (see 
below) instead. They appear relatively harmless to most, and are valuable for research 
purposes, but X -Risk groups do note their haunting and highly detailed artworks can 
sometimes be gateways to visual Basilisk H acks. [Expensive (M in 100,000] 


COLDSTONES 


Coldstones are an extreme oddity, found randomly scattered in areas where TITAN 
agents have operated, such as the TQZ. They are small, vaguely round objects which 
have an uneven number of geometric faces — always a prime number between 71 and 
97, and otherwise generally about the size and mass of a golf ball. Coldstones appear 
to be some kind of experiment of the same nature as a Cyrokinetic Anomaly (p. 
9 Zone Stalkers) a small device which denies physics and drains heat from the 
immediate area — with the stones themselves hovering around 0 C. They appear to 
serve no other purpose, and so are prized by the ultra-rich as "trophies" or treasures — 
used as an extremely risky and expensive paperweight or parlor trick. A biomorph 
without adequate protection who handles a Coldstone takes 1d10/2 DV per turn. 
[High] 


EFFIGY 


An effigy is mostly a creepy artifact, a perfect to scale replica of a transhuman, usually 
made by an Artisanal Swarm. The exact scale varies, but most effigies are between 15 
to 40 cm in height. They are made from whatever materials are to hand to the swarm, 
usually carbon or metallics, but occasionally form into stone or glass. Effigies have a 
certain collector's value, but Zone Runners and other such groups generally consider 
finding your own Effigy a bad omen. Seeing the Effigy of someone you know is a 
Stress Test which costs 1 SV, seeing your own Effigy is 1d10/2 SV. [M oderate] to 
[Expensive] for an effigy of someone famous. 


FRACTAL RINGS 
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Also called "Thorned M anacles", these devices appear as rings in sets of one or pairs, 
which can unfold. They appear to be a restraint mechanism for Exsurgents, as they 
are placed around the neck, or around limbs — and on a wireless command they 
extrude tiny fractal blades into the skin and muscle of the target, directly locating and 
"poking" any available nerve cells inside their limited reach. This is anywhere from 
"itchy" to intensely painful depending on certain settings which Transhumans have 
been unable to decipher. The "thorns" of these rings are small enough that damage 
closes up and heals fairly quickly — but due to use on Exsurgents "used" rings may be 
a potential infection vector. [High] 


SPEECH ZAPPER TURBO 


A small, black box about the size of a 21st Century smartphone, with a small screen 
and no other visible interface. These objects appear sometimes at the sites of TITAN 
attacks, and their purpose is unknown. Whenever a person holding the SZT attempts 
to speak, the display will show their complete sentence — in the speaker's native 
language — instantaneously. It is named after a piece of software designed to shut 
down communication — playing back audio of a person speaking at a slight delay as to 
"lock up" the brain. They have no use apart from a party trick — though seeing one 
complete a particularly complex thought may be 1 SV. These boxes are seamless, and 
breaking them open renders them inoperable, exposing highly delicate and detailed 
circuitry of TITAN make. [M oderate] 


WHITEBOX 


These mysterious items take the form of a block of whitish metal, roughly the size of a 
brick — but fairly light. As far as anyone can tell, they must be some form of 
metamaterial — but proving this is incredibly difficult as except for physical 
manipulation and the visible spectrum, Whiteboxes are completely invisible to sensor 
systems. Particles and waves appear to pass clean through them, which makes the fact 
that one can still see and touch it incredibly astounding and off-putting — good for 
1d10/2 SV once you know what it does. Whiteboxes are thankfully rare, and quite 
prized by certain labs to attempt to futile study them [Expensive] 
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85; Apocalypto 


Tags: [exoplanets], [locations], [plot hooks] 


Apocalypto 

Type: Terrestrial (M artian) 

Primary Star: F5V (White Dwarf) 

Gravity: .9 g 

Diameter: 12,438 km 

Atmospheric Pressure: .6 atm 

Atmospheric Composition: 71% sulfur dioxide, 26% oxygen, 2% nitrogen, trace 
argon and other gases 

Surface Temperature (M ean): 26 C 

Day Length: 13 Hours 

Orbital Period: 446 Days 

Satellites: N one 

Gate Access: Pandora Gate 

N otes: Frequent Sandstorms, Alien Artifacts 


Apocalypto is a hot M artian-type world. Its atmosphere is thin and toxic, it has no 
surface water to speak of, it's star is bright and relatively close and puts out high 
volumes of solar radiation which would mean most un-adapted biomorphs find it 
unpleasant. The heat also agitates the atmosphere, causing frequent sandstorms to 
plague the surface, which is not helped by it's relatively rapid rotation. Y et, despite all 
of this, Apocalypto is swarming with Gatecrashers and X enoarchaeologists. This is 
because while it's natural conditions are inhospitable or unremarkable, it is the 
artificial structures which pique the interest. Apocalypto is home to some of the 
largest scale (barring potential megastructures) construction believed to be alien in 
origin. Scattered across the planet are several massive complexes of spires, towers or 
pyramidal shapes at least on the scale of Earth's "ancient wonders", if not moreso. 
They appear to be mostly rock based, but with some core structures of metal 
composites. Their exterior structures are unnaturally smooth, and seem somewhat 
resistant to the planet's natural erosive forces, but are flecked and dotted with 
"artistic" flanges, spines, scales and ridges. Their stark level of preservation means 
that exact dating is hard, with a wide swing from several million to relatively recent at 
several thousand, though generally the extremes are the least likely. M ore telling is 
that the seamless, well ordered construction of these monolithic objects appears to 
indicate their builders had access to nano-scale manufacturing technology — yet chose 
to use mostly primitive materials, possibly because they were in situ. While devoid of 
surface decoration, the interiors of these structures appear to be subtly detailed and 
defined, so that under ultrasound or other similar scans they send back imagery which 
is vaguely pictographic. The interiors seem overwrought and grandiose, with vaulted 
ceilings, and highly arched doors that are several transhumans in height — more than 
practical for what seems like perhaps a bipedal species. More interesting is the 
environments inside these structures — which are unexpectedly cooler, and highly 
devoid of dust or sand. Leading experts believe smart materials in the structure may 
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draw power either from deep geothermal wells, or via the solar radiation to power 
some kind of material element or environmental system which contains and preserves 
the interiors. H owever, archaeologists and preservationists have taken strong stances 
to prevent physical sampling of the structures to be done which might unravel their 
secrets. 


The exact purpose for these structures is unknown, but can be theorized. There is no 
biosphere native to Apocalypto, and her native system has minimal planetary bodies, 
which are similarly or less hospitable than this one. It seems like a gatefaring race who 
has since moved on or gone extinct used the Apocalypto address as some kind of 
repository, monument or burial ground. Their interior structures have not been fully 
mapped, but in addition to vast galleries which may be some form of visual record in 
these structures, several of them contain sealed vaults or chambers which appear to be 
caches of valuables — particularly cut precious or semi-precious stones, small 
stockpiles of rare or useful metals (which coincide with what transhumans normally 
view as precious). Others feature mysterious crystalline or ceramic constructs which 
may be alien objet d'art. Opening of these caches or vaults has been halted by two 
circumstances — the first that several art objects appeared in an auction out of Phelan's 
Recourse (where several Factor agents are believed to have bid on them) and the 
second is that the original vaults appear to be unsecured or low security — deeper in 
rooms are sealed through unknown or complex internal mechanisms unlikely to be 
defeated without years of study — or use of tools which would damage the structures. 
The fact that a majority of these structures have been hit with ground-penetrating 
sensors and indicate very deep subterranean components indicate complexity and 
security is likely to go up. The assumption is that after a certain point, passive 
countermeasures may become active ones, and thus the explorers are advised to take 
care. There is also the mystery of why no physical sign of the builders of these 
structures, usually referred to as "Vault Dwellers", "Pyramid Heads" or "Aad" (after 
a tribe of giants in the Quran), has yet been seen. If they buried themselves here, or 
otherwise left sign — must it be deeper in the complex tunnel systems below? 
Authorities through Gatekeeper are encouraging a slow and steady documentation of 
these phenomena. 


[Sidebar] Crypts of Aad 
From: Croft, Firewall Sentinel 
To: Working Server CRY PTKEEPER (Case KING'S VALLEY ) 


I'm CCing this not only to our Proxies in charge of routing, but all our points of 
contact with BERSERKER VOID, CLOSE CONTACT, LONE WOLVES, 
NECRONOMICON, ICE NINE and YELLOW KING -— anybody with codeword 
KING'S VALLEY clearance. This intel would probably be valuable to other servers 
and project teams, but spreading it around is outside of my pay scale. This is an initial 
report. M y full mission XP, and interviewable beta forks of the active team members, 
myself included are also enclosed, but here is the short version. 


By Firewall standards, all operations were a success. Indiana and Drake are in healing 
vats right now, but their reports should be accessible in days. Peabody and Williams 
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KIA. Carter is technically M IA — but unless he was able to find some way to survive a 
2,000+ meter plummet in the pitch dark unassisted, realistically KIA. Alexandria 
actually is MIA, and not in a good way — she bailed on the operation at the last 
minute. | suspect she's deep cover CID, and | know she's an async, please thank my 
Router for not making that more clear in the mish brief. Peabody and Williams’ stacks 
were recovered, and will be sent back in a separate shipment for recovery, as per 
protocol. No physical samples recovered to send back (fucking Alexandria). All non 
mission-critical gear has been destroyed, sanitized or laundered. Our reputations with 
GateK eeper will take a hit but that's nothing a good Vector or Filter on the server 
can't fix. Also, as per the Alexandria comments above, l'm pretty sure my identity has 
been made by CID, who will have disseminated that to Fleet — I'll need a new cover if 
we have to go anywhere near Titan. 


Initial intrusion was successful. Seven is a lot for a field operation, but it allowed us 
to avoid pubs or tagalongs and cover all bases of mission specialist. GateK eeper gave 
us a truck and we picked the contract to survey one of the most recently discovered 
complexes. Journey and initial scan was fine, a little tense fabbing our specialized 
tools in the back while cruising through some storms. Initial Sweep found site 22-A to 
be within standard deviation — and Peabody and Carter took some excited scans of 
the Aad's weird ultrasonic murals. Williams took a few core samples of the structure, 
which GateK eeper doesn't normally allow. We don't have the samples anymore, but 
his initial excitement seemed to be that past the "printed" rock and sediment shell 
there were some advanced nanomaterials inside, something related to energy 
transmission — possibly self-repair. His best guess was we were looking at something 
between 800,000 and 600,000 years of entropy — depending on the exact 
sophistication of the Aad. But that doesn't account for how long it may have taken 
them to complete the project or if it needed "updating". No sign of active emissions 
from the structures, nanodetectors did not trigger. Entry-level vaults all either started 
empty, or had been cracked by previous "tourists". 


First, we opened up six of the "low-security" rooms, to confirm this complex wasn't 
doing anything unusual. This was my first sign Alexandria wasn't right in the head, 
she had a knack for solving the mechanical interfaces with these doors and opening 
them. We found several stockpiles of rare materials, which appeared to be in whatever 
the Aad's standard mass measurement is — bricks of Iridium, Platinum, Gold, Silver, 
Palladium, rare Earth elements, etc. We saw no art objects, but did find small caches 
of cut gemstones in precious and semi-precious varieties, some set in what might have 
been jewelry. We also elected not to open two more vaults which our sophisticated 
equipment determined might be holding radioactives, which probably have some great 
half-lives. Indiana, Carter and | concurred the site was relatively standard, and after 
consulting with Drake about security, we decided to continue the operation to 
penetrate deep. 


M apping went for about a couple of hours of steady progression routinely cataloging 
the pyramid structure. We cleared most of what is the "low security" area, and 
basically did all the work GateK eeper was paying us for. We then began moving into 
levels with higher security, where other teams have been hitting passive traps. Several 
countermeasures were observed, a version of a Portal Denial System, a rapid 
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depressurizing seal which would have killed us if we were just wearing breath masks, 
and some tricks with a false floor which is better than the TITANs — with sharp 
blades hiding underneath of course. All of these were pretty easy to bypass, but 
irritating enough we didn't stop to check anymore vaults. After a lot of enclosed halls 
and vaulted galleries, we went below the surface level. This became a large, square- 
screw space with a long ramp down and a lot of open void in the center. This level 
became devoid of natural light, and we were unable to find any artificial lights. 
Environmental conditions down here were unusual. Temperature was very cool except 
for some support columns running down the pit, which were emanating heat. Airflow 
was stagnant, but SO 2 levels were actually dropping. This is where we lost Carter. He 
got excited and moved ahead. N ext thing we know, a section of the wall pushed out 
and threw him out into the open pit. Then over about five minutes while we slapped 
our climbing gear on, it slowly slid back into place — no visible seam. We spend 
another 20 minutes slowly moving downward, while the ramp kept trying new shape- 
adjusting tricks to dump us into the void the spindle cable stopped. All of them 
executed pretty fast, but were slow to reset. We eventually found an exit, though the 
spiral kept going down. It was ringed with a couple of red lights which also seemed to 
be emitting very subtle infrasound. Rather than keep going down, the team concurred 
to scope out this new level first. 


I'll spare a lot of the boring and technical details at this stage, you can see them in the 
XP, and my fork should have all my limited technical knowledge — though | remind 
the server Archaeology was just one of my many minors, and my primary role was 
field experience and legend. Indiana's fork is our actual X enoarch, so he'll probably 
be more productive — as will Williams when you reinstantiate him, as he was 
materials. Carter was our astrosoc and linguistics, which probably didn't help us after 
he went down. But anyway, short version, we found some new vaults, and with some 
work Alexandria was able to crack them. Inside we found some fun stuff. Alien 
configurations of what looked like particle weapons. Stuff Alexandria and Williams 
Said were alien-made fabricators, complete with feedstock now in common carbon, 
silicon, iron and some other elements. Alien storage drives which were completely 
inert, maybe even never used, some devices which may have been their equivalent of a 
utilitool nobody fucked with., and some portable power generation tools. All of this 
under that red artificial lighting. The stuff being stored suddenly went from looking 
like bank vaults to fallout shelters. Then shit starts to get really weird. 


We went down a level to what | can only describe as a catacomb. Walls stacked floor 
to ceiling with niches in which was something | assume to be their equivalent of a 
morph storage pod. Thin printed rock facade, underneath was a tough nanomaterial 
composite. We cracked open a few, and found them filled with an inert clear gel. 
Quick analysis indicates some kind of active stasis gel — maybe with similar properties 
to a healing vat, but which had all gone inactive long ago. Trace organic elements, but 
if a body was stored in there, it had long since eroded away. This made us all on edge. 
M aybe we got sloppy. We upped the pace, moving down past another catacomb layer, 
I'd say several hundred of these inactive stasis sarcophagi. Then we found the active 
ones. They were through a big door, same tech as their old vault doors. These had 
bright blue lighting under them, subtle signs to electrical sense. We thought maybe 
they were still graves, but Peabody got into one with some of her sensors. She had 
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enough time to tell us she thought there was a live specimen. Then her fucking torso 
got blown off. 


3 contacts. Enemy description, approximately 2.75 meters tall. Broad shoulders, 
hunched backs. Their heads had a single large optic, with full articulation, but we 
think their primary sensory is actually ultrasound sonar backed with T-Rays — they 
output both. They had two sets of arms, one large set with huge clawed fingers, a 
smaller set with fine manipulator hands. | assume this isn't how the Aad are naturally, 
because they had different numbers of digits. Two of them had flat black shells, 
looked and acted like fullerened composites with radar deflecting properties, but one 
of them was adorned with some gemstones and odd patterns in precious metal, even 
had a weird headdress thing. Also, the eye doubled as some kind of exotic beam 
weapon. It was subluminal, but visible, and hit like a truck since it's what killed 
Peabody and destroyed most of her equipment. We went into combat stance. Drake 
and Indiana focused on the original active hostile, broke it down pretty hard. 
Williams got caught trying to draw his shard pistol, one of them closed the distance in 
a couple strides and gave a big two-handed clap which smashed his arms and upper 
torso pretty good — I'd estimate at least as physically strong as a Daitya. | gave it a 
couple of clean hits with my offhand pistol, but it swiped at me and kept going. 
Alexandria pulled me out of the way with inhuman reflexes, it only clipped my wrist 
and gun, and | got a fracture or something. Drake had to reload, which was bad for 
Indiana as apparently those claws are sharp — it got a hold of one of his legs and 
practically sheared it off — the gross damage took him out pretty quick. | used my 
plasma sword to bisect it as the waist, and Drake dumped his second mag into the 
bot. The exotic one was probably about to beam me a new asshole while my back was 
turned, but Alexandria just gave it the finger gun and said "bang", and its insides just 
splattered out everywhere. Inside these things was some black goo, a semi-organic 
nanotech liner which apparently made them psi active — hence how Alexandria was 
able to win a fight with one in about five seconds. | took a sample off the stuff while 
Drake stabilized Indiana from his paramedic kit and Alexandria recovered from her 
psychic nosebleed. 


Then it went real pear shaped. Alexandria slit Drake across the neck, ruptured his 
seal and some blood vessels — would have killed somebody without all his implants, 
but only made him pretty distracted. She grabbed what was left of Peabody and 
Williams' sample belts, and took off deeper inside. | chased after her, but she got me 
around a corner. l'm no amateur in a scrap, but that woman moved like a master- 
class fighter, had speed and precision | haven't seen outside of intel reports on 
Ultimates or Exhumans. Me with a bum wrist and a specimen container probably 
didn't help. Fight feels like it was over before it began, she put me on the ground, 
knocked the wind out of me, then grabbed my helmet in both hands and pulled us 
close — really close. | could see through her faceplate she mouthed something, but 
couldn't understand it. M y head swam. | think she skimmed my mind for what data | 
had, but luckily compartmentalization means | didn't know any more than her, except 
maybe a couple of the server's codeword clearances. | thought | grabbed my plasma 
sword right after and tried to cut her, but she was gone. | stumbled after, and found 
only a passage deeper down. | stumbled back to Drake, who was missing a lot of 
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blood, barely conscious. | pulled Williams and Peabody's stacks and Drake was able 
to help me toss their remains into the void after Carter. 


It's funny, | don't remember how exactly | pulled Drake and Indiana back up to the 
truck, only us powering back to the Gate complex. M aybe the enhanced adrenaline 
winding down. What | do remember was Peabody's flashlight tumbling down that 
shaft. Past level after level of catacombs with blue lights. Six? Eight? A dozen? l'm not 
sure. M aybe the XP will play out. Could be hundreds or thousands of Aad sleeping 
under this world. Did they decide to wait out their own Fall? Is this like early 21st 
century cryogenics — waiting for a cure for some disease? Is their own personal 
messiah supposed to come and break open the underworld, wake the dead? If they're 
waiting for something in particular, | think they've probably missed the boat given 
how we've yet to encounter any signs of a civilization remotely like theirs through 
other Gate Addresses. Especially since it seems like their plan for immortality failed a 
couple of the poor sods on the top rows. More worrisome is how they'll feel if 
Transhumans accidentally wake them up unexpectedly, while they're sitting on 
bunkers full of fabber-level tech and guns. M ore pressing, however, is what Titanian 
Intelligence is going to make of this situation when Alexandria gets back to them. | 
don't think they'll shell Apocalypto just to be safe, But CID aren't always upstanding 
guys. And they've got a sample of that weird goo inside those tomb guardians. Stuff 
was blacker than crude oil, no idea what it did for those bots. 
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86; Teaching Software 


Tags: [software] 


As discussed in Oxford learning is an interesting area of concern for transhumans and 
their technology. Deep Learning psychosurgery lets one acquire skills quicker in costly 
procedures, and theoretically one can spend time on Simulspace under time dilation to 
lose less "real time" on learning something. Oxford itself is a study drug, which 
stimulates the brain to allow better memory. These ways, learning can be done faster. 
But, how does one learn better? Simulspace allows for wonderful substitution of 
"practical" learning, as does XP use — watching someone perform a skill. Skillsofts 
substitute skill directly by allowing the brain to link up to artificial memory data and 
access it as if it was their own. Al instructors or simple reference materials abound, 
with groups like the Argonauts generally dedicated to this sort of dissemination of 
information. A quick mesh search should reveal quick "how to" guides for most 
everyday subjects — though technical ones probably require more in-depth instruction. 
Obviously, educational institutions still exist across the solar system, but this can be 
expensive and time consuming to afford traditional education. But, sub-Al expert 
systems allow for a self-paced system of learning which can aid those who wish to 
acquire new skills. 


Teaching Software: This software tool is a comprehensive educational tool which 
provides all necessary knowledge and instruction for a character to acquire or 
improve a single skill to basic proficiency. While not a proper Al, this system does 
have extensive knowledge in a very particular area, and for any purposes required has 
Profession: Education at 60 and an Academics: [Field] skill of the selected skill at 80. 
Teaching Software can only cover one skill (which cannot be a Psi skill), and if a new 
Skill is to be taught, a new copy of the software must be bought. In addition to 
providing all learning needed to spend RP to improve or gain a new skill, the 
comprehensive library and instructional aids of the software grant a +10 bonus to 
utilize its selected skill unless the user has 60+ points in that Skill — indicating their 
level of knowledge and experience exceeds that of the software, making it only good 
as a guide for self-study. Teaching Software can cover both active and knowledge 
Skills. Exotic or rare skills may be more expensive. [Low] 


171 


87: Fool's Gold Server 


Tags: [Firewall], [plot hooks], [servers] 


Fool's Gold Server 

M ission: Deep Cover 

Target: H yperelite 

T arget-focused 

Territory: 300,000-1,500,000 
10 Proxies 

W ell-Equipped (HR) 

W ell-Equipped (M R) 

M oderate 

Backup N eutral 

Uses Blackmail to Instill Loyalty 
Suspects it has a mole 


Fool's Gold is an interesting, small server whose primary purpose is to keep Proxies 
and Sentinels closely tied and undercover on the Hyperelites. The Oligarchy is often 
seen as a considerable risk to the transhuman future, as per Operation GLASS LICH. 
Fool's Gold operates in these extreme upper circles and maintains units under cover to 
monitor them. This means they tend to be overall moderate, and decently equipped. 
But, working in scrutinized social circles with powerful individuals, Fool's Gold has a 
reputation for its proxies holding the integrity of cover and any past misdeeds over the 
heads of Sentinels and other operatives, which could land them in immense trouble if 
revealed, thus keeping them in line. The extreme wealth involved also means Fool's 
Gold is slightly paranoid about infiltration by outside sources, and has reported to 
several other servers to monitor their activities in case an active mole from some other 
group has been placed inside the Server. 
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88: Bacchanalia 


Tags: [exoplanets], [locations], [plot hooks] 


Bacchanalia 

Type: Terrestrial (Earthlike) 

Primary Star: M 9V (Red Dwarf) 

Secondary Star: M 7V (Red Dwarf) 

Tertiary Star: M 3V (Red Dwarf) 

Gravity: 1.02 g 

Diameter: 13,296 km 

Atmospheric Pressure: 1.13 atm 

Atmospheric Composition: 59% Nitrogen, 22.1% oxygen, 18.6% sulfur dioxide, 
trace other gases 

Surface Temperature (M ean): 18 C 

Day Length: 44.6 Hours 

Orbital Period: 392 Days 

Satellites: 1 (M aenad) 

Gate Access: M artian Gate 

N otes: Resources Available, Dangerous N atural Phenomena (Volcanic Activity) 


Bacchanalia is a bit of an unusual planet. While in an Earthlike class, the planet is 
highly geologically active, agitated by tidal forces from its large moon and trinary 
stars — which are bright enough to actually give it a decent amount of light and heat 
despite being small red stars. The main downside of the planet, aside from the 
volcanic activity, is the high volume of sulfur dioxide and other volcanic trace gasses, 
which when combined with a slight thickness to the atmosphere means T ranshumans 
cannot breathe its air unassisted. H owever, this geologic activity makes Bacchanalia 
rife with natural resources which can be exploited, much to the chagrin of 
Preservationists more interested in the simple microbes still developing on the world. 
But, Pathfinder has not jumped to building a full blown mining colony yet. Instead, an 
outside investor has poured money into the world for a different project — hence the 
Exoplanet's name. Inspired by the autonomist colony of Carnivale, and similar 
projects on Krypton, the plan is to turn Bacchanalia into a tourist spot headed by 
York Aston. Aston was an eccentric hospitality mogul who was left with lots of cash 
and few holdings after the Fall, and made even more money selling his brand and 
other assets to various hypercorps thereafter, and he was the one to propose the resort 
idea to Pathfinder. He claimed to have gotten the idea reading the initial 
environmental report, and was reminded of an obscure fact about the making of 
Roman wine — using sulfur candles. Of course, Aston's "creative vision" may have 
gotten out of hand, with the money he's shelling out to Pathfinder making them 
ignore any shortcomings of his plans. 


After a couple of years, the resort is functioning about as originally intended. The 
complex around the Gate is in a lowland valley, and is a roughly circular building of 
neoclassical design which resembles a shopping mall, and serves administrative duties 
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and services short-term visitors. Here guests can purchase handmade jewelry of local 
gemstones, the local vintage of wine or pottery and other ceramics (Aston managed to 
involve many artisans by offering them room and board in addition to commissions) 
and many standard services such as a body bank and medical center, eateries, etc. This 
is also Pathfinder center of operations, home to their administrative offices, security 
force, and a small team of scientists who work study the planet and keep an eye on it's 
geologic activity, and the activity of its stars (Dubbed M oerae collectively). Rumors 
back in the solar system abound that Pathfinder's VP in charge, Rajni M ullur, has a 
large number of conflicts with Mr Aston, and as a result has basically exiled herself to 
the gate complex. Up a sealed tram way into the upper valley leads to the resort 
proper, known as Aston Bacchanalia Resort. This structure is contained in a small 
cluster of environment domes, with buildings once again showcasing a classical or 
neoclassical design. The primary function of the resort is a large hotel, which offers 
fine dining, fine wines, massages, saunas and natural hot springs. Aston has subverted 
the norm of indentures for large portions of the staff, taking an old-fashioned tactic to 
specifically select and competitively hire middle and upper positions, and selects 
mostly ex-indentures for entry-level jobs. This tactic builds political capital and 
employee loyalty, while only slightly affecting overall profits. This is said to be one of 
the areas of tension between Aston and Pathfinder. The resort also has some more 
traditional pastimes and amusements, simulspace areas, a swimming pool, scenic 
lookouts for the composition of art pieces, etc. This in general attracts a wealthy, 
upper crust clientele who are interested in relaxation, luxury and fine arts. The 
relatively small number of guests is offset by the amount of money they bring in. 


Of course, Aston isn't content to stop there. He wants to expand the place into a 
small resort city — wide open vineyards, grounds for "olympic" style games and 
outdoor sports, breed Smart Horses to go riding in the hills — build proper 
amphitheaters for plays and other productions, and quarter all of them in the resort. 
His expansive ideas have given Pathfinder pause, but the extensive use of his own 
funds prevents them from completely blocking his priorities to expand, and 
foundations are being laid for these expansions, despite concerns of area stability — 
especially as geothermal power stations are added. Of course, the elite level of the 
clients and relative exclusivity of the resort has cause many rumors to start back in the 
Solar System, some of which may be true: that Aston's employees engage in official or 
unofficial prostitution, that he hand picks morphs and Egos to suit his aesthetic ideals, 
that exotic narcotics and drugs are produced and consumed in the resort, parties of 
Orgiastic excess and violence abound every night and are fixed with healing vats in the 
morning, etc. The deliberate harkening to Roman style and fashion by Aston and the 
resort has done nothing to quell these rumors. Nor has subtle comparisons to the 
Scum enclave on Carnivale. 


[Sidebar] Ecstatic Cults 
Aristippus, Firewall Scanner 


Rumor mill might not have this one wrong. While shitty gossip rag news loves Aston 
and his money, lately they've had a hard-on for his daughter, Tokyo Aston. She's been 
in and out of rehab and reality XP since the Fall, and was relocated to "The Resort" 
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when it was done. Aston's nepotism is pretty well known though — and not long after 
she was placed in charge of managing a private villa for an "Patrician" clientele on the 
end of the expanded site. Privacy is guaranteed in this executive package, so actual 
intel is pretty scarce, but HUMINT on the ground is painting an unusual picture. 
Growth of experimental petals, mandatory-mind altering drugs in the enviro systems 
(though a group of transhumans high as a kite on Orbital Hash, Hither and Risk are 
probably pretty fun to be around), psychosurgical edits on employees, illicit forking 
and the like are the lowball of the spectrum. What is most interesting here is not her 
selection of entertainment, but that she seems to be interested in developing new ones 
— she's managed to bribe a number of leaders in the fields of psychosurgery, 
narcoalgorithms and XP production to the club and given them quite a bit of cash to 
throw around on their "budgets" — not all of which says at the villa. We aren't sure if 
York knows what she's up to, he signs off on her expenses but we can't tell if he's 
complicit, or just ignores it. What's worse is that Tokyo's wishlist gets more exotic 
and out there each time she sends an invoice back through the Gate. Latest reports 
have her trying to hunt down samples of stuff from Exoplanets, Factors, bleeding edge 
tech from companies like Cognite — even some rumors she might be looking into some 
scary advanced computing systems. And then intel on the ground at the resort is 
pretty weird too. Pathfinder security responding to guest calls for assistance at the 
Villa, only to be turned away at the door and the client shows up find the next day 
"nothing was wrong", Tokyo practically shanghai-ing staff she likes to the Villa 
where they either don't return, or seem "off" to their coworkers when they return, the 
weird ass "prop" blueprint orders she puts through the fabbers. We're past cheap 
masquerade masks and sex toys here. Ceremonial robes, art pieces of Tokyo which 
resemble religious iconography, chemicals and drugs which have no place in an orgy, 
even some stuff which resembles torture devices. Obviously, if it's just people it's no 
real skin off our stacks, but we might actually want to get eyes on what the fuck she 
thinks she's doing out there, this is the kind of shit which blows up in our faces in like 
two years when she decides the ultimate ecstasy is to plug everyone in to her 
"godhead" and see what happens when they all experience it at once, or something. 
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89; Harpoon Gun 


Tags: [exotic ranged weapons], [weapons] 


Underwater combat is an interesting proposition, but is a very real possibility on 
certain planetoids in the Solar System (Ceres, Europa) or even exoplanets. M elee 
combat is slower and more exhausting, physical projectiles normally move slower, 
which reduces their effective range and accuracy, and the additional recoil can damage 
weapons. Beam weapons may entirely not function in water, or have greatly reduced 
range due to much higher diffusion. Grenades and explosives are very powerful, but 
harder to use underwater. But, for those who need to engage underwater, there are 
options based on classical technology which may be functional. 


H arpoon Gun: A modern version of a historical weapon, the H arpoon Gun is rare off 
aquatic planetoids like Ceres and Europa, though occasionally seen among 
Gatecrashers on aquatic planets. It has a basic function, firing a small spear or 
harpoon which is engineered to travel through the water. They operate of a canister of 
compressed gas, which is good for 100 shots and [Trivial] to replace. The Harpoon 
Gun has a low rate of fire, but can shoot a variety of ammunition (see below) reliably 
through the water without cost of effectiveness. A modern harpoon gun comes 
equipped with a Smartlink and a Safety System. [M oderate] 


Harpoon Gun SS Ammo 1 
10/30/50/70 


H arpoon Ammo (Price for 20): 


Harpoon: Standard harpoon, which is designed to be fired underwater. AP -6, 
2d10+4 DV [Trivial] 


Barbed: Sharply barbed harpoon which inflicts more harm, but less penetration. AP - 
2, 2d10+7 DV [Trivial] 


Injector: H ypodermic harpoon, designed to deliver a payload of drugs on impact. AP 
-5, Half DV. [Trivial], plus payload cost 


Limpet: A specialized harpoon which is designed to carry a minigrenade when fired, 
which then detonates as normal. It's AP and DV are as the grenade. Halves the 
maximum range. [Trivial], plus Grenade cost 


Diamond Harpoon: Variant of the harpoon edged in industrial diamond for better 
armor penetration, but imparts slightly less force to the target. AP -10, 2d10+2 DV. 
[Low] 
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N et: Harpoon Gun round which is actually an expanding net designed to entangle the 
target. Target hit with the net is entangled and takes a -30 on all physical actions and 
mostly immobilized unless they can make a COO or SOM x3 test to escape. Large 
targets only take -10. Reduces range by 50%. 


Pronged: A harpoon which has its normal head replaced with electroshock prongs, 
ideal for incapacitation, but reduced maximum range by 10%. AP -3, 2d10+3+Shock 
DV. [Low] 
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90: Hoverboard 


Tags: [personal vehicle], [vehicles] 


The "hoverboard", or skateboard with no wheels has been a long-running concept of 
sci-fi stories well into the 20th Century. In the early 21st, several working designs 
were made, but most were generally only "proof of concept" designs for scientific 
purposes which were not viable for mass market production. However, advances in 
fabrication and materials science have allowed the design to be actually a viable 
market in some circles. Fundamentally, there are two different kinds of hoverboard. 
The less expensive and more common design blends hovering and high-powered mini- 
rotors to produce an air hovering effect, which can allow a medium-sized morph to 
hover aS a maximum of 1 meter off the ground in M artian gravity or less, but has 
trouble maintaining lift and power in more Earth-like gravity. The more expensive 
model utilizes high-capacity batteries and superconductors to levitate utilizing 
magnetic fields, and can do so in almost any gravity a transhuman can survive in, but 
only works on ferromagnetic surfaces — limiting most to use in special parks, 
neighborhoods or other structures. 


H overboard: T hese boards are a common amusement of children and young adults or 
as personal transportation, and are generally about 20 cm in length. The contact point 
between the board and the user is made of a gripping material similar to micrograv 
shoes, to reduce the likelihood of falling off the board, and control is handled via a 
combination of feet and meshed controls. The underside differs wildly between the 
two types, with magnetic boards featuring sleek superconductor tracks, and air- 
powered models having slightly boxier bottoms for their impulse fans. Both models 
technically work in microgravity, though the magnetic kind operates in vacuum, and 
only the magnetic is good for Earth-like gravity. Generally, one operates the 
hoverboard at about 30+ cm off the ground, though the impulse kind can go as high 
as 1m. Average speed for a board is about 35 kph, but theoretically they can move 
faster if one removed safety features which prevent it. [Low] for air-powered, [High] 
for magnetic 


Passenger an | Movement | Max 
Name Caaciy Handling hate Speed AV DUR WT 
H overboard 1 +10 4/80 35 2 20 4 


‘Board culture is diversely spread throughout the system. Luna, for instance, often 
regards hoverboards as childrens’ toys before moving on to a backwing or winged 
morph. Venus and Titan both have skate parks and other sports areas for the boards, 
but for different reason — Venus so as to provide a dedicated place for magnetic 
boards, Titan as a public works effort to encourage people not to 'board in crowded 
streets. Spinhabs may also have public spaces set aside to board, and particularly 
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among Scum or other free-wheeling anarchists boarding is popular even in micrograv 
— though this requires considerably more skill and contains more risk. Boarding is 
most popular among the urban martians, where it competes with parkour, bicycling 
and traditional skating (both inline and even skateboards) as an alternative to 
walking. Adventurous ‘boarders even use the same paths as traceurs to get around 
above normal people. Leaving the city centers, boarding almost immediately dies off, 
however, as the use of air-powered models does not go well with M artian dust. Some 
people regard hoverboards as a public nuisance, as the air-powered models can be 
quite loud at full power — but luckily magnetic models are almost completely silent. 
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91 Thera 


Tags: [adventures], [exoplanets], [locations], [plot hooks], [threats] 


Thera 

Type: Terrestrial (Poseidonal) 

Primary Star: M 6V (Red Dwarf) 

Gravity: 1.3 g 

Diameter: 17,477 km 

Atmospheric Pressure: .9 atm 

Atmospheric Composition: 79% carbon dioxide, 20% oxygen 
Surface Temperature (M ean): 12 C 

Day Length: 28 H ours 

Orbital Period: 394 

Satellites: N one 

Gate Access: M artian Gate 

Notes: Planetary Rings, Impressive Natural Terrain, Alien Archaeological Traces, 
High Population of System Bodies 


Thera should be an unremarkable planet. An oceanic terrestrial, it has a rocky core 
and had large volumes of ice in the crust, which are heated by a combination of 
proximity to the star, and complex tidal forces from the multitude of other planets in 
its system. This makes it an unusual type of planet, with a deep global sea covering 
85% of the surface, and a large number of icebergs and icemounts dotting this 
surface, the only "landmass" series of volcanic island chains which breach the 
shallowest portions. Simple chemosynthesis using microbes live in the depths, hugging 
geologic events caused by this tidal activity. Tidal forces also seem to have destroyed 
at least one moon of Thera, forming a distinct planetary ring around the planet. In 
terms of habitability, Thera is cool, and while the temperature is comfortable, the 
atmosphere cannot be breathed unaided, and the gravity level is outside normal 
transhuman comfort. There is little of value here for many colonists and corporate 
interests, and it should have been relegated to an obscure planetary science outpost. 


That is until researchers found the "Labyrinth". Also known as "The M aze", this 
massive, vaguely circular structure dominates Thera's largest landmass, with an 
interior that covers hundreds of square kilometers. Up close, it is a maze-like structure 
which seems almost carved out of a plateau of black volcanic rock — with walls over a 
kilometer high. The width of the path is relatively narrow, about 6 meters across. The 
height and width are uniform throughout. Aerial surveillance has given a rough 
outline of the nature of the maze and can roughly theorize paths, but the structure 
seems deliberately shaped to play tricks on the eyes and minds of viewers from above, 
with even predictive AGI having trouble with some images. Close overflight is 
hampered by turbulent winds which form above the maze. What is verifiable that 
there is some kind of scanning resistant structure at the heart of the Labyrinth — but 
what lies under or inside it is unknown. It is considered a great mystery of 
Gatecrashing, as due to unpleasant conditions of Thera, no one has yet been able to 
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navigate completely to the center. Pathfinder is eager to turn the M aze into a tourist 
attraction, and thus is paying highly for explorers to attempt to map it and uncover its 
secrets, but other hypercorps seem strangely wary of the structure. The lack of 
completing the maze has caused a font of rumors to erupt on ExploreNet; that the 
featureless expanse of the maze drives men mad, that the aerial view is a fabled 
"Basilisk" — and that staring at it too long will give you an obsession to find the 
center, that despite appearing solid the maze actually shifts and changes over time 
which is why it cannot be mapped, that TITAN bots lurk in the maze — also trying to 
seek the center and will kill those who get in their way, or that the aliens who 
assembled this massive structure left some kind of construct as a guardian. The only 
other more frequent rumors are what exactly lies at the center of the maze. Is is an 
alien species last record — a will and testament? Did some species achieve a controlled 
singularity, leaving behind the maze as a path to ascension? Is is a pilgrimage for some 
lost, long-dead alien religion? Is it a secured site, storing something dangerous or 
unpleasant and thus difficult to arrive at? Only time will reveal the center of the 
Labyrinth. The Thera gate lies on the rim of a volcanic caldera which has since 
submerged and gone extinct, on an island chain several kilometers from the M aze. 


[Sidebar] MINOTAURS 

[The following is a short burst QE text from T hera] 

From: NECRONOMICON Dead Drop — Thera Gate- Codename: ARIADNE 
To: <encrypted> 


Confirmed M inotaur eventuality. Non-TITAN Origin. Possible ETI. Non-ELDRITCH 
WARD. Tap CLOSE CONTACT and BERSERKER VOID. unknown, more than one 
Minotaur probable OZMA involvement/knowledge unknown, assumed. Pathfinder 
knowledge minimal. ExploreNet knowledge minimal. Prep Erasure Team for 
Operation THESEUS. Heavy loadout recommended, might need to bring Annie. 2 
Sentinels KIA, 1 MIA. Exact operational capabilities: Unknown. DESTROY 
recommended. 


I'm going to go back in and get a closer look. 
ARIADNE Out. 


(For those interested in Thera, | have written a short scenario about the planet and it's 
mysterious maze — Live Without Your Sunlight for anyone to try. Feel free to leave 
comments or observations here.) 
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92; Shotgun Ammo 


Tags: [ammunition], [kinetic weapons], [weapons] 


(The following ammo types are designed to work with Shotguns from 
SquireN ed's An Ultimate's Guide to Combat. AUGC is fairly simulationist and 
crunchy in terms of mechanics, adding on top of normal EP rules and adding new 
combat gear and rules — the concepts below are written more generally to be 
compatible with a broader ruleset) 


Prices listed are for 20 rounds. 


Hive: Similar to the Buzzer (p. 341 EP) this highly advanced and specialized round 
contains a special, streamlined nanoswarm hive. When fired, it releases the 
nanoswarm which activates and disperses into the air in a cone pattern at the target. It 
does no damage, only is used to deploy nanoswarms on target. Normally, this is used 
with systems like disassemblers or injectors to get multi-purpose swarms on target, 
but some units have utilized guardian swarm hive rounds to combat hostile 
nanoswarms. [Low], plus N anoswarm cost 


Riot: Also known as RIP (Round, Irritant Personnel) shell, these rounds contain a 
powdered form of CR Gas(p. 324 EP) with some inert filler and aerosolizing 
components so it expands as a cloud or vapor when fired. The purpose of this round 
is for crowd control or riot suppression. The shell does half damage, and doubles the 
targets Armor Value, but any biomorph which doesn't have environmental seals hit 
with this weapon must make a SOM x3 test, or be incapacitated for 3 Action Turns as 
they begin to cough or vomit. Those who pass still take -30 to all actions, which is 
reduced by -10 each Action Turn, from coughing, blurred vision and nausea. [Trivial] 
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93: Nanobrush 


Tags: [culture], [plot hooks] 


"The power of active nanotech bringing freshness to your mouth!" — Common 
N anobrush slogan 


Nanobrush, or a variety of other names ("Nanorine", "Freshmakers", "Dental 
Nanos", etc) is a form of dental hygiene nanotech which is currently hitting a huge 
fad on Extropia. These devices were briefly memetic in some Anarchist habitats, but 
with no capital system to drive "sales", they've settled into an occasional niche from 
the fabricator, and have not yet bled into the Planetary Consortium or rest of the 
Inner System due to the fact that some people have valid concerns over sticking 
scrubbing nanobots in your mouth just to clean your teeth. Similar in direction to 
Cleaner nanoswarms, these units are usually sold in small bottles which double as 
low-power hives, and come in the form of small white tablets similar to old fashioned 
"gum". 


When activated (by biting the outer biodegradable shell) a small cluster of the nanites 
floods the mouth, and selectively eliminates non-human (or from a broader selection 
in the case of newer "uplift friendly" products) elements in the mouth, including 
hostile bacterium, food particles, and other artificial stains and blemishes. After 
working for about 60 to 90 seconds to break down these (though a particularly bad 
mouth might take several minutes), the nanites go inert and are naturally broken 
down by the enzymes in the mouth. This should eliminate most "bad breath", visible 
discoloration and prevent actual dental damage — though classic infections are 
rendered moot by most Basic Biomods. In fact, dental hygiene is now a routine with 
reduced necessity, similar to physical fitness. Basic Biomods removes many 
conventional health risks, and bodysculpting or clean metabolisms can remove social 
problems caused by poor dentistry for a fairly low cost. On top of this, the "space 
toothbrush" is a technology which has been fairly well optimized for some time and 
thus is incredibly cheap. This makes the "N anobrush" a very fad item, sold purely on 
novelty and convenience. 


In addition to standard and aforementioned "uplift friendly" packages, some have 
jumped on with many variants to the standard model: most common are those which 
produce specific tastes or scents while they work, but there are also mapping 
nanobrushes which provide mesh data to look for serious damage in the mouth, or 
"restorative" nanos which will actually replace small amounts of tooth enamel when 
used. The IP laws on Extropia make "remixing" or other variations on the concept 
very common — especially when trying to exceed the marketing of others. 
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Plot H ooks: 


N anobrushes are actually completely harmless — but their initial manufacturers 
are very shady people trying to go "legit", thus tripping many alarm bells for 
groups like Firewall. 


A batch of nanobrushes is contaminated with spyware nanotech which tracks 
user’s location, biometric and mesh data and reports it to a concealed third 
party 

N anobrushes are actually a dormant nanotoxin designed by an anti-capitalist or 
primitivist terrorist cell which will cause horrible side effects when triggered 
after lingering in the body — the creator must be found and disabled before they 
can send an activation signal 


A new "model" of N anobrush has been released claiming to be "cutting edge", 
and is made with TITAN derived nanotech — which leads to an unfortunate 
situation of "Self-R eplicating N anobrushes" running rampant. 
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94; Tempest 


Tags: [exoplanets], [locations], [plot hooks] 


Tempest 

T ype: Terrestrial (Venusian) 

Primary Star: K7V (Orange Dwarf) 

Gravity: 1.3 g 

Diameter: 18,762 km 

Atmospheric Pressure: 20 atm 

Atmospheric Composition: 48% Argon, 27% CO2, 24% Oxygen, trace other gases 
Surface Temperature (M ean): 42 C 

Day Length: 12.43 H ours 

Orbital Period: 204 Days 

Satellites: N one 

Gate Access: Fissure Gate (?), Sunrise Gate 

N otes: Dangerous N atural Phenomena (T he Storm) 


Tempest is one of many oddity planets found in the early days of Gatecrashing. O ther 
than its distinctive environment, it really has nothing going for it. A wet Venus, 
Tempest had enough water content in its atmosphere to form a large, world-covering 
ocean but still undersea volcanic activity has created a runaway greenhouse effect 
which makes Tempest too hot, to toxic and too high pressure for Transhumans to 
settle there normally. The high pressure keeps water supercritical, and at times the 
actual surface water can be above boiling, but general temperatures are tempered by 
the massive amounts of water to absorb all the heat. Early tests revealed carbon-based 
microbes may exist way down in the depths where conditions are mild. There are only 
two more things of note about Tempest initially. The first is that the T empest Gate is 
somehow mysteriously suspended in the air at a seemingly random point on the 
planet, riding the wind. The second is what the Gate is facing, something the 
gatecrashers who surveyed the planet just called "The Storm". A massive hurricane 
force storm which is several thousand kilometers across. This massive formation is 
caused by the high heat of the planet, combined with it's rapid rotation, forming a 
near constant vortex of high wind, disturbed water and lightning and can be " safely" 
and impressively observed from the Gate coordinates. With nothing else going for it, 
the Autonomist crashers who first explored Tempest did little with this information. 


Now the story of Tempest becomes the story of a gatecrasher named Sa'di, though 
lots of his fellows just called him "The Prospector" because he was always looking for 
good exoplanets. Shortly after the discovery and cataloging of Tempest, Sa'di became 
interested in it, he negotiated the favors to colonize it himself (though obviously he 
would offer hospitality to any passing gatecrashers). For the next couple of months, 
Sa'di would regularly return to Fissure to gather supplies needed to build a small 
bathyscaphe or aerostat hab. But then he stopped arriving altogether. By the time 
someone at Chat Noir bothered to check for him, they discovered that Tempest had 
mysteriously vanished from their library of addresses — marking Tempest as a lost 
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colony. Then, very recently, only a few months ago, crashers from the Sunrise gate 
complex made a connection to a world they have confirmed to be Tempest. It was 
hard, however, because of the altered state of things after so many years. 


It appears that Sa'di was quite successful in his colonization, building a small (but 
notable) Aerostat which contains millions of square meters of space. But it appears 
completely abandoned, with no physical signs of Sa'di, and environmental processes 
preclude normal forensic examination. What there are are scattered ectos and portable 
storage devices, in all places of the aerostat. These contain years’ worth of audio logs, 
poetry collections, journals and digital art — all of which are on the same theme; the 
Storm. When not meditating on the Storm as some metaphor for life, Sa'di appears to 
have had some other unusual hobbies; such as using drones to map the seafloor, 
assembling and printing physical copies of many books — particularly western classics 
and various Abrahamic theological works, and the construction of many dolls, synths 
or even pod morphs of similar shapes and looks — all female but also all apparently 
unused. Sa'di may also have had a hobby in Al development, random clusters of 
operation servers are scattered throughout the hab — clearly not being used to run it as 
they all appear powered down and dormant. One unit was found with it's core 
processor physically destroyed by what looks like energy weapons' fire, with some 
kind of ID written on the outer casing mostly damaged with only "M R ND" left 
visible. It's not entirely apparent how Sa'di got the resources to build all this, but the 
common theory is after he lost connection (or deliberately disabled it) to Fissure, he 
set about exploring other Exoplanets, as his journals reference trading with other 
"people" and his art occasionally depicts the Storm in alien landscapes. Still, however, 
the question of where Sa'di has gone and what he was doing remains. Rediscovery of 
Tempest has raised several questions and a bit of a "legal" snafu in the Solar System. 
Gatecrashers over at Chat Noir are lighting up ExploreN et saying that Sa'di's records 
and works need to be released for the public to digest as part of his initial agreement 
with Fissure and just in-general part of the Autonomist spirit, but TerraGenesis via 
Sunrise is much more cautious about the approach to Tempest, and unwilling to let 
just anyone access data coming out of it until they have investigated possible security 
risks. This conservative attitude is being aided along by Firewall Filters assigned to 
Operation GEHENNA FORTY, who very much wish to figure out what happened on 
Tempest and why. 


[The following are excerpts from Sa‘di's notes and journals] 

//Excerpt #1 

| have seen the Storm. It is beautiful and terrible — | wonder if ever a more apt 
metaphor for the Universe has existed. | wonder at its purpose. Did happenstance 
place it here, or good fortune? Did God intend it to be this way, or was it made by a 
Devil. | wish to look upon it and ponder the Universe for all my days, to see if | can 
solve the great mystery of the Storm. 


(Excerpt #37 
Grow quietly like a cold home. 


W hy does the breeze die? 
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Gods fall like lively suns. 
W hy does the reef fall? 
N ever view a home. 


//Excerpt #168 

M y home Is coming along nicely. M y view of the Storm is well-placed, | wonder again 
if the Gate was built here just to view it. Or was the Storm placed by the maker of the 
Gate? | may never know. Construction time is slowed by my daily meditation upon 
the Storm. | still have many questions about it | may not solve on my own. | have 
taken to painting the Storm as it appears in my mind, to compare it to the real thing. | 
hope similarities and differences might help my soul in its journey. 


//Excerpt #193 
M editation is a lively Tempest home. 


W inds travel! 


//Excerpt #223 

| have lost track of the Fissure Gate. | cannot tell if this is just the mercurial nature of 
the Gates, or if | on my own have removed it in a fit of pique. M y sleep is restless 
here, day and night are meaningless before the Storm. Time ebbs and flows and | lose 
track. While my own housing is comfortable, it feels inadequate. M y home must grow 
to challenge the Storm, be a worthy front from which | can observe it. M y desire for 
knowledge and memory grows — | need more space to work, to store, to grow. This 
home is insufficient for my needs, as words are insufficient for the Storm. Only by 
building and seeing it will this house match the vision in my soul. 


//Excerpt #229 

God has smiled on me. Or perhaps it is the Storm? Is the Storm like unto God? Does 
God make the Storm, or do Storms make Gods — or maybe Devils? M y thoughts 
diverge. | spend so much time studying the Storm it does not take much for my mind 
to go back to the unanswered questions | have. | have found other worlds through the 
Gate, some of which have materials | need. | can send drones through to gather the 
resources | need to make my vision a reality. And, while they work to gather, | have 
more time to study the Storm. 


//Excerpt #419 
Creation, courage, and endurance. 


The breeze sails like a fiery cloud. 
God, desolation! 

Grow swiftly like a dead Tempest. 
W here is the stormy cloud? 


//Excerpt #494 

My meditations grow lonely. My thoughts fill volumes, just as the thoughts and 
words of those who came before me do. But | cannot help but think this will all be in 
vain. With no connection back to Sol, | cannot share my knowledge with anyone. 
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While I am sufficient to live for some time, my body and mind may eventually die and 
no-one here to revive me as is now our way. | need an observer for myself, just as | 
observe the Storm. It's risky, man made his own Devil this way, but | think | can build 
the link. A successor to observe and learn from myself, as | have learned from the 
Storm, as the Storm has learned from the Universe. | will struggle to build it, but my 
trade with the Others on the Plateau will give me the knowledge and materials | need. 


//Excerpt #536 

Another failure. But is the failure in my child, or in myself? Have | spent too long 
from others to be able to interact with them properly? The "people" of the other 
Gates, like the Plateau, the Icy Grave and the Ancient City do not interact with me as 
| must my observer. But as | contemplate the Storm again, as so many children have 
failed to do, answers begin to coalesce. As | learned from the first mistakes, a purely 
digital instance will not work. Even using the slow method, | bartered from the M ind- 
maker M achine to prevent the creation of a Devil | cannot truly grasp the form of the 
soul to make it work in my world. Some digital children remain, to serve me and 
guide the others, but they cannot break their limits. So | set about to build a physical 
instance. After much practice, | have made robotic forms and suited the mind to life in 
a simulacrum — but these too fail. | mixed machine and nerve, but again though they 
lived and breathed they could not stand to contemplate the Storm. | sent the strongest 
to the Dream Drinkers and their Shattered N est — so others might learn from my folly. 
| have begun the long path to merge the mind ephemeral with the body biological — 
but this will take much time. But, as | wait, a new answer and a new question are 
sparked. | am flesh and faith, | see the Storm through analog eyes. | have never 
remarked on its pattern until now. M aybe the lightning and the thunder are not 
random? 


//Excerpt #914 

My enemy persists. While the path of my observer, my new child grows clearer, | 
worry even more about the interference of the Witch. | have no clues as to her "real" 
nature, only the nature of her soul and the character of her actions. | feel now, after 
years of study — she is like me. The Witch came to study the Storm, and in doing so 
study herself and the universe. But as her thoughts and deeds have scarred my 
attempts to form an Observer and poisoned the hearts and minds of many visitors 
before me, | also question if perhaps she seeks not to become one with the 
Universe/God, but to make herself into God/Universe and control the Storm? Such 
hubris appalls me. | cannot contemplate mastering the Storm — | only hope that an 
observer can learn from me as | learn from it, to pass this knowledge on to others. 
Over the eons, | may eventually come to understand it, to work with it. But perhaps 
the Witch has been at this longer than I, and in her time studying the Storm, she has 
reached a point where she feels the natural step is to become it? Such a thought is 
seductive, but | know this is her Will against mine. If we combined our knowledge, we 
would both learn so much more, maybe reach a new level where our ideals are 
possible. But | can think of other ways to bridge the gap between myself and the 
Witch, that are not of her design. 


//Excerpt #946 
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The Witch has sent servitors against me again. The O bserver/Child is close now, and | 
have found how to correct the corruption the Witch has sent, and thus lay out a path 
for one who can learn from and observe us both. A child of me and the Witch, 
imbued with the knowledge we have gained from the Storm, and the power God has 
given all men to face the Devil. But my patience runs thin. | have left behind so much 
knowledge — | wished to pass it along in person, but | fear | cannot. My will grows 
weak in isolation, | wish to seek the Witch and the Storm. The attacks grow fierce, | 
have been unable to send out drones to find new worlds for more resources. | fear 
they may come for the observer, and all my work will be for naught. | shall consult 
my servants, and make preparations. | thought to study the Storm for decades more — 
and truth be told maybe! have, and simply have forgotten? But now | feel like! must 
confront my enemy to protect those who may observe in the Future. M ay God go 
with me. 


Plot H ooks: 


e The Witch is a TITAN or other powerful ASI which has come to study the 
Storm, which is artificially generated by some kind of ET! construct. They are 
able to effect certain minds (e/g Infolife only or cyberbrains only) and subvert or 
damage them akin to a Basilisk Hack, in order to scare away other Als, but has 
no effect on Sa'di which has it curious about him and trying to subvert him. The 
Observer's Ego is cultivated in a biomorph explicitly designed to be resistant to 
this effect 


e The Witch is some kind of powerful Async mind, such as a DNA computer or 
other entity which has encountered the Storm and found it profound or 
enhancing their abilities in some way. The Witch can infect others with Async 
powers, causing non-biological morphs to get morph fever and go insane. Sa'di 
has gotten around this by using a biomorph to cultivate Psi abilities naturally 


e Sa'di himself is an async, infected by WML or a similar strain while exploring 
new gates. The Witch and other observations on the Storm are his own 
disorders combined with sleights he's developed. Using his own ego as a base 
has corrupted attempts to use infomorphs or cyberbrains, but a biomorph based 
on him would naturally be an Async. 


e Sa'di was tortured or otherwise subverted by an alien or Exhuman group, such 
as the "M ind-M aker M achines" or "Dream Drinkers", who have placed some 
strange delusion of introspection and challenge on him to study and try and 
surpass the storm as a path to their own eccentric enlightenment. T he O bserver 
is made using the philosophies of this group to overcome them and Sa'di 
himself, unbeknownst to them. 
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95; Gaming Social Network 


Tags: [groups], [plot hooks], [social networks], [subcultures] 


Optional Rule: p-rep (PlayScore, N etworking: Gamers) 


PlayScore is a hypercorp-sponsored social network for major VR and AR games and 
gaming culture. It features a combination of unified achievement tracking and player 
“karma” which is increased by teamwork, clean playing and interactivity, and 
penalizes cheating, TKing, ninja-looting or other similar activities. p-rep users have 
access to exclusive virtual chatrooms and forums, and the network hosts and 
distributes many guides, tips and interviews related to both single and multiplayer 
games. p-rep functions normally when using favors inside the virtual network, and 
can be used to gain favors from almost any faction, but the level of favor is increased 
by one when dealing with events completely in “meatspace”. 


Gamer Organizations & Clades: 


Virtualists: Virtualists hold that since VR is indistinguishable from Real Life, a 
“virtual” experience has no difference from a “real” one, and thus everyone should 
life freely in a virtual space. Virtualists spend almost all of their time playing VR 
games, and many have even sold off their own morphs in order to instance as 
infomorphs in specialized Virtualist Sanctuary servers. Casual players often find them 
“tryhards” or otherwise too serious about “games”, which the Virtualists treat like 
real experiences. 


Drones: Drones are mostly hypercorp employees or other “normal” Consortium 
citizens who partake in AR or VR games. They oppose open hypercorp interference 
and monitoring within the actual games, but also do not like attempts to impose 
Seriousness or realism, or bring real-world politics into the simulspace. They simply 
want their escapism from their daily grind. The name started as a pejorative, but was 
adapted to the group when they started becoming a more unified movement. 


Amazons: Surprisingly prominent clade who play exclusively female or feminine 
avatars and characters, believing that in an age where you can look and be any gender 
combination you like, the female form is the most aesthetically pleasing. They were 
founded on the principle that quote-unquote “tits are awesome”. Some advocates, 
especially in the Outer System, decry the Amazons as Sexist or objectifying, but others 
argue that they are empowering via non-traditional gender roles often symbolized by 
aggressive or violent playstyles. Some even argue they are sexist the other way, with 
some groups of Amazons bullying or discriminating against male avatars. 
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Glitch-erati: The Glitch-erati are a collection of VR and e-sports celebs. While often 
mocked or scorned by many real-world Socialites, the Glitch-erati have a huge 
following on the PlayScore network. Their in-game XP streams are religiously 
followed by thousands of subscribers across the system, and if they move into a new 
game, many players follow them. They are also frequently seen commentating on 
gaming events or reviewing new games and game updates. 


Dead Pixel: Dead Pixel is a virtual crime syndicate, who run a variety of shady or 
illegal cheating, hacking and farming operations, and also offer black or red market 
services in Simulspace for virtual items and information, often for real-world currency 
or favors. They also engage in many rep scams and trading events, including rep-to- 
cred deals which heavily favor Dead Pixel. Dead Pixel is even rumored to have their 
own array of simulspaces where they’ll trap simulspace avatars and infomorphs for 
their own amusement. 


Leetists: Virtual elitists who take the virtualist philosophy one step further, and 
proclaim that the only experience and skill that matters is in virtual reality. Leetists 
scorn “filthy casuals” and will shun and ignore those with a low enough p-rep score. 
They are highly competitive, constantly hunting for the most extreme games with 
which to test their skills. Rumors of Leetists dealing with singularity seekers in order 
to achieve a higher level of cognition and responsiveness are often dismissed by 
members of the movement. 


Patch Crew: A small but well-organized group of support teams who operate in the 
real world to ensure that the most popular servers don’t get taken down by RL 
Sabotage. When Hypercorps or Anarchist groups attempt to take down servers, the 
Patch Crew will send a team to stop it, and also repair any damage done. T hey are so 
efficient that groups like Firewall have taken notice after they repelled several 
Sabotage attempts without knowing who they were blocking or why. 


The Guild: Group of virtual “mercenaries” based out of Extropia, but with 
contractors across the system. They recruit players only of the highest skill and 
experience levels, and deploy in contracts to any game or situation. When you need a 
situation handled inside a game, you can call on the Guild, and once the fee is paid, 
they will do everything they can to accomplish your goal, or your money back. Also 
known as the “Professionals”, or derisively as “The B-Team”. 


X enoludi: This group started as a small club of Computational Archaeology students 
at universities on Titan and M ars, who were interested in alien ideas of games and 
sensoriums. After a few of their projects went public, they started to pick up steam. 
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The group specializes in games and other virtual spaces based on recovered alien 
computers and technology, which are often bizarre, illogical or otherwise unusual. 
They also work with virtual replicas of xenoarchaeology sites, and even projections of 
what those locations might have looked like before they were ruined. Some people 
report strange after-effects, such as unusual dreams or hallucinations after playing 
these spaces. Furthermore, certain groups are concerned with the Xenoludi’s obsession 
with alien tech and data, and possible X -risks thereof, or that they might accidentally 
utilize TITAN tech. 


Collegiates: In an age where athletic talent can often be subsidized or physically 
instilled with morphs or mods, university-level sports are reduced or otherwise taken a 
backseat. Physical sports talents are best honed in hobbyists or in professional media 
personalities, so there’s less effort to teach, especially with space constraints. Team- 
based e-sports, however, especially with movements like the Glitch-erati and the 
Leetists, have seen a big rise because the virtual talents are purely the skill of the mind 
using them (combined with some standardized hardware). As such, higher education 
institutions have developed multiple VR game teams for inter-institution leagues in 
various games, both classic and new. This presence of Collegiates is most common on 
M ars and Luna, where there are a wide variety of institutions with which to have 
competition, and even scholarship opportunities, while teams from institutions on 
Titan, Europa and Extropia tend to be slightly lower-key. 


M eat Packers: A group of biochauvanists and some bioconservatives, mostly based 
out of Luna or other parts of the LLA. They believe in “purity” of the game and the 
gamer, and thus mostly play in standard biomorphs without augmentations such as 
multitasking or mental speed, do not use specialized or accelerated hardware or 
Skillsoft supplementation, and instead focusing on more conventional training and 
raw talent. They garner support for their clade by making frequent use of X P streams 
to “let people have a taste of the meat”. Some of their members have been criticized 
for vocal prejudices against AGI, permanent Infomorphs (especially Leetists) or those 
who utilize cutting-edge computing hardware. Individual teams or groups in this 
faction have names like “400 APM”, “KBM=WIN” and “Fingerbang”. 


Reflex Streaming: Indie X P and lifelog distributing hypercorp specializing in gaming. 
A competitor to Experia in these specific fields. Based primarily on Venus and 
Extropia, they offer very flexible and open contracts for content producers, and offers 
a great deal of open and free content to the public. Their model is more based on 
allowing producers to monetize their content via advertisements and sponsorships 
rather than through DRM or paywalls. Reflex is also famous for buying up indentures 
for prospective esports athletes and ecelebs and give them solid deals in their markets. 


[Sidebar] Digicorps: Sometimes also called N anocorps or V-corps, these are (usually) 
very small corporate entities which exist completely virtually in Simulspace, with some 
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having “storefronts” in virtual locations like Hub. They operate by selling in-game 
goods or services in small amounts for small real credit percentages called 
“nanotransactions”. Resources are crafted directly by employees or gathered through 
complex farming methods reliant on task hedonist Al or AGI. Digicorps have an 
extremely high rate of competition due to similarity of services and their small size 
(which often makes conflicts personal). Notable examples include: Yangtze 
M arketplace, CyBay, Spacetsy, GameD ot, N anoSoftware and DogeBank 


One of the most common Digicorp operations is “Stock-based goldfarming”, where 
the first wave of customers buy shares in specialized servers to run the farming Al 
with real credit, and are paid with a regular percentage of in-game resources or 
currency. The excess currency or resources are then auctioned off to the public for real 
credit, which is distributed to shareholders in the company. Another common move is 
in-game “quests”, where Digicorps will accept up-front fees to acquire specific game 
items, including organizing missions or raids to acquire it, and are fulfilled by any 
player carrying that item. Yet another fairly common business model is digital 
fashion, where programmers and designers work together to create custom cosmetic 
items or even entire simulmorph avatars to be sold for real currency, usually on a 
commission or catalog basis. 


M ajor PlayScore Games: 


10,001 Arabian Days: A MARG based on legends and folklore of the M iddle East 
and Asia. Players are pilgrims or adventurers who wander the land seeking fortune 
and glory, encountering strange beasts and entities, mythic locations and wondrous 
treasures in the AR landscape. Based on these encounters and the items or skills they 
have gathered, player may lose or gain points or qualities they can trade on to do 
better in the game. This MARG is slightly unusual in that it rewards travelling. 
Playing 10,001 Arabian Days in new habs or regions offers slight bonuses to both 
your gains and the gains of local players who interact with you — and supposedly there 
are slight variations of events from region to region. 


4EX : Real-time exoplanet colonization and strategy game. Each player must plan and 
grow his own colony, which is staffed by bots or other player colonists, and compete 
with other colonies on the same planet, or nearby planetary bodies, for resources. The 
game resets after 1000 in-game years, or one player faction takes over the planet. 


mt ad 
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FL4AWFIRAK—YV— (A Digital Love Story): Started as an attempt to recreate 
the classic dating sim genre, but changed into an actual dating service of sorts once the 
virtualist movement took off. Players take on roles based on traditional romance 
cliches, and interact with other PCs and even some NPCs in a variety of classic 
environments such as high school, college, work and even some fantasy and historical 
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“maps”. Features a complex point system nobody quite understands to get a 
highscore and unlock new activities. 


ADAM Uplink: A game originally designed by a TAU Economics professor as a 
learning tool, it caught on in-system and was licensed through a Titanian microcorp 
by Experia. It features a realistic resource gathering and economic trade model for 
Space (based on the Solar System) with an entirely player driven economy. Famous for 
massive battles and in-game corp politics which have resulted in the loss of significant 
amounts of real-world credit. 


Ambelina: Blood in the Clouds: A serial of action-packed VRFPSs, all personally 
written by a team of Claudia Ambelinas about a team of Claudia Ambelinas. The Pax 
Familiz’s role as a protagonist takes players to exotic locales, from the original 
("slightly" embellished) retelling of her feud with the Night Cartel on Octavia to Aten 
station, Echo IV, Ganymede, Xiphos, New Sicily and other increasingly improbable 
locations. Despite the superficial realism of the series’ art style, B/ood in the Clouds 
has a very loose physics engine and nigh-invulnerable player characters, making 
screwing around between missions somehow more fun than the shallow revenge 
fantasies crafted by the Ambelinas assigned to scriptwriting. Blood in the Clouds 
remains uncensored in M orningstar just like everything else, but is banned in most 
other Inner System habitats and critically panned in autonomist space. Bad reviews 
don't stop players from enjoying the game unironically, however, and Pax Familia is 
currently planning expansion packs based on smart material spimes embedded in 
collectible figurines (of Ambelina). 


Angels and Devils: An MARG with some VR elements where players are “possessed” 
by an angel or demon (played by an NPC Al, transhuman player or even the M use 
using an AR filter) who do battle for the soul of Transhumanity while handling tough 
questions of philosophy, morality, faith and technology. Both factions have complex 
internal politics supported both by the game rules and the player-base. 


AquaJolt: Originally an aggressive meme against Extropianism and Objectivism, this 
game has a surprisingly dedicated following. It is set on a hab on Ceres which loses 
communication with the outside world, and descends into civil war as “citizens” 
compete over resources. All while radical biomodification and even exhumanism 
become increasingly common due to the lack of law, morality or other boundaries. 


Barsoomian Bros: A platforming game set on a fictionalized version of a terraformed 
M ars. The player(s) are a simple janitor tech and their extended family who must 
rescue their girlfriend (A Sufi “princess”) who is kidnapped by the last Oligarch. To 
do so they must battle waves of cartoonish wild artificials, rust-adapted life and the 
oligarch’s own growing family of privileged hyperelite children; all while collecting 
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bizarre power-up nanodrugs and implants. Players who die lose their power-ups and 
are resleeved in a new morph instantly at the start of an area. Features a lot of red 
herrings and delay tactics to keep the player from winning immediately. 


Berlin 1942: An MMOFPS between Soviets and Nazis. Take territory, shoot your 
enemies, drive or destroy tanks. Every year there's an annual "Shoot Hitler" event 
where every player on the server tries to find Hitler's hidden bunker, penetrate it, and 
shoot him for rewards and rep. 


Billy and the Cloneasaurus: A game sponsored by Skinthetic aimed at children, 
where the player is granted a friendly pet dinosaur — who helps them escape the 
complex and puzzle-filled halls of an alien spacecraft. The dinosaur can change species 
in an instant depending on what jellybeans it is fed; one moment you might be carried 
across gaps by a pterodactyl, only to have an ancylodon break through some glass- 
steel blocks a minute later, which promotes strategy by carefully using limited 
resources. The game has a famous level editor with a high degree of detail and 
customization, including some issues with take-downs of levels clearly based on 
Consortium secure locations. 


Blood Moon 4 BETA: A zombie survival horror game set in a highly detailed 
simulation of major Lunar settlements like Erato and Nectar (New M umbai was not 
included out of respect) which features a persistent world. Is in constant open beta 
process. 


Bollywood X-Treme: What at first seems like an ordinary simulation of a cubical- 
jock knowledge worker evolves into a bizarre world full of strange occurrences such 
as spontaneous martial arts fights, or more commonly, expansive musical numbers 
which only get larger the more players there are on the server. 


Chaotica: The VRMMO for assholes. A vaguely fantasy game where ganking your 
opponents, teabagging their corpses and stealing your party members’ loot is not only 
encouraged, but required. T he playerbase is surprisingly chill about the whole thing. 


Demon Goddess Serenade: Urban fantasy title set in a post-apocalyptic model of Pre- 
Fall Tokyo. Players must fight to survive by summoning and controlling waves of 
Supernatural creatures mish-mashed from Earth mythologies to use against wandering 
monsters and other players. 


Depressurize Extreme: W hat started as a training for hab workers on habitats to act 
quickly and appropriately when random parts of the hab depressurized and opened to 
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Space, became a cult classic, and when the company realized that people other than its 
employees were enjoying this training simulation, they rereleased it as a full product. 
The game is simple, you are on a modeled habitat, and given mundane tasks to 
perform, except parts of the hab will randomly and explosively depressurize, forcing 
players to scramble for safety. It uses actual XP of vacuum exposure in order to 
properly convey the real feel of the experience. All players on the same local server 
share the same hab, so many players may experience an event at once. This has forged 
a tight-knit community who will go out of their way to rescue new players. 


Elysium H eat: Set on the M artian city, Elysium H eat has players take on avatars of 
Uplifted vigilantes and criminals who graphically and violently assault both gangs and 
Organized crime, and also strike at anti-uplift activists, while occasionally fighting 
with the police. The game has unusually visceral sensorium feedback for the act of 
killing. Became more popular after copycat killings by humans wearing animal masks 
happened in Elysium against critics of the game. 


EroW orld: A Scum open-source game which hit the network when the Swarm’s mesh 
came within range of Consortium space. It features a fantasy world with simplistic 
and nostalgic RPG tropes, and a gratuitous amount of sexual content, including erotic 
items and equipment, horny monsters of every shape, size, color and gender 
configuration, sexual transformations, and a plethora of optional sexual encounters 
with NPCs and other PCs. It also features a lot of mind-altering substances. Attempts 
to monetize the game have had mixed results. Features an anonymous subscriber list. 


EX-Meiosis: An intense fighter pilot sim taking place in the most unlikely of 
environments — the transhuman body. When a gatecrasher contracts an alien infection 
during one of their jaunts (The word "exsurgent" is never used) they become badly 
mutated, and threaten to birth even more dangerous creatures. The player is an 
experimental surgeon, piloting a nanoscale ship armed with weapons and tools to 
destroy the infection at a cellular level. The ship controls very similar to a M artian 
aircraft or Europan submarine, depending on the level's environment, and its whiplike 
twin manipulators are difficult to control for those used to humanoid limbs. 
Unknown to many, EX-Meosis is actually a reskin of a Cognite anti-drug 
“edutainment” game from before the Fall called Torin Ripley: Experimental 
Nanosurgeon — which had the players shrink themselves down to personally destroy 
the Petal nanodrugs inside an addict's brain, but suffered from weak level design and 
disconnect in the interface with the sensorium common to earlier simulspaces. 


Exhumans vs Robozombies: A game actually developed by a Jovian group, 
Supposedly based on some extreme training scenarios, which has become shockingly 
popular in the rest of the system. It actually features combat between three factions: 
Heavily armed and armored Jovian Civil Defense Force, the “Exhumans”, clearly 
based on predator clades who are loaded with dangerous bioware and cyberware 
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augmentations, and “Robozombies” as slang for dangerous cyborgs and bots 
subverted by the TITANs with advanced nanoware and cyberwarfare powers. M ost of 
the terrain is heavily based on cramped spaces of Jovian habs or spaceships. 


Exsurgent: M odern take on a classic game, which was originally a Firewall training 
scenario lifted by some unsuspecting game developer. In it’s simplest form, one player 
is randomly assigned to be a “TITAN Agent” and the remaining players must figure 
out who before a short time limit is up. M ore complex versions have been developed 
where players are randomly assigned other roles (such as “Scum”, “Tech Support”, 
“Security”, “Admin”, etc) which have unique abilities or rules in certain phases of 
gameplay, which create a more dynamic game. Available in AR or VR. 


Fate: A shooter game set in the year AF 1000, where the last city of transhumanity 
lives on the ruined Earth, protected by the friendly (if distant and ineffable) Seed Al 
called the Wanderer. Players are “Sentinels”, selected from transhumans in advanced 
bio or synthmorphs whose Egos are not distinguished between humans, uplifts or 
infolife, who are infused with the power of the Wanderer. They must use a 
combination of advanced weapons and near-magical technical abilities made possible 
through advanced technology to explore and reclaim the lost colonies of Earth from 
various “species” of exsurgents and hostile aliens. (Commonly believed to be a social 
engineering project by more progressive and open members of Firewall to acclimate 
transhumanity to certain ideas) 


Feral Aptitudes: A simulspace superhuman game which competes with M ARG titles 
like Habitat of Supers. Players can build incredibly customizable avatars and abilities 
in the game’s engine using set “point builds” — and participate in any number of 
servers with specific settings which have various themes and time periods. 


G-men and Gunsels: Apparently commissioned by a Night Cartel boss who was 
nostalgic for the “good old days”, this game takes place in the 1920s Prohibition Era, 
and pits teams of government agents against organized crime members in a constant 
cat-and-mouse game of smuggling and speakeasies in an open world. 


Galaxy of Shadows: Popular roleplaying MARG based around popular types of 
Classic horror “monsters” and their complex internal politics and clashes with other 
“supernaturals”. While ostensibly more socially focused as a game, different 
Supernatural types have a variety of different abilities which effect the game — 
including in combat situations. Expansions by the developers cover classics like 
Werewolves, Vampires, Witches, Demons and Ghosts to more exotic creations such as 
Mummies, Djinn, Yokai, Frankensteins or Golems, Serpentmen and even monster 
“hunters” as a playable splat. 
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Grand Theft Morph: VNS Online: Open-world game set in Valles-N ew Shanghai 
where players are low-level criminals struggling to make rep and get ahead in a 
cutthroat world. Rumored to be used by actual local gangs and triads to plan 
operations and train new members. 


Guild of Godlings: One of the most successful VRM OBA games out there. Players 
take on avatars based on various mythological or pop cultural figures and battle it out 
in various arena maps for points, territory or kills. Its very popular for professional 
competitive play for a number of reasons, and has an intense media following of the 
best players and their avatars. 


H abitat of Supers: Superhero/villain M ARG where players take on costumed identity 
and perform acts of cliche and cartoonish heroism or villainy against other players 
and NPCs to earn points to boost their superpowers and other perks. Known for 
several occasions where players have “accidentally” stumbled into or participated in 
crime while in their alter ego. 


Hotel Escape: A Room Escape game set in a massive, crumbling, art-deco hotel. 
Players can design massive and complex room puzzles which are all linked to the 
single simulated building. Players who clear large numbers of rooms or floors gain 
bonuses, and it is rumored that there is a special prize for clearing the top floor. 


Hub: Not a game, as such, but a massive virtual simulation of a city built to hold all 
of the users of PlayScore. It acts as a virtual meeting-place for many gamers and in- 
game guilds, with a number of Simulspace amenities. Anti-social actions are forbidden 
via the Simulspace rules, and hackers are publicly (and often humiliatingly) punished 
by SysAdmins. The nature and size of the city are growing all the time. 


InkToon: A slightly exotic VRFPS which a slightly cartoonish art-style, it was 
Originally aimed as a VR sim to help people adapt to multi-limbed or aquatic morphs. 
H owever, it had some appeal with N eo-O ctopi, so it was reskinned as a game. Players 
may pick from a variety of Octopoid Morphs (such as Flying Squids or Takko in 
addition) or Novacrabs, armed with specialized exotic weapons which can function in 
amphibious environments, with maps which are either aquatic, or in microgravity. 
While it’s interesting in that it appeals to neo-octopi egos, it has been criticized by 
some Mercurial groups as “making fun” of the existence of Octopodes. 


LAPD 151: Historical mystery game set in a model of 1980s Los Angeles. Players 
play police officers who must collect clues and track N PC suspects. People who abuse 
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the open world and break character may find themselves the target of a special APB. 
Historians criticize it for being inaccurate or anachronistic, with NPCs wearing a 
blend of fashions, disco music being omnipresent, and extreme weather phenomena 
like acid rain, thundersnow, and the extremely rare “volcano” event. 


Life Simulator: Started as a parody, but huge fan contributions, hacks, and mods, 
and in-joke metaculture have changed it into something else, where you play a regular 
person for a few hours, and then things randomly start to get weird. 


Looking Glass Boundary: A freerunning game with a wide variety of courses both 
completely original and based off of real life locations. Competition for the fastest 
course times is high, as is competition among level designers. M any newbie traceurs 
practice in the game before attempting runs which could damage their physical bodies. 


M akeDig;: Latest iteration of an old favorite, M akeDig features randomly generated 
worlds composed of a variety of materials which are assembled in easy to manage 
cubes. Players can either be purely creative, or engage in a survival game where they 
must explore and gather resources to build stronger structures and tools to survive 
waves of monsters which spawn at night. The base graphics level is very simplistic, 
meaning M akeDig in some form can be run on almost any device, but many 3rd-party 
upgrades can greatly increase the graphical level. 


Monster’s Duel: One of the premiere AR TCGs, players construct digital decks of 
cards composed of fantastic creatures and magical spells and traps and battle it out to 
reduce the other player’s Life to 0. Players can also trade cards, and spend virtual 
points or real cash for booster packs with computer regulated rarity. Due to its 
immense popularity and complexity, the core game has a lot of variation in 
tournament and house rules, some of which might not make a lot of sense to a casual 
observer. Rumor has it the card randomizer has some kind of emotional context to it, 
providing players with strong belief and will the proper cards at the right moment, but 
the programmers insist the software isn’t capable of that kind of analysis. 


Nuclear Winter 2100: Post-apocalyptic survival RPG, set in a world after a nuclear 
war theorized in the 1950s and 60s, with anachronistic technology (which often 
models real world weapon and armor systems). Players must survive and fight in four 
major zones; North America Europe, Russia and mainland China. Features a 
sophisticated, realistic crafting system and extensive factions and story threads, run 
and refreshed by both Al bots and transhuman GM s. 
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Omega Online: A medieval simulator in which players must defend the land and 
virtues from marauding creatures, featuring detailed gathering and player construction 
at a 1:1 ratio with construction in real life. Largest issue: M urderers. 


Party Bunker 2K: A cartoonishly over-the-top, team shooter with an incredibly 
robust collection of randomly-dropped cosmetic items and community crafted 
weapons which are rarely tested for balance. 


Paycheck 4: An oddity of a game, set in Erato, Luna, where the players take the role 
of a team of Synthmorph Bank Robbers, who must plan out assaults on high security 
banks and stores in Erato by selecting from a limited amount of equipment. Actual 
heists often involve implausible waves of riot cops and tactical drones versus small 
fireteams of robbers who inexplicably survive long enough to be arrested. The game 
has an extensive system of cosmetic shell modifications and decals, as well as weapon 
selection and modification, all of which costs astonishing amounts of in-game 
currency (most of which from the heists is not kept) to purchase and equip. 


Phoenixcube AdvenM undi: Fighting VRM MO based on a long tradition of Japanese 
vids. Players build custom avatars from a selection of species, Including humans, 
several “rubber forehead” aliens, “androids”, hyper-evolved (and thus 
anthropomorphic) uplifts and “demons” in a unique art-style. Players are 
“ChronoRangers” who must battle evil forces who attempt to change time — usually 
with flashy SFX attacks, martial arts skills and heroic willpower. 


Planetaria: This game spawns players in an experimental FTL ship with an advanced 
fabricator and a reactor which can burn almost any resource, and places them 
randomly in a procedurally generated galaxy. Players explore far-flung planets 
looking for new and exciting resources to build with and new devices to make, all 
while facing strange alien wildlife and monsters. Has a lot of cosmetic building and 
furniture crafting to be done. 


Pokemondrian: A simulspace art-game developed by a student at TAU. The game 
consists of wandering through an apparently infinite art gallery, collecting historical 
artworks, having them battle each other to get access to further gallery spaces and — 
this is the real artistic point of the simspace — have the emergent clustering of artworks 
due to players form a complex map of art history that can be observed from the 
outside in another simspace. Firewall has subverted the game and uses it as a covert 
access point to VR meetings via T he Eye. 


Prism 7: A VRFPS game which started as a training simulator from Direct Action, but 
was later licensed through Experia. As such, it features some of the most realistic 
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small unit combat simulation ever, down to environments and particular features of 
weapon models. This has given it a certain kind of crowd it is popular with. 


Reclaimers And Robots: Are you a bad enough dude to reclaim Earth from the 
TITAN hordes? Stay alive and hunt down the monstrous exsurgent hordes infecting 
Earth! Trade with other players! Create enclaves! Build, trade, fight in Sol's most 
detailed simulator! Lose badly enough and entire resleeve points can be lost, possibly 
ending the game for good! 


Remember This: In this sim developed by a Commonwealth microcorp, players take 
on the role of a back-alley psychosurgeon deep in the bowels of Remembrance. With a 
newer, faster and hopefully fictional hand-mounted ego bridge, the player's role is to 
dissect the decadent upper class' memories like a vibroblade through aerogel, 
reshaping Lunar society as they see fit. The psychosurgical procedures shown to 
players are grossly simplified and user friendly while still following the "rules" as they 
were. The developers of Remember This spent several months wrestling over what 
genre the game would be and insisted on adding features from their public suggestion 
box, so the somber Lunar tale of what it means to be an ego After Fall also contains 
kung-fu battles with sewer mutants and a holographic gun that fires real bullets. 


Ring World Run: A racing game on a massive ringworld that is nothing but long 
racetracks. There are popular user-made tracks, with standard races, deathmatches, 
custom-digital-car shows, but the most famous event is the Grand-24-Prix, a 24-hour 
long race in which the crowds vote on what the next stretch of road will be. Racers 
will never know what will happen on the tracks, with hazards and loops and crazy 
things happening. Several Online gangs have bets running on racers and use their 
economic power to rig some of the votes so that their favorites get 'smoother' tracks. 


Road Kicker Finale Ultra-Rad Super Power Turbo X 4 Undead Or Reborn Edition 
Alpha: 1v1 simulspace fighting game, with extensive tournaments which are 
constantly running. Players may utilize preselected fighting styles, use their own native 
Skills, or develop their own unique fighting styles and special techniques. The best 
designed custom characters and styles are frequently adapted and included in the 
game proper. 


Sagas of Hilda: Open-sourced fantasy adventure game, made by a team of J apanese 
argonauts and based on a series of Petals and classic vidgames. The player takes 
control of a vaguely elven protagonist who starts armed with only a sword and shield 
and must adventure across a vast land mostly devoid of people (except for helpful old 
wise people and a few villages) and fight monsters to enter a number of lost temples 
or dungeons to recover a set amount of plot tokens and helpful artifacts and 
equipment, in order to defeat some great evil and/or rescue some important figure. 
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Due to the open source nature, most players tend to customize their exact details to 
enhance replayability, while the core functions remain the same. 


Solipsism Chan: Players spawn in a black void and must create their own dreamscape 
as well as try to unbelieve the others with the force of their willpower. Success allows 
you to enter their dreamscape and pillage items for yours or enforce your views upon 
it. Rumors persist that the game contains remote psychosurgery functions which are 
employed against the players you dominate. 


Space Freighter Simulator: A surprisingly popular game, which is exactly what it 
sounds like. A Realistic simulator of space-based cargo transportation, in real time. 


Terraforming Simulator: From the same team as “Space Freighter Simulator” this 
game simulates the realistic work of the operator of a Terraforming Station in the 
Martian outback. Griefers occasionally make the game “interesting” by appearing as 
heavily armed Barsoomians or Nomads and attacking the station for its resources. 


The Battle Room: Based on a Sci-Fi classic, two teams of 41 soldiers in vacsuits 
engage in microgravity combat in an environment randomly filled with obstacles, 
while armed with weapons which will paralyze all or portions of the enemy’s body 
when they hit. The game ends when either the entirety of the other team is frozen, or 
one side places four soldiers around the enemy gate (unfrozen) and moves a fifth 
soldier through it. The game has a robust league of many teams, and is often used by 
security forces or military units to train soldiers in the basics of Zero-G Combat. 


The Great Conspiracy: Indie rival to “Cloak and Dagger”, published by an 
anonymous Extropian microcorp. Features a realistic modern secret conflict between 
two groups, Boundary and Project Overlord. (The game seems to be based off of the 
conflict between Project Ozma and Firewall, with both groups investigating the source 
of the game) 


The Hidden Universe: Another urban fantasy title, set at the turn of the 21st century, 
where players join one of several mystic conspiracies and compete against 
supernatural foes in a number of locations modeled after famous cities. 


TITAN -Fall: A multi-level game set in a world of a second TITAN attack. Some 
players take the roles of commanders coordinating a traditional RTS between Al-run 
TITAN enemies and other player factions, while other players take the role of 
specialized, elite soldiers on the ground who can turn the tides of an important battle 
from the tactical level. 
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Tokyo Online: Featuring a sprawling map based on Tokyo through various time 
periods, players must protect the city from giant monsters using magic, giant robots or 
other mysterious technology — while dating wide-eyed girls or thin beautiful boys who 
occasionally turn into giant monsters, continuing the circle of life. 


Transetroid: Oddball platforming and adventure game set in a world which mashes 
classic horror with science fiction. Players are “hunters” who must explore 
“dungeons” or “castles” which combine exotic alien worlds and advanced research 
labs or military bases with gothic or neoclassical architecture and are populated by 
monsters from classic myths and fairy stories and science-fiction. The games are vast 
and open, with the only restrictions on some areas being specific abilities or pieces of 
equipment. When the final boss is defeated, the “dungeon” collapses and the game 
resets with a new dungeon, and all previous equipment lost. 


UFO: Alien Assault: Aliens have attacked Earth with mysterious energy weapons and 
a strange mutagenic virus. Players take the role of highly trained secret operatives with 
bleeding-edge tech to push back the alien menace by any means necessary. Conspiracy 
theorists claim the game is actually a training program or recruitment tool for any 
number of conspiracies. 


Up The Beanstalk: A game where players must explore and settle the castle of long- 
dead giants. The players must fight off over-sized vermin and handle complex 
engineering problems like 70 ft doors in order to keep surviving. 


Wagon Trail: A game set in the Old-West of Earth, players spawn equipped with a 
wagon and some basic supplies and funds, and must successfully travel to a target 
destination, often in teams of other PCs, or with NPCs as “ablative shields”. The 
game has a very high degree of realism, but also an extensive mod community who 
have added things like modern energy weapons, skunks which explode into 
neurotoxins when killed, or random encounters with roving bandits riding bears and 
armed with machine guns. 


Western Zone: An expansive, open-world VR game with an open world style and a 
Western setting. Players pick a role (white hat or black hat) and interact with an 
incredibly diverse cast of characters, mostly run by ALIs or occasional "Overseer" 
AGIs. Players have limited ability to interact with each other and NPCs have limited 
ability to act against players, dependant on various scenario packages and procedural 
generation of narrative — encouraging a "friendly" air of cooperation between humans 
even on opposite "sides". The original company who made it planned on adapting the 
system to other settings, but the Fall cause them to be bought up by Experia after. 
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Who Died Today?: M urder-mystery M ARG where “murderers” and “victims” are 
randomly selected from the players to plan out a murder mystery which the other 
players must solve in the allotted time limit. 


Xi-Wing: Another game built out of several training programs, X i-Wing is a hybrid 
RT S/flight simulator, where one player controls one or more destroyers/carriers armed 
with space fighters — each controlled by another player. The primary player must 
coordinate his squadron while also maintaining awareness of the tactical situation and 
individual pilots need to score objectives while also making sure to stay in line with 
the overall battle plan. The game has been hacked a lot to allow “non-standard” craft 
which behave like old Sci-Fi vids, or even historical fights with planes and aircraft 
carriers. Rumors abound that several real combat missions have been run through Xi- 
Wing using QE comms. 


Prominent N PCs: 


Damian Rhex 


Also known as the “living meme”, Damian Rhex appears to be this user’s real 
name...except he seems to be everywhere. No matter what game you play there is a 
character named Damian Rhex, with the same face and voice, and personality. Some 
people suspect it could be several forks of the same ego, but currently the mystery has 
yet to be answered. This phenomenon has gotten to such memetic levels that some 
simulspace users are naming themselves after him and trying to copy him. Some think 
this was all a ruse and that there was never a Damian to begin with. 


Supreme Commander Comandante 


A Glitch-erati famous for his tactical and strategic prowess. His fans compare his skill 
to Napoleon, Patton or Sun Tzu, but many detractors think he is an AGI and an 
hypercorp plant from Experia. 


xX xClaudia AmbelinaxX x 


A fork-child of Claudia who is a moderately well-known e-celeb in M orningstar, with 
excellent X P streams and use of advanced multitasking and other forking techniques 
for competitive play — including winning several competitions using teams of only 
herself. Officially, broke away from her “family” to enjoy games and other 
entertainments, but her small brand is known to be a front for the Pax Familiae. This 
Claudia is also technically a metacelebrity, as she is the “official” mascot and basis for 
the Ambelina VR game series. It is not known if there is a singular xX xClaudia 
AmbelinaxX x, or if that even matters given the proclivities of the Pax Familiae. 
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XXXXYYY ---!!@@$ 


A virtualist who had their name legally changed to “XX XXYYY---!!@@$” when they 
shifted to the permanent virtual lifestyle. This ego is overly philosophical in its X P- 
casts and when it plays games, going on for hours about pseudophilosophy. 


Y Ours 


X P-Pornstar turned gamer who says every gamer is part of her fanbase, though she 
claims anyone who has “enjoyed” her previous work to be a fan of her current Let’s 
Plays and Streams, a blatantly untrue statistic. She claims to have been in every 
morph, and every gender. Whatever your tastes, she has done it. She wasn't the first to 
swap to the Virtualist lifestyle, but she is one of the most well known for it, when she 
sold off her morph to a whole scum fleet who to this day makes public 'use’ of her 
morph. She has an “intense” (to put it mildly) fan club who stalk any game she is in. 


Plot H ooks: 


e One of the “victims” in a round of Who Died Today? is actually killed under 
the cover of the game, using a similar method. Can the PCs solve the actual 
mystery while competing with players attempting to solve the virtual one? 


e One of the player character’s friends is diagnosed with a mental illness 
consistent with botched psychosurgery after playing Solipsism Chan. Is it the 
effect of a lone, rogue hacker, or something engineered into the game? 


e The players discover that Reclaimers and Robots is actually a cover for Project 
Ozma or similar shadowy organization, and the players in the game are actually 
teleoperating or sleeving into bodies on Earth. What do they do with this 
information, and how could they prove it? 


e A prominent Glitch-erati e-celeb goes offline for a couple days, but returns later 
with a slightly different outlook. In reality, the original user of that avatar has 
been found murdered and their stack stolen. Can a real killer be tracked through 
virtual space? 


e Firewall orders a group of Sentinels to investigate the game “The Great 
Conspiracy” in order to find out why it seems so similar to the actual operations 
of Firewall and Ozma. To do this, they must engage in several in-game 
operations, where they compete with another team of players. A team who has a 
suspiciously high amount of skill, almost like they have real experience... 


e Firewall is trying to investigate a new performance-enhancing narcoalgorithm 
being sold by virtual crime-ring Dead Pixel, which appears to have a snippet of 
TITAN code in it. The program has been banned by the PlayScore system, so 
Sentinels will have to get in deep to purchase it. Is the code just a particularly 
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aggressive and addictive “gamer fuel” or is it a TITAN attack designed to build 
the perfect meat-puppet botnet? 


One of the players or their associates runs into a Damian Rhex in their game, 
and is beaten and/or has something important taken from them. They need to 
pin down the specific Damian Rhex to recover it, but how can they figure out 
which one is the right one with so many around? Is there only one Damian, or 
many? 


A Glitch-erati like X X X XY YY ---!!@@$ or Y Ours has recently started playing in 
one of the simulations created by the X enoludi, which has flooded the servers 
with eager fans. The academics who study and maintain these spaces grow 
increasingly frustrated with the influx of people who don’t “get it”. Can this 
conflict be resolved peacefully? And what of reports from many of these new 
users of strange cognitive effects or stress after playing these alien spaces for 
long periods of time? 


Some daredevils have begun attempting to replicate the gameplay of 
Depressurize Extreme in real life. Is it harmless thrill-seeking or viral marketing? 
And what of the risk to regular citizens when amateurs attempt to deliberately 
cause an explosive decompression event? 


A more conservative segment of Firewall has ordered an investigation of the 
“Fate” game due to its potentially polarizing content which could hurt 
Firewall’s interest. What does the party do when they discover it’s actually a 
social engineering project by the more progressive elements of the conspiracy? 


M ysterious events are happening in the working-class neighborhoods of N yhavn 
on Titan — which resemble the events of the Titanian game “Remember This”. Is 
this an ARG or some other form of marketing, a LARP by the fans, or has 
someone actually perfected a highly portable psychosurgery suite and is using it 
to manipulate minds in conformity of the game’s story? 


Firewall agents (or other covert operatives) have received a briefing to break 
into a secure location — but the simulation and data is loaded into the game Billy 
and the Cloneasaurus, requiring all activities to be framed within the rules and 
limitations of the game, with special equipment substituted for by some... 
unique, dinosaur species. 


A computer virus in Western Zone is causing Al NPCs to act erratically, 
performing "off-script" actions which interfere with player’s fun. A cursory 
examination makes it appear to be the work of radial M ercurials, pushing for 
Al rights. 
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96: Cloud Reavers 


Tags: [Ceres], [groups], [plot hooks], [threats] 


Ceres, the dwarf planet, is the largest body in the M ain Belt and thus the single largest 
planetary body between the M ars and Jupiter orbits. Still relatively small, it possesses 
a surface gravity of about .029 g, which is less than Luna, but still sufficient to cause 
objects to drift or cling toward the surface unless sufficiently powered. Ceres also has 
a relatively warm max temperature in the "day" of about -38 C, though the average is 
more like -100 C. M ost of this is often irrelevant, as a majority of the action of Ceres 
lies in the "Hidden Sea", the massive ocean below the 100 km mantle of ice, a region 
roughly 20 km deep before hitting the rocky core. The Hidden Sea has its own 
hazards, being under pressure of about 200 atm at its highest level, and as strong as 
2,500 atm at its depths. It's also too cold for normal transhumans under most 
circumstances, being about -20 C at the upper level and getting warmer from there, 
and also contains relatively unpleasant levels of salt, ammonia and sulfur. Generally, 
this means most biomorphs need to be adapted with Hydrostatic Adaptation, 
Improved Cold and Toxin Filter mods to survive. Total population of Ceres is 
documented at about 1 million. 


Ceres' surface also has a very thin "atmosphere" of water and other vapor as ice 
works up through the crust and is sublimated by solar radiation, forming low hanging 
fog banks and penitente formations on the night side. This is interesting to note 
because the Cerean Transcrustal Authority (CTA) regulates all water trade from the 
Hidden Sea below the rock and ice layers, and their masters the Hidden Concern are 
known to harass surface operations for their cut of the profits. Because of this, a small 
class of red market operators exist who harvest water from the surface without long- 
term mining operations, using the short sight lines of the dwarf planet to avoid 
detection. Generally referred to as "vaporators", "Sunshiners" or " niebla pirata" , they 
are considered a nuisance both by local governance and independent operators, due to 
the fact that these are often desperadoes with similarities to Carbon Reaver pirates out 
in the Jovian Trojans. Occasionally, the more aggressive strain of these are called 
"Fog Men" or "Cloud Reavers" for specificity. They're common in the Gerber and 
Samhain Catenae, or the Niman Rupes regions. 


Standard operations for this sort of outfit is mobile, usually based out of an 
Outsystem Hover, but also small units will use EVA Sleds or Rocket Packs. They 
travel quickly to fog bank formations in their immediate area, and utilize compressors 
or other equipment to gather the water vapor — then return to a small base station — 
usually little more than a Shelter Dome or Pressure T ent, where they filter the water 
for impurities, and place it in containers suitable for sale, which are smuggled back to 
a market to sell, either to someone travelling off-planet or who has contacts who will 
do so. Occasionally, groups grow more bold, and in order to get better take, will 
move to night-side formations of ice like penitentes, and cut them off and melt them 
using tools, or even use thermal weapons (torches or explosives) to mass melt them 
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for storage — which also gives them a weapon should any Hidden Concern thugs come 
to stop their unapproved water collection. 


"Fog Men" or "Cloud Reavers" area different style of operation entirely — they are 
little more than claim jumpers and desperados. They typically operate how one would 
assume pirates and smugglers do, they locate independant water operations (the kind 
already paying The Hidden Concern) and attack or extort them. They steal any 
collected water (in liquid or ice form), then distribute it back among themselves to 
Safely smuggle and launder it. They attack both actual "mining" operations, and 
transportation via Snowcralwer Utes or Hovercraft. M ost of them operate in a fairly 
"civilized" manner, taking only the water, but others act like typical banditos, taking 
anything of value in an operation — and some are even known to kill and take stacks 
to sell to groups like Nine Lives. The "Fog Men" name comes from a tactic used to 
assault ice-mining operations during "daylight" hours when fog might limit visibility 
and many types of sensors, and utilizing "silent" weapons like Diamond Axes, Wasp 
Knives or Torches, and with Thermal Dampened vacsuits. "Cloud Reaver" is a name 
drawn from similarities to Carbon Reaver pirates who raid and claim-jump in the 
Jovian Trojans or elsewhere in the M ain Belt. 


(For stats, recommend Pirate (p. 12 MPC Fi/e), but add a weapon with a Diamond 
Axeor Torch, and add Thermal Dampening to their Standard V acsuit) 
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97; Security VTOL 


Tags: [aircraft], [vehicles] 


Security VTOL 


Common vertical takeoff and landing vehicle used by security and military forces in 
large open habs or on M ars. It features a series of flexible rotors of smart materials, 
which while lower in velocity than vector thrust, is much more quiet for stealthier 
operations. They require a crew of four, but can hold a dozen passengers and have an 
external flexible cargo harness which can lift small vehicles such as several 
exoskeletons. As a general rule, they have a wingspan of about 14m, and have a 
maximum flight speed of around 500 kph. Their flexible smart material exteriors 
make them highly maneuverable. Typically, the VTOL has a forward weapon mount 
(HM G or Autocannons common) and a pair of M achine Guns as weapon mounts on 
the side. They utilize high-capacity batteries and efficient motors for a maximum 
operating time of around 10 hours. Also features exterior floodlights, radio booster 
and 250 km radar. [Expensive (50,000+)] 


Name | Capacity | Handling shat Max Speed} AV DUR WT 
eee 16 420 8/36 500 | 30/20 | 250 50 


98: Apocalypse Profiteering 


Tags: [culture], [plot hooks] 


prof-it-eer 
verb 


make or seek to make an excessive or unfair profit, especially illegally or in a black 
market. 


For the vast majority of transhumanity, the Fall is effectively a cultural touchstone. 
While not all cultures and polities have the same thoughts, reactions or responses to 
the Fall, nearly everyone was affected by it in some way. Only the most blase of 
cultures fails to treat the Fall and circumstances surrounding it with due respect — 
though what "due respect" is differs from group to group (For instance, many a Scum 
swarm finds the equivalent of "pouring one out" on a swarm-wide scale due respect). 
The Fall is also relatively recent, and thus most people have a clear memory of it. But, 
for some the Fall did not turn into an unbelievable tragedy. While some might have 
comments about the Planetary Consortium, Tharsis League — or even movements like 
Anarchism or Exhumanism "profiting" from the Fall, this is rarely seen, or more 
importantly demonstrable, as literal. But for some, literal profit was had — and this 
has very stern connotations for the surviving transhumans. 


"Apocalypse Profiteering", or sometimes just "Fall Profiteering" (though 
"apocalypse" is often used for stronger connotation) is the term used to refer to 
gaining vast personal wealth at the expense of others during the Fall; usually through 
either forewarning (from high level government or corporate connections) or just 
lucky positioning to take advantage of desperate, endangered people. In many polities, 
the act of apocalypse profiteering is seen aS a war crime, or a crime against 
transhumanity — which often results in permanent cold storage and seizure of assets. 
Even the Planetary Consortium has moved against some profiteers who do not 
adequately participate in their system of government. Some circles of Oligarchs too, 
are against profiteers as a kind of nouveau riche and criminal organizations with 
certain value systems or histories (Such as the Triads or Night Cartel) will refuse 
business with profiteers, or only work with them for incredibly inflated prices. This 
means many profiteers, often corporate persons, former government officials, or just 
people with the right connections, have to either hide the sources of their vast wealth 
or flee to the fringe where people will still accept their money. The Ultimates have no 
problem taking money from anyone, as do several of the more ruthless criminal 
syndicates — such as Nine Lives. Extropian autonomists generally detest working with 
profiteers, but like with some criminals will accept their money; at well above normal 
market rates. 


Common profiteer schemes go from simple, to complex and sociopathic. Basic 
methods involved what amounts to insider trading (selling/buying stock based on 
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knowledge of the Fall), extortion (huge price hikes to use orbital spacecraft, egocasters 
or space elevators), smuggling (arranging the movement of valuable objects such as 
art, or information off planet to sell), fraud (selling of Earth real estate which is no 
longer of value), and embezzlement (transferring funds, then allowing the Fall to 
destroy evidence). These are somewhat commonplace, and the least offensive sorts of 
conduct — people will disrespect those who did it and may seek compensation, but if 
there is no proof, most are allowed to continue their existence with their ill-gotten 
gains. More serious crimes also exist, however: Literal genocides of people for 
ideological, or more frequently to gain profit by taking the deceased possessions. 
Forknapping or collecting Egos of persons to trade — knowing about the future rise of 
the Indenture market. Arranging permanent ego death of rivals to gain money. 
Patenting or stealing research on valuable information or military technology which 
could have contributed to the Fall to sell afterward. These are serious allegations, the 
likes of which will lead to ostracization and exile if discovered. There are several 
Extropian bank/bounty houses who maintain running tallies of funds (or an 
equivalent rep or raw material bonus) for the death or capture of these serious 
criminals. 


"Post-Fall" profiteering is also known, though generally not as widely hated. M any 
persons have abused those forced to flee the Earth, such as buying their possessions 
for cheap, then turning around to cash in on the "Earth nostalgia" which has since 
swept the Solar System. Or buying rights to ships or habs to vastly overcharge 
refugees, and then displace them or seize their assets for profit. This is sadly more 
common (and some would argue ongoing) but has a much smaller social stigma, as it 
is disconnected from the Fall directly, and begins to blur lines with some post-Fall 
"profit" arguments which can be made about other groups — as noted above. 


211 


99: "New Year" Swarm 


Tags: [culture], [groups], [plot hooks], [Scum] 


Calendar Years are a little bit of a complex issue in the Post-Fall world. Earth's 
standard year, the amount of time a full revolution around the sun, is still considered 
a fairly standard measurement of time, and while geocentric has the advantage that 
most transhuman cultures can wrap their head around it. Additionally, once you get 
out beyond M ars, most objects have a very long orbital period — thus rendering their 
"years" particularly long and not very useful for celebrating or marking time. The 
LLA officially follows the standard Gregorian calendar, though some have proposed 
Lunar calendars as there are no seasons for those orbiting the Earth. The Venusian 
and M artian calendars are of practical length to mark and keep, and are observed by 
locals — on M ars because seasonal tilt actually matters, and on Venus marking a year 
is less time than marking a local day. As 44 Nysa has an orbital period of almost 4 
standard years, some have tried to get an "Extropian" calendar going, but little 
success other than as a basic marketing tactic. Some outer system moons have 
developed local lunar calendars based on twelve "months" of complete rotations 
around the host planet — but similarly these are of little note besides some local 
celebrations and attempt at neo-culture. Cultural calendars like the Chinese, Hindi, 
Islamic or Jewish Calendars are observed by cultural adherents throughout the system. 


And, there is one group who claims to observe them all. The "New Year" Swarm is a 
Scum Swarm who wander the cosmos, under the oath to celebrate every new year, 
regardless of calendar, and hopefully celebrate it where it takes place. Founded by a 
mixed bag of evacuee cultures, the swarm was founded under the idea that its 
members were so glad that they have survived and that others had too, they wished to 
celebrate the diaspora of Transhumanity and all her cultures. They've hit several new 
years in the Inner System, and are currently working their way beyond the main belt 
to hit the Jovian new year, though the Jovian Republic is somewhat concerned. 
Easygoing, convivial and celebratory even by Scum standards, Vew Yearis a 
remarkably positively regarded enclave — probably because they are incredibly 
accepting and multicultural (and alcohol flows like water wherever they go). While 
they cannot physically hit every year due to scheduling concerns, they keep rigorous 
time to celebrate years internally, and usually ship or egocast a few members to the 
orbital body in question to pipe back X P of local conditions or celebrations. They also 
make decent trading, as for their many new year celebrations they produce in-house a 
number of alcohols, foodstuffs and "traditional" knick-knacks in addition to the ever- 
popular fireworks. 


The Swarm's LaFrance rig is called Zodiac, and features a wide variety of mobile 
ships and modules for many different parties, prep for parties and individual crafts — 
as well as conventional recreation. Brand New Day is their primary scum barge, 
which is where a lot of the swarm members live, and has the most open "common" 
area where celebrations take place and much trading with groups they pass by is done. 
Two repurposed cargo haulers make up the rest of the bulk of the swarm, Red 
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Door and Resolution — which act as supply storage, makeshift habitation or 
passenger space and handle most of the Swarm's manufacturing and micrograv 
agriculture needs. Various tugs, salvage ships and long range shuttles accompany the 
swarm, with names relative to Specific calendars 
(Like Gregorian, M artian and Venusian) or named for various date-keeping holidays 
(like Chunjie, Rosh Hashanah or Calennig). There are also a few informal societies 
and collectives on the Swarm. The 7/mekeeovers handle maintenance and ship logistics, 
keeping everything fueled and operating on schedule — and are remarkably uptight 
and precise by Scum standards. The Shamba/an Alchemists are a collective of VFX 
nerds, chemists and demolitions experts responsible for coordinating the signature 
fireworks and other visual displays. Let Them Eat Cakehandle feeding everyone and 
mostly operate out of Resolution, while Wheel of the Yearare the social angle — 
coordinating with visitors and sending emissaries out to visit other celebrations and 
maintaining the Swarm's rep on @-list. 


Plot H ooks: 


e Spurred on by wine snobs on the Mesh that their Champagne isn't really 
Champagne (because the Champagne region is destroyed), the N ew Y ear Swarm 
seeks to send some scavengers to Earth to recover French soil so they can 
develop proper Champagne. 


e TheJovian Republic is trepidatious about the swarm approaching for the new 
Jovian Y ear. As relaxed as they are, this is not normally how they operate, so J R 
has sent an interdiction fleet to "wave off" the Swarm. 


e The" master alchemist" has made what he thinks will be the most brilliant and 
complex firework ever. He has since passed out drunk and lost his formula 
notes somewhere in the sprawling tunnels and connector tubes of Zodiac and 
needs someone to retrieve them. 


e Back-channels on the Swarm have tried to gather radioactive materials for some 
project — alerting security services. But, it is not a terrorist plot, but rather plans 
to build a new precision atomic clock. 
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10: Pathogens 


Tags: [pathogens], [plot hooks], [scorchers] 


Basic Biomods (p. 300 EP) renders most modern transhumans immune to nearly all 
conventional forms of infection. Regular earthly diseases and parasites are all 
accounted for and easily found by the advanced tailored microbes and smart 
bacteriophages which are included in the package. This grows even more advanced 
with M edichines (p. 308 EP) — specialized medical nanos which heal the body on a 
cellular level, and can filter or destroy hostile microorganisms or compounds nearly 
instantly. H owever, while evolution may be slow to take its course, science can work 
much faster. Tailored diseases can bypass or fool basic biomods and even sometimes 
outwit M edichines, or specialized neogenetic bacteria or virii built for one purpose 
can have adverse effects on the transhuman body. Below listed are some examples 


BIOMODDER 


Officially HTBS (Horizontal Transfer Bacteria Syndrome), but more commonly 
known by its aliases which include "Biomad", "Mod's disease" or "Hit-B". This 
disease occurs when strains of bacteria affect the smart microbes bundled into Basic 
Biomods via horizontal gene transfer (HGT). This causes random mutations in the 
biomod system, leading to diverse symptoms, which are unpleasant but usually 
nonfatal. Conceivably any side-effect could occur, but commonly involves fevers, 
aches, rashes, congestion, nausea, etc. Biomodder only affects those with Basic 
Biomods, and while it's symptoms can be instantly fixed with M edichines, the only 
reliable way to cure it is to update one's biomods or receive an antibacterial cleanse in 
a Healing Vat. Suggested mechanical effect is a -10 to -30 penalty to all actions based 
on severity of symptoms. 


EVOLA 


Evola is a viral scorcher (P. 332 EP), which was developed by "alt-right" and 
neofascist pranksters on the mesh, naming it for Italian philosopher Julius Evola and 
the disease known as Ebola. When administered typically as a scorcher, the code 
buries itself in the cyberbrain software and subtly infects programming centers 
associate with verbalization and "conscious" (i/e discrete) thoughts — and then 
randomly spams the mind or communications made by the Ego with fascist memes or 
quotes from Evola's works, and occasionally causes abnormal emotional feedback to 
certain stimuli in the scorcher's library — supposedly aiming to cause one to conform 
to traditionalist, neofascist ideology. If connected to another cyberbrain or digital 
mind, the scorcher will attempt to move itself to infect others, but is stopped by most 
security protocols. While some like to tout this as a great ideological weapon, it's 
really nothing more than a particularly annoying or distressing prank. Someone 
infected with Evola takes 1d10/2 SV per day, if they fail a WILx3 check. Once 
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detected, it can be cleared with an InfoSec check. Als are more vulnerable than 
transhumans in this regard. [M oderate] 


LOVE SICKNESS 


Another typical "prank" disease, Love Sickness is a bacterium which goes "under the 
radar" by not being directly harmful to the body. Instead, once infected, it begins to 
propagate and produce hormones and natural chemicals which stimulate feelings of 
affection, trust and arousal, while also depressing social inhibitions similar to 
consuming alcohol. The result is that the subject becomes more open, fun-loving and 
affectionate. Love Sickness is transferable via fluid transfer, and while Basic Biomods 
has a fairly rigorous contraception/ST! protection which means direct intercourse may 
not transfer, other contact with f/u/dscan result in transfer also. A person infected 
with Love Sickness must make WILx3 tests not to act in accordance with the drives 
promoted by the disease, and takes a -10 to Kinesics tests to oppose Deception. 
M edichines users may elect to be immune to the disease, otherwise the only way to 
oppose it is to wait for it to run its course in 12-24 hours, or receive routine 
antibacterial treatment. While technically a disease, college dorm parties, 
polyamorous subcultures, brothels and scum swarms are all known to employ the 
bacteria to aid in "atmosphere" and keep everyone on a level emotional playing field. 
[M oderate] 


JESTER VIRUS 


One of many engineered virii which are now open sourced on the Mesh, the J ester 
Virus is an attempt to build something which harms people without necessarily 
triggering Basic Biomods. If infected, it causes victims to break out in uncontrollable 
hysteria, laughing fits and other inappropriate emotional responses, while overloading 
the brain with positive chemicals. The hope is that people are rendered inert and die 
of secondary effects, or their fits are so severe that they cause harm or even death. In 
practice, the J ester Virus has caused very little lasting harm to anyone. Distributed as 
an aerosolized gas, anyone exposed to it must make a DURx2 test (add +30 if they 
have M edichines). If they pass, they are unaffected, or the infection only inflicts 
minimal symptoms before being flushed out of the body. Characters who fail are 
infected, and begin laughing, smiling or crying uncontrollably — suffering a -30 
penalty to all actions from distraction, and requiring a SOM x3 test to avoid falling 
over. This lasts for 6 hours, plus 1 hour for each full 10 MoF. Severe or critical 
failures indicate a character has had a severe reaction, and takes 1d10/2 DV each hour 
(ignoring armor) from serious muscle fatigue or oxygen deprivation. [M oderate] 


PATCH VIRUS 


Patch is highly unusual in that it is a tailored biological virus which actually has a 
purpose to act more like a computer virus. This infection seeks to compromise the 
M esh Insert via the medical sensors and diagnostic software bundled into most cranial 
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computers. The virus is not intended to cause harm to the victim, but instead 
propagates in such a way that when detected by medical sensors, it inputs random 
snippets of code which develop an exploit in the software. To convince victims is it a 
real disease, it often causes short spells of fever or fatigue before biomods " defeats" it, 
but the hack to the Insert is still in place. The infected may make a DUR test (Becomes 
DURx2 with M edichines) to see if their body can fight off the infection before it can 
subvert their inserts. Only those with the Basic M esh Insert are affected. If they fail, 
they experience the brief symptoms noted above, and the virus installs a backdoor 
into the user's M esh Inserts, as per the rules on p 260 EP. At the GM's discretion, 
characters with newer inserts may be immune to this effect due to patching. The 
exploit can be "cured" by reinstalling M esh Inserts, or by a security audit. [High] 


POLYMERIZATION 


"Polymerization" describes an artificial bacterium which was actually developed to 
help reduce environmental damage on Earth, by consuming certain polymers in order 
to degrade plastics and help in recycling. It was ported to many early space habitats 
before nanofabrication made recycling easy, and in places without public nanofab it 
often remains an important part of the recycling process. H owever, Polymerization is 
often a little too effective if it happens to get free from it's closed systems — while not 
as effective as microorganisms from the exoplanet Solemn, they cause regular 
degradation of polymers. This means that weapons, tools and even some 
clothing/armor can be damaged — taking 1d10/2 DV per day, though this is easily 
countered with Repair Spray or fixer nanoswarms. Additionally, biomorphs with 
certain cyberware can be infected with Polymerization directly — causing their 
implants to be damaged in the same way — though once they have accrued enough DV 
to match their WT the implant is disabled and no further damage is taken. Internal 
damage can be prevented or repaired via M edichines. Large outbreaks can even cause 
serious damage to the H ab. 


PYROPHORIC HEM OPHILIA 


While hemophilia is not technically a pathogen medical condition, "pyrophoric" 
hemophilia is — caused by a tailored virus which afflicts the blood and skin. It causes 
increased sensitivity to natural sunlight and other UV light sources, and the virus itself 
lurks in the blood and when exposed to light and oxygen, it bursts into flame, hence 
"pyrophoric". Weather this is a genuine bioweapon or simply a research project gone 
wrong is unknown, outbreaks of PH appear mostly in isolated brinker communities. 
A character exposed to PH must make a DURX2 roll (and is immune if they have 
medichines) or become infected. Once infected, the character takes -10 to all tests 
when their skin is exposed to sunlight or other UV lights. If they suffer any DV froma 
weapon which would cause blood loss (such as a stab wound or gunshot), they 
suffer +1 DV from additional minor damage caused by the blood being inflamed, and 
if they suffer a Wound from such an attack, they and anyone who might come in 
contact with the blood must make an immediate REFx3 test or be set On Fire. PH can 
be cured by medichines or with specialized anti-virals. Basic Biomods do not remove it 
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as it is a tailored virus which acts similar to many of the smart microbes already used 
by the system. [H igh] 


RAGE VIRUS 


Another "classic" test-tube virus, made in emulation of so many fictional diseases — 
this virus infects only humanoid biomorphs (no uplifts) and infests the nervous 
system, causing swelling of the brain, overactivity of certain glands and spikes in 
metabolism, all while attacking higher brain function. The result is that the subject 
becomes irritable, energetic, fevered and eventually is reduced to acting on base 
impulses and stimuli, much like the "zombies" of the fictional genre. Rage virus 
regularly mutates on its own or its profile is artificially altered by users, making it 
difficult for Basic Biomods to keep up. Those exposed to this bloodborne virus must 
make a DUR test, but are granted immunity by medichines (and if they have a 
cyberbrain, are also immune). If they succeed, the virus is either unable to properly 
infect them or they happen to be part of a morph line immune to that particular strain 
— they may feel feverish and experience headaches for a short period before returning 
to normal. Those who fail will begin to develop a fever and heavy breathing or muscle 
tension, and must make WILx2 tests to stay still, avoid attacking or showing 
aggression to others, destroying things or generally to remain calm and orderly, and 
they take 1d10 SV per hour as the virus works on their brain. When they reach their 
Lucidity, the victim is not rendered catatonic as normal, but instead becomes a 
functional "zombie", driven by aggression and basic impulses and lacking conscious 
cognitive ability. Such zombies are not deterred by pain, fear or rational responses, 
but are otherwise normal humans. M edichines or a dip in a healing vat will remove 
the virus, though some psychological counseling or psychosurgery may be needed to 
heal damage done to the psyche. Biomorphs with Endocrine Control (p. 304 EP) may 
suppress the emotional disturbances but not prevent the brain damage. Other than 
few easily contained but public outbreaks in particularly unclean slums in Earth 
Orbit, M ars and the Jovian Republic, there have not been any major outbreaks of this 
virus. [High] 


SEWER DISORDER 


Another case of bioengineering gone wrong (or rather, too right), Sewer Disorder is 
caused by a synthetic bacterium which is designed to rapidly break down organic 
waste in an efficient manner. Due to lack of naturally occurring decomposers in space, 
many environmental treatment and recycling units of habitats need artificial aid to 
keep recycling. H owever, these bacteria cause unfortunate side effects if humans ingest 
it, either through improperly filtered water, or insufficient insulation between " black" 
water systems and clean or grey water systems or ventilation. This means sewer 
disorder is a common occurrence in septic habs. The bacteria is so good at attacking 
waste, it attacks waste and even food inside the human digestive system, causing a 
reaction similar to food poisoning or stomach flu. Characters who ingest the bacteria 
make a DUR test (DUR x2 with M edichines). If they pass, they suffer minimal ill 
effects — suffering slight discomfort or fever before the bacteria is passed through their 
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body. Those who fail, however, get the full reaction, and are effectively incapacitated 
for the next 16-24 hours with stomach pain, diarrhea, vomiting and other gastro- 
intestinal distress. Double this time on a critical failure. 


SHIVA 


N amed from a fictional virus with a similar origin, Shiva is an enhanced and altered 
form of the Ebola virus. This increases its latency, mutation and end lethality, 
meaning it kills an average of 80% of people it properly infects. while having a longer 
infectious period before killing. However, its own mutability is its downfall, Shiva 
mutates rapidly from its "factory" standard, which quickly alters its parameters and 
often limits the effect of the virus. Characters exposed to Shiva roll a DUR test 
(M edichines are immune). If they succeed, they are still infected, but the damage is 
survivable — they should suffer a DUR penalty of 5 and take a -10 on all actions as if 
from a wound for 7 days, minus a day for each full 10 M oS. Only on a critical success 
is a character fully immune, and should not test again for this strain of Shiva. Those 
who fail suffer the full effect of the virus; kidney and liver damage, rashes, vomiting 
and internal and external hemorrhage, after a brief latency period of 3-6 days (during 
which they are still infectious). Then they suffer 1d10/2 DV per hour (ignoring armor) 
until they die, or 7 days plus 1 day for each full 10 M oF has passed, and have a -30 
penalty as if from Wounds during this time. Healing Vats can repair damage and 
prevent death from Shiva, but the only way to cure it is developing an antiviral for 
that specific strain — which takes time and research. Shiva can be vaccinated against. It 
was first developed by preservationist ecoterrorists to distribute on M ars and through 
the M artian Gate, but Oversight was able to locate and contain the terrorists and the 
disease before it was activated — though its details have since leaked onto the M esh. 
GMs may adjust damage, latency and difficulty of the virus to reflect specific strains 
as needed. [Expensive] 
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SILVERLUNG 


Silverlung is a medical condition which is not a pathogen, but is caused by 
microscopic things. This condition takes the form of lung and other respiratory 
damage which is caused by repeated inhalation of nanoparticles — either in the form of 
a nanoswarm or a nanotech device which is exposed to the open air. While most 
nanobots either do not directly interact with organic components or are programmed 
not to, they still are physical mass which can enter the lungs. W hen they do inert, they 
begin to degrade and leave behind a residue which can accrue over time and cause 
damage. It is most common among bug doctors and engineers who utilize industrial 
fabrication or repair spray. Silverlung takes months or years to develop — those who 
have it suffer from -5 to -10 penalties to max DUR, and take -10 on activities which 
involve extended physical exertion. Silverlung can be counteracted with regular 
healing vat treatment or medichines. Synthmorphs with exposed joints can suffer a 
similar condition, usually called "greyjoint", "nano-arthritis" or "goo-lock", where 
the particulate residue damages or inhibits mechanical joints. 


SNOWCRASH 


N amed after the titular virus of the well-known cyberpunk novel, Snowcrash is a viral 
scorcher which acts about like you'd expect. When uploaded into a cyberbrain, it 
attacks linguistic centers of the brain, causing outbursts of glossolalia and causing 
mental confusion and fugue which may make the subject non-responsive. Those 
affected by it go catatonic for 1 Action Turn (3 Action Turns if the hacker scores a 
Excellent Success), then resume function as normal — except they have random 
outbursts of linguistic problems, which cause them to take -30 penalties to all social 
Skills or other tests where they must communicate, and consider all their Language 
Skills at half, as well as be prone to bouts of babbling, echopraxia or fugue (such as if 
they take a Trauma). Snowcrash is often distributed disguised as another file, such as 
random junk data, spam or image or video files — after it has been opened and the 
sub-program distributed, it is then activated with a "snow crash", a burst of random 
black and white pixels which generate an input to trigger the scorcher, similar to a 
backdoor. Snowcrash can be removed by a simple security audit. Rumors of a viral 
version of this disease which can be transmitted to biomorphs via infected blood are 
unconfirmed at this time. [H igh] 


SPACE COLD 


More formally called "Biomod-Resistant Rhinovirus" (BRR), the "Space Cold" 
emulates the common cold of human history, but is resilient enough to avoid or 
overcome immunity granted by Basic Biomods. Developed by genehackers and 
biosculpters in certain subcultures of Mars, the Space Cold and its mutations have 
Spread to exist in some form in most M artian areas and related habs — including a few 
instances on Qing Long. Exposure can come in a variety of forms, and those exposed 
must make a DURx2 test (M edichines are immune). If they pass, they are still infected 
but generally unhindered, the symptoms they suffer for 2-3 days are fairly minor and 
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cause no mechanical penalty — only on a Critical Success is the subject properly 
immune. Failure means after a latency period of roughly 48 hours the subject begins 
to show symptoms: coughing, sore throat, runny nose, sneezing, headache, and fever. 
They suffer -10 penalty to all actions, as if from a Wound, and penalties may increase 
based on other factors. This lasts for about 7 Days, +1 day for each full 10 M oF on 
the DURx2 test. It can also be cured by medichines, a healing vat, or a relatively 
inexpensive anti-viral. 


SUPER FLU 


Subject of many fiction stories, the "superflu" describes a broad category of viral 
infections caused by enhanced versions of the influenza virus. Superflu strains were 
developed and employed as a bioweapon in the "Hot" phase of the Fall, leading to 
several public epidemics which added to global panic and loss of life. After the Fall, 
there have been no serious outbreaks though samples of the disease are contained in 
many research facilities and hospital to develop vaccination. Superflu is aggressive and 
infectious enough to fight most versions of Basic Biomods, and is particularly 
damaging to the body — having a significant mortality rate, especially among the 
young, elderly or those who are previously unhealthy. Exposure through an infection 
vector requires a DURx2 test (medichines are immune) — those who pass suffer only 
minor effects which can easily be passed off as the "space cold" (see above) for 7 
days, -1 day for each full 10 MoS. Only those who Critically Succeed are properly 
immune. Failure means the virus takes hold in the next 48 hours, causing high fever, 
runny nose, sore throat, muscle pains, headache, coughing, and tiredness. Depending 
on severity of the strain, this should inflict -10 to -30 penalties to all actions as if from 
Wound(s). This lasts for 7 days, + 1 day for each full 10 M oF. Severe or Critical 
failures indicate a particularly bad infection, which may also affect the young, old or 
those with preexisting medical conditions or weak immune systems. In this case, 
secondary effects, high fever and physical damage from symptoms cause the body to 
degrade and risk death — Reduce DUR by 5 each day until the subject dies or the 
infection passes. A healing vat can prevent further DUR damage, but does not remove 
the damage until the infection passes. Infection can be prevented by vaccination or 
M edichines, and counteracted with antiviral medication. [Expensive] 


UPLIFT RABIES 


The exact origin of "Uplift Rabies" is unknown. Some claim it was developed by a 
bioconservative terrorist cell who did not think their actions through, others say it isa 
conspiracy by nonmammalian mercurials. Uplift Rabies take the form of an enhanced 
lyssavirus which causes normal Rabies symptoms — which has been enhanced to act 
faster and resist basic biomods. Transmitted through fluid transfer, UR will attack the 
central nervous system of the host, causing slight or partial paralysis, anxiety, 
insomnia, confusion, agitation, abnormal behavior, paranoia, terror, and 
hallucinations, progressing to delirium, and coma. Uplift Rabies is notable in one 
other respect, that while it will infect all mammalian entities, it reacts most 
aggressively and rapidly to the advanced neurochemistry present in transhumans, 

220 


uplifts and smart animals. Characters exposed to the Virus must make a DUR test 
(M edichines are immune) — if they pass they are not properly infected and will suffer 
no ill effects. Those who fail become infected, and the virus will spread to the central 
nervous system over the next 30 days (Reduce time frame by 10% for each full 10 
M oF). In this phase, it may be detected by medical diagnostics, and cured with 
specialized antiviral drugs or a healing vat. Once it reaches the CNS, the victim begins 
to show symptoms, where they suffer from unusual behaviors and delusions for 2-7 
days before they fall into a coma and rapidly die. Characters at this stage must make 
WILx2 tests in order to perform any "normal" actions, otherwise they are at the 
whim of aggression, paranoia or hallucinations. Many also develop severe 
hydrophobia in this stage. M edical stasis can prevent death or further damage in this 
stage, but treatment requires extensive and expensive antiviral medication and more 
commonly morphs in this stage are discarded. Uplift Rabies can be prevented by 
medichines, and also by vaccination — small outbreaks of the disease have cause all 
major uplift developers to vaccinate "new" uplift lines but the medication is often 
denied to uplifts outside the corporate ecosystem. [Expensive] 


XENOWOMB 


X enowomb is an exotic retrovirus which only infects female biomorphs. It infects the 
eggs of the morph, causing them to rapidly develop an unusual foetus — some are 
simple stilborn mutations, but others take the form of small dinosaurs, sharks, 
octopodes, or transgenic alien creatures, similar to Defiler exhumans. A majority of 
biomorphs are armed with basic biomods and thus internalized contraception, 
meaning the retroviral infection which can bypass this system often comes as a 
Surprise — and is thus detected early and removed. The only situation where an 
unexpected pregnancy might suddenly occur normally is in an un-augmented Flat — 
leading some to conclude that X enowomb was developed as a bioweapon to be used 
in terrorism against certain conservative catholic ideology, though there have been no 
publicly reported instances in the Jovian Republic. A susceptible biomorph who comes 
in contact with the virus rolls a DUR test (M edichines grant immunity, as does 
Endocrine Control). If they fail, the virus infects one or more eggs and triggers the 
faux pregnancy as the foetus develops at a rapid rate over the next 1-3 months 
(depending on the strain) where at the end it may be "born". Some forms grown by 
X enowomb are intrinsically hostile and dangerous and may "tear" themselves free of 
the womb, causing severe damage (enough DV to automatically inflict 3 Wounds, 
ignoring armor) to the "mother". As noted, however, X enowomb is remarkably easy 
to catch and fix in proper medical environment, and thus "successful" infections of it 
are incredibly rare — mostly related to urban legends on mesh forums or trashy 
daytime vid-streams. [Expensive] 


(This is my 100th content entry on H-Rep. Thanks to all readers for reading, l'm 
happy with myself to have consistently done this much work.) 
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DE Artificial Organs 


Tags: [cosmetic mods], [cyberware], [implants] 


In the modern, 10 AF period, organ transplants and replacement are fairly simple. 
Biomods or M edichines will prevent most long-term damage, though severe damage 
or failures are not impossible. In this case, a quick dip in a healing vat will fix most 
damage — or, pre-Fall fabrication technology allows fairly rapid "printing" of a new 
organ from a DNA sample fairly quickly, to be implemented in conventional surgery. 
The latter method is so reliable at this stage that most morph manufacturers and 
rental services offer extended warranties on all organs to be replaced at no additional 
cost. And, worst comes to worst, a new morph can be provided. 


Prior to this, "synthetic" or artificial organ technology was fairly mature — but is now 
underutilized. While Pods often utilize artificial or hybrid organs to save on 
complications of using purely organic ones, use as a full medical technology is 
incredibly limited. For those who do use it, it is because of stigmas or restrictions on 
fabrication technology which make printing of organs expensive or rare, or persons 
with specific ideological concerns about cloning — or "hipsters" who enjoy adding 
plastic and chrome to their bodies for aesthetic purposes, either completely 
voluntarily, or as an alternative to normal medical treatment. "Off the shelf" artificial 
organs are also sometimes used by doctors as a stop-gap measure to keep patients 
alive and functional if their facilities are overcrowded and/or understaffed. W hile most 
artificial replacements can operate well above human norms, most synthetics are 
adjusted to work at about the level expected by a particular Morph. Over- or 
underperforming organs can lead to health complications. 


This means artificial organs are fairly cheap and almost entirely cosmetic. They offer 
no additional benefits to the user other than at GM discretion (such as a tailored toxin 
or virus which destroys heart tissue not affecting someone with a robot heart). For 
purposes of description, many forms of bioware installed as cyberware can be fluffed 
as artificial organs — such as a cyberware for enhanced vision being a synthetic eye. 
[Low] 
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12: Stumble 


Tags: [drugs], [nanodrugs] 


Stumble: Also known as "Nanobooze" or "Hangover", this nanodrug directly 
simulates the effects of heavy alcohol consumption — without any "positive" effects. 
Consumed orally, this drug causes the subject to immediately feel a sense of vertigo or 
lost balance, often blurs or distorts the vision and generally makes them feel drunk — 
only their cognition is not necessarily impaired nor is social inhibitions depressed. The 
result is they take a -30 to all Freerunning, Climbing or other similar tests related to 
movement for the duration — and may need to make Coordination or Reflex tests just 
to walk straight. [Low] 


Stumble does not have a wide userbase. It acts fast, lasts long and because it affects 
regions of the brain associated with alcohol can be addictive. But, as many 
experimenters with the substances have said "it's no fun at all". While some eclectic 
hedonists prefer to skip drinking and other effects of alcohol, they are rare. More 
commonly, Stumble is used as a prank and slipped into an unsuspecting "rube's" 
drink — or is occasionally used to pacify subjects and prevent them from escaping. 
Some anarchist judicial collectives will incapacitate persons accused of violent offenses 
with Stumble to make sure they are unlikely to harm others while they are processed. 
It is most commonly sold in large bottles of multiple doses, though single dose " mini- 
bottles" are easier to obtain. 


Application: O 

Onset: 3 Action Turns 
Duration: 16 Hours 
Addiction M odifier: +10 
Addiction T ype: Physical 
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13: Gambler's Chip 


Tags: [cyberware], [implants], [mental augmentation] 


The "transhuman future" has done little to impact the human nature of Gambling. 
W hile the Fall makes plenty of people strongly risk averse, in general society does little 
to actively discourage the occasional game of chance and skill. Legal, illegal and in- 
between gambling exists all across the Solar System, taking both traditional forms 
(sports bets, classic casino games, electronic games, etc) to new forms of games such 
as the incredibly complex "neopoker". Some games are cultural, others are played for 
their specific odds or skills. Some betting involves no "game" at all; dead pool, bets 
on Scum olympics, all kinds of things which rely on the skills of others. In this 
complex world, humans have always turned to technology to give an edge on 
situations beyond their control. 


Gambler's Chip: Also known by nicknames of "Red Queen", "Pocket Ace" or 
"Skifter", this old-fashioned cyberware implant is a dedicated probability calculator 
armed with a small suite of data analysis and prediction software. From an age before 
bioware mental augmentations were common, this unit allows dedicated processing of 
data from sensory input (through an interface with a mesh insert or cyberbrain 
usually) without any conscious input and give suggestions to a user in their AR feed. 
Because this narrower focus is usually limited to analyzing odds and probabilities for 
chance — it is less complex and cheaper than Probability M apping software (p. 
156 Panopticon). It grants the user a +10 on all tests where the chip can help them 
predict the outcome of events, and also usually helps the user recognize dangerous 
outcomes, granting +1 on Initiative [Low] 


As noted above, the Gambler's Chip is from the Per-Fall time, when bioware mental 
augmentations likeM ath Boost and Eidetic Memory (p. 301 FP) were not as 
common or reliable to install. So, the chip comes in as a dedicated card to store and 
process data directly without input from the user. Such devices were banned in almost 
any casino, and many countries (not want to be seen as enabling a bad habit) heavily 
restricted or banned their installation. After the Fall, however, they've had a 
resurgence, not just by those with an affection for the old "chrome", but as 
regulations on implants grow looser over time. It is recommended, however, that 
one M ask (p. 148 Panopticon) such an implant before going to a reputable gaming 
house. 


The modern Gambler's Chip is not only burned with the rules for most common 
games in it's memory, but is independently mesh-enabled to learn new rules and 
probabilities on the fly. However, the device is not infallible. It requires the user to be 
able to see certain information in order to best process it and generate odds, and the 
user must have time and concentration to observe and utilize the data it gives on their 
own. While a M use can monitor chip output, this still is a singular data stream it must 
focus on. Additionally, without secondary implants such as M ental Speed, the chip 
still can require time to analyze and output data, and may lag when confronted with 
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multiple complex calculations at once. It works best when the user has time to think 
about the outcomes the chip provides, not make snap decisions. 
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4: Numb 


Tags: [drugs], [nanodrugs] 


For most, the nanobandage (p. 333 EP) is the common way to handle injuries. The 
Self-sterilizing nanotech provides basic painkilling and begins the healing process. For 
small injuries, it and a basic course of first aid is more common than the extended dip 
in a healing vat. M edichines can perform this function intrinsically, but the miracle 
medical nanotech is not accepted or implemented universally. But, when serious 
injuries occur in the field, sometimes you need to prep more than just rolling 
bandages, and sometimes one needs long lasting relief and protection to get to medical 
attention and remain functional. In this case, there is Numb. 


Numb: This nanodrug is applied via a paste or spray to the site of an injury. The 
nanobots contained inside are a medical mixture designed to inhibit pain, disinfect an 
injury and remove foreign debris, and stabilize injuries so normal medical procedures 
or directly healing nanomachines can work. It allows a user to ignore the penalties for 
2 Wounds for its duration, but only Wounds they already had (so if a character has 1 
Wound, takes N umb, then receives a second W ound, they do not remove that second 
penalty). Often used as part of a basic course of first aid, Numb allows someone to 
remain conscious, functional and stable despite serious injury. [M oderate] 


Often coming in little pots or dermal spray bottles, Numb is found in first aid kits and 
pharmaceutical fabs across the solar system wherever nanodrugs can be made or sold. 
It is somewhat slow-acting, but long-lasting, ideal for people who may be injured 
gatecrashing, or in remote locales far from a local hospital or doctor. The painkilling 
effect is strong, however, and there have been several recent high-profile cases of 
"numb abuse" in the Planetary Consortium. Addiction is not uncommon, so medical 
personnel must be cautious when using it and it should not be applied to every scrape 
or bruise. 

Application: D 

Onset: 30 M inutes 

Duration: 24 Hours 

Addiction M odifier: -10 

Addiction T ype: M ental 


(Numb originally conceived by members of my home gaming group, details expanded 
on by myself) 
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105: Brand Name Weapons v5 - Misc 


Tags: [brand name weapons], [weapons] 


JNA M18 ACO: 


The M 18 Officer's Field Weapon is a relatively new JNA weapon designed to replace 
standard sidearms for officers and other front-liners. This system is a railgun weapon 
designed to give high weapon penetration and accuracy even in pistol form, ideal for 
stopping armored targets and dangerous "transhumans' . Sadly, the sophistication has 
had a negative impact on JNA's usual design philosophy, making the weapon more 
complex and not as easy to maintain, though it is still as rugged as such a design could 
be. It's also fairly bulky for a pistol, and lacks rapid firing modes, but has a slightly 
larger magazine capacity for it. [M oderate] 


AP -7 2d10+8 DV SA Ammo 12 


Omnicorp SL-TZ4 Safety Laser Pistol: 


Omnicorp does not usually produce weapon systems, the Safety Laser is an outgrowth 
of their energy industry, and is a common sight on space station security forces. 
Infamous for it's safety yellow casing, the Safety Laser is a pistol-sized weapon which 
combines a Laser Pulser and Stunner into a small-sized package. This gives it a slightly 
less effective range, and both pull from the same battery to impact energy efficiency, 
but it's smaller size is very useful in certain conditions. The smaller size also means the 
laser function lacks a stun pulse mode. Reduce maximum range by 10% . [M oderate] 


AP 0 2d10 DV SA Ammo 100 
AP 0 1d10/2+Shock DV SA Ammo 100 


Pai Gow #3)f "Lioness" M achine Pistol: 


One of a small number of weapons produced directly by the Pai Gow security 
company, which is moderately hidden as the private security force for several Triads 
based out of Qing Long. The Lioness model is a common, compact pistol designed for 
high rates of fire. A balanced weapon, this pistol is very frequently seen "pirated" in 
the hands of Triad thugs or street punks across the solar system, and is noted for its 
simplicity to assemble out of a fabber. Pai Gow continually professes innocence to 
these weapons being illegally distributed — falling back on the common excuse of 
Autonomist pirates. The weapon also has a large recoil compensator on the front. 
Reduce the penalty for the Attacker being in M elee by 10. [Low] 


AP -2 2d10+2 DV BF/FA Ammo 18 
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Pai Gow #é "Serpent" Tactical SM G: 


The Serpent model is another common weapon produced by Pai Gow for private 
security functions. An intermediary between an assault rifle and an SM G, this weapon 
is called "tactical" because of its high modularity and flexible ammo. Featuring higher 
caliber rounds, the Serpent also has a massive magazine capacity normally, but is also 
commonly sold with a smart magazine system to allow for precise selection of the 
ammo. This tends to make the Serpent a little bulky compared to other models. 
[M oderate] 


AP -2 2d10+5 DV SA/BF/FA Ammo 40 
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16: Shepherd's Gland 


Tags: [bioware], [implants], [physical augmentation] 


Enhanced Pheromones (p. 305 £P) area fairly standard social implant, which refines 
native biochemistry for natural pheromone releases to have more potency — improving 
social skills through affection and trust, but does not affect those with a different 
biochemistry system. Scent Affinity (p. 148 EP) is an implantation for Smart Animals 
which modifies them to be receptive to a particular scent of an individual. This is 
good for singular animals or a worker who works with many animals, but does not 
necessarily have field utility. For those who need a more utilitarian tool for animal 
handling, there are other options which mimic the utility of Enhanced Pheromones. 


Shepherd's Gland: Utility bioware modeled after Enhanced Pheromones. This system 
allows a user to produce a number of common scent and pheromone cues for a variety 
of smart animals. These can be used to help push an animal to specific behaviors or 
emotional states. This grants the user a +10 to all Animal Handling rolls, assuming 
the animal can smell them and is in the gland's library. By default, the gland contains 
the ability to influence most extant mundane animals and their smart variety. An 
upgrade to handle specific exotic or neogenetic animals may be procured at a [Trivial] 
cost. A variation of this upgrade is made to handle uplifts — those who smell, anyway, 
and functions identical to Enhanced Pheromones, though many uplifts are not happy 
with the idea of being "handled" [Low] 


Because of it's utility and lack of lead-time, many freelance animal trainers and 
handlers utilize it to have more flexibility than installing Scent Affinity and 
Cybercortexes in every animal. While not common, some habitats even have enough 
"wild" life in their regions to warrant animal control officers, who may also prefer 
this implant. And of course, there are less than scrupulous uses, such as for intrusion 
specialists who may need to work around guard animals who are predisposed to be 
hostile. 
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107: EXODUS GREEN 


Tags: [Earth Orbit], [Firewall], [locations], [places of interest], [plot hooks] 


The Fall, while a tragedy, has many stories of heroism, defiance of the odds and 
perseverance against adversity. 


This is not one of those stories. 


To tell the story of "EXODUS GREEN", first we must tell of Colony Ships. Similar to 
the Scum Barge (p. 349 EP) these massive constructs were built to house and move 
large numbers of people, but were intended to support them for the months or even 
short years it would take for a mass migration to other planets. Colony Ships in fact 
served as blueprints for the "lifeboat" barge designs. These massive ships were build 
in orbital "drydocks" and never intended to land on a surface — or if they did to ever 
return to space. Several of them were sent to Mars, Venus and many outer system 
worlds like the Saturnian or Jovian pools. H owever, as transport technology advanced 
and the egocasting field opened up, colony ships fell out of vogue, and prior to the 
Fall several of their designs lay canceled or unfinished as the nations building them 
had more pressing concerns. However, during the Fall several of these models were 
dusted off, or hastily completed to serve as transport for refugees off Earth, in the 
hopes that the long delay of the trip would provide sufficient time for new housing to 
be built. EXODUS GREEN is one of these ships. 


Its original name is unknown. It is known that it was grouped with at least two other 
sister ships, "EXODUS BLUE" and "EXODUS RED" which did launch from the 
orbital dock facility in LEO, all ships using quick code names to avoid confusion 
which may have been caused by complex serial numbers or prior names. Why 
EXODUS GREEN did not launch is unknown. Local computer systems were fried by 
some TITAN attack (or preventative measures against), or by later scavengers as a 
precaution. The Fall conflict may have bled into orbit before EX ODUS GREEN could 
take off, or a stray weapon may have hit something vital. TITAN bio- or nanowarfare 
may have infected and taken out the populace in such a small space. Or the ship, 
already outdated may have suffered a critical hardware failure which was beyond the 
skill of her crew to fix. What is known that all persons aboard EXODUS GREEN, 
estimated between 10,000-20,000, died. 


This would have been a simple footnote in the history of the Fall, except for an 
interesting turn of events. First, EXODUS GREEN was discovered and began to be 
explored by a Scavenger team based out of Fresh Kills, who began identifying 
themselves as the "Re-Green" team. Starting small they expanded after their 
discovery, and in addition to recovering Earth artifacts to sell also attempted to 
document the people they found. They recovered Cortical Stacks from the very small 
number who had them, and looked for other forms of identification. If they could, 
they would find relatives and inform them, possibly even attempt to dispose of the 
remains as they would, with unidentifieds being cast respectfully back to Earth in a 
process known as "sky cremation". This was a minor note in local news circles, which 
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quickly vanished when a pirate gang drove "Re-Green" out. This group identified 
themselves as the Gadhka-Samada "Tribe", and began to process the ship much 
quicker for profit, and turned it into a pirate base. They flushed unknown numbers of 
the dead directly into vacuum with little regard, but only after stripping them of their 
valuables. From there the "tribe" began to be a bit of a nuisance for flightpaths 
through the area. 


Their nuisance stopped a few years later when some Reclaimers quietly paid 
mercenaries to flush the pirates out. Faced with real military response, the pirates 
were outmatched, and many of them suffered the same ignominious fate they had 
confined the dead to. The reclaimers then got in contact with some remaining 
members of Re-Green, and very methodically cleared the majority of the dead from 
the open spaces of the ship, as well as stabilizing some portions damaged in the 
assault. But, Re-Green now had little interest in the ship itself, having merged with the 
outfit PastFinders. This is where Firewall steps in. 


Using a front organization set up by a pro-reclamation server, Firewall has covertly 
taken over EXODUS GREN under the guise of small corp dedicated to long-term 
recovery of Earth but more importantly the clearing and organizing of her orbits. 
Known as "Kessler Cure", officially this group is using the large ship designed for 
long-term habitation as a test case for salvaging, and a research base to plot and 
document other such wrecks and relics in Orbit. Underneath that, Kessler Cure has a 
long established legend as an organization which assists Reclaimers in reaching the 
surface of Earth or helping them find orbital bases to scavenge — particularly mapping 
the Cordon around the Earth. But the real truth is that Kessler and EXODUS GREEN 
are operated by Firewall. The organization serves as cover for several operatives who 
monitor Reclaimer operations under a kind of "catch and release" policy — tracking 
them and their possible cargos so Firewall can intercept anything too dangerous, and 
even arranging operations to recover assets Firewall is after. EXODUS GREEN itself 
does something more, however. 


Both the ship itself, and many virtual recreations of it have been arranged to bea 
covert course to teach Firewall Sentinels the basics of clearing derelict habitats. While 
refurbished to handle a decent population in the hundreds, rarely do more than a few 
dozen transhumans reside here at any time. This "boot camp" is used to impart basic 
skills Sentinels operating in the Earth area may need to know, and many of its cleared, 
interior chambers have been modified to mimic certain environments and scenarios 
with practical elements. Where practical effects cannot substitute, AR overlays or 
simulspace replicas can provide. Possible obstacles here cover all manner of traps, 
TITAN artifacts, servants and weapons, to basic combat tactics vs transhuman 
opponents; from pirates to professional military. M any Sentinels in the area trying to 
be operational must pass one or more tests on EXODUS GREEN at some form or 
another, or are sent there for remedial training after one too many fouled up ops. 
Other parts of EXODUS GREEN are part of the infrastructure of Kessler Cure 
(Closely associated with operation CENOTAPH), or even part of their cover. It's not 
all work over at the ship either, groups of trainees have been known to take simulator 
weapons and engage in "friendly" matches inside the ships areas, both in free-for-all 
and classic "team deathmatch" formats. Officially, this is frowned upon by trainers 
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and proxies as it reduces the psychological impact and seriousness they try and 
cultivate on EXODUS GREEN, but as they say, "all work and no play". 
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108: Stillsuit 


Tags: [Survival gear] 


For most purposes, the Vacsuit (p. 333 EP) is the standard form of sealed suit — which 
fits most needs. In case of an emergency hab breach, Light models or the "Smart Vac 
Clothing" are ideal for a quick emergency. For those who routinely operate in vacuum 
(i.e. vacworkers) the standard model is preferred, with some specialized variants 
available for specific tasks. But, some people do not live in "vacuum", such as those 
on certain moon bodies, or even in the desert regions of mars. In this case, a full 
vacsuit might be "overkill", a technology which is not quite needed though it works 
just fine. In this case, a more limited alternative has been devised. 


Stillsuit: This light variant on the vacsuit is designed for desert operations, and is 
designed to retain moisture and stabilize temperature. It was named from an old sci-fi 
story, which has lent names to several geographic features of Titan — where the suit is 
most popular. These black, form-fitting suits utilize smart fibers to insulate and keep 
moisture inside where it can be recycled — while not vacuum-rated they protect from 
low pressures and a temperature range from -75 C to 100 C. Under normal 
circumstances, the unit's built-in storage and recycling can grant 3 days of air and 
water (and does not recycle food), and it can easily be plugged into a Life Support 
Pack (p. 156 Gatecrashing) to last longer. The bubble helmet comes with headlights 
and a Radio Booster. An enhanced version is available which increases the protection 
to -120 C. Counts as Fireproofed and Thermal Dampened. 9/7 AV. [Low], 
[M oderate] for Enhanced. 


This suit, as noted above, is most popular on Titan as a short term unit which allows 
one to walk about on the surface without advanced mods for even extended periods. 
It is used by pioneers and frontier workers who do not spend their full time in the 
open like the Hulders. From Titan, it has spread to various exoplanets via the Pandora 
Gate, where the economy of it makes it ideal for arid conditions of various 
temperatures — and it has seem some limited adoption in other Gatecrasher circles. 
Rumors of a "reboot gang" armed with Stillsuits living as bandits or hydrocarbon 
river pirates out in the wastes of Titan are still unsubstantiated, despite being the 
subject of several popular vid series. 
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109: Transhuman Folk Medicine 


Tags: [culture], [plot hooks] 


In general, Transhuman culture is much more limited when it comes to superstition. 
While religious movements persist (and even some new ones have developed), and 
urban legends and mesh rumors circulate — generally most information can be checked 
in a flash via the M esh. However, cultural baggage can be fairly strong — especially 
among communities suddenly isolated from their "home" via the Fall. Additionally, 
numbers of refugees come from countries who lacked strong educational systems and 
tech bases — and may be "zeroes", Flats with nominally no mesh access. This can 
persist superstition and "traditional" knowledge which would otherwise die out in the 
presence of reputable and repeatable scientific information. Some also refuse to utilize 
advanced technology, for moral or ethical reasons — many of them feel the need to 
turn to alternate methodologies to get their healing. Let is also never be said some 
people aren't just plain gullible, and the right snake oil salesman can hand them a 
"traditional recipe" which will cure whatever they feel is ailing them — for a price. 


Traditional Medicine (sometimes called "Folk Medicine" to distinguish it from 
legitimate "traditional" medicine, i/e "conventional" medicine which does not 
integrate nanotech) has many forms, spectra and concentrations. These depend highly 
on origin cultures and other cultural composition, and general conditions. On M ars, 
so-called "traditional chinese medicine" has boomed (often with backing of local 
Triads or other gangs) as an effort to cure the ill-effects caused by PC-made morphs 
with planned obsolescence features, or as an alternative for those who lack the money 
or desire to buy from corp-sponsored medical facilities. H erbal remedies are common, 
utilizing small hydroponic growth, as are medicines made from rendering animal 
components — accomplished through cloning and utilizing healing vats to repair the 
damage — such as to a finned shark. The efficacy of many of these remedies is 
nebulous, though some have placebo effects or conceal actual medical components 
with much "mysticism". Acupuncture, M oxibustion and traditional massage are even 
more broadly accepted, and one can almost find a traditional acupuncture clinic in 
most M artian residential neighborhoods of any particular asian culture. M ost of these 
outlets are accredited by the Tharsis Traditional Asian Medicine Association, an 
independent M artian board which certifies that the techniques are safe and in-line 
with proper traditional procedures. A yurveda (the indian traditional medicine system) 
is practiced strongly in some Lunar cultures by those who do not always feel confident 
in nanomedicine — involving medicines mixed from traditional herbs and even mineral 
elements, which often makes it the domain of the rich. This medical style also includes 
certain wellness practices (such as yoga) or techniques (such as head massage). 


Other "traditional" medicinal practices associated with specific cultures or ethnic 
backgrounds persist, though they are smaller and spread where those groups have 
pooled. Refugees from the Caribbean, Africa, Southeast Asia and South America 
continue to follow traditional herbal medicines, sometimes combined with elements of 
Spiritualism or fetishism and actual basic medical knowledge. The efficacy and value 
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of such techniques is largely limited by the availability of traditional herbs or other 
medical components. High access to many of these plants often also allows access to 
much more reputable and reliable medications — though some subcultures and clades 
still trust traditional healers to diagnose and administer advanced medications — 
especially if they lack technical skills in this area on a broad scale. Transhumans 
sometimes stretch this "traditional" quality of medicine as well. Some rich persons 
have been swayed to attempt medical treatments with components of unusual or 
exotic derivation. Some practitioners of Chinese medicine advocate specifically that 
smart animal or uplift derived components are more potent, or seek new ingredients 
among exoplanets. The rich and famous have been said to attempt to meet longevity 
treatments with the classic ideal of bathing in the blood of young morphs, and 
drinking the artificial blood of pods can strengthen you if you have "weak blood" 
naturally. Classic "snake oils" of a variety of mixtures are regularly pushed in souks 
and bazaars across the inner system — though few charlatans try to push such elements 
in the New Economy (where instead rep scams take a few more steps of complexity). 


In addition to herbalism or traditional medicines, there are many alternate forms of 
healing which have origins old enough to be seen as classic or "traditions". 
H omeopathy (the practice of like cures like) still has its soreads, though many people 
have concerns about using diluted nanites to fight nanotoxins (though if those are 
medichines or nanophages — this may actually work). Practices such as ear candling or 
"crystal healing" persist, though few may insist that crystal healing directly cures 
ailments and many use it as more a Spiritual or metaphysical healing. Energy healing 
and therapy persists, such as reiki massage. While there is no scientific evidence for 
"universal energy" or "life force", people still swear by the "healing touch" — though 
again, this may be a more psychological aspect. "Faith" or prayer healing also 
persists, though the religions who follow such methods have dwindled somewhat after 
the Fall. Christian brinkers often form long "prayer chains" over the mesh from hab 
to hab and pray for divine intercession. "Miracles" of healing are still officially 
recognized by the Catholic Church, though they do not often confirm many reports. 
As such, Faith healing is often practiced in the Jovian Republic by those who do not 
trust medical practices even if approved by the government. Some muslims, such as on 
M ars, perform faith healing by reading the Quran over water or oil, then drinking, 
bathing or anointing oneself in it. 


New traditions of medicine also crop up. Infolife advocate therapeutic effects of 
"defragmenting" or "correlating" the contents of their minds in a methodical system 
and making sure their data image is very clean and clear. VR treatments show strong 
psychological or placebo effects for people to help with issues, especially which may 
be psychosomatic. The odd and often dangerous path of La Priye is not practiced 
much outside of Legba and the Nine Lives syndicate, but it promotes the medicinal 
aspects of pruning, merging and psychosurgical grafting under the hands of a trained 
"priest". New Age cures emerge all the time, from new massage or "Spiritual 
alignment" techniques, consumption of purely synthetic "medicines" with no 
discernable effects, sympathetic medicines even brief exposure to cosmic radiation. 


M echanical elements: 
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Knowing about given practices of a traditional or folk medicine can be handled with 
an Interest: Traditional/Folk Medicine or a Profession: Traditional Healer skill. 
Identifying someone who handles traditional medicine or proper cultural protocols 
involving medicine is Protocol, and acquiring these services would be N etworking as 
normal, with the Favor level being applicable to the level of the required treatment or 
diagnosis. Actually performing these medical procedures would be M edicine: 
Traditional Medicine (with specializations applicable to specific regions or 
procedures). It's up to the GM if any form of Traditional M edicine would actually 
cause a morph to heal from physical ailments or injuries — though with the right 
components basic first aid or long-term care should be possible. It may also be 
possible to use this field to work on healing SV in addition to DV or Wounds, through 
a placebo-like effect or genuine therapeutic components. 


Plot H ooks: 


e A local criminal outfit on Mars is mixing business with revenge. They sleeve 
their enemies into primate pods or uplift morphs then cut them up for parts and 
then heal them. This becomes a risk when they utilize TITAN technology or 
subjects infected by the Exsurgent virus to try and enhance their medical power 
or recovery time. (Taken from E/ Destino Verde) 


e A crystal healer has come to the local hab and their practices actually seem to 
have some merit — though this may be because of utilizing hidden nanomachines 
embedded in the crystals 


e A criminal gang is capitalizing on a craze to consume Pod blood by assaulting 
and kidnapping Pods in the streets, in a form of crime which is very 
economically discriminatory. 


e TheDNaA code for rare plants with spiritual or medicinal properties goes on the 
market, queuing a massing bidding war to acquire them and grow a fortune. 
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10; Joint Augmentation 


Tags: [bioware], [implants], [physical augmentation] 


Getting "stronger" is fairly easy. Muscle Augmentation (p. 305 FP) applies a quick 
bonus to the strength of a morph for a decent cost, completely sculpting and 
restructuring muscle fibers for better strength and fitness. Being more flexible is 
tougher. W hile some morphs (such as the Bouncer) are inherently cultivated for great 
flexibility (Modeled via the Limber trait (p. 146 FA this option is very resource 
intensive, requiring specific cultivation of a morph from its inception to generate the 
desired genetic traits. For those who wish to rapidly improve flexibility and fine joint 
control, there are other options. 


Joint Augmentation: The morph's joints have been comprehensively modded to have 
more elastic cartilage and stronger joint fibers — allowing more inherent flexibility and 
control over minute adjustments at points of articulation. Apply a+5 modifier to 
COO. Also adds a +10 to any test where flexibility would help — this bonus does not 
stack with the Limber trait. [H igh] 


Despite its simplicity, Joint Augmentation is actually fairly rare. While it is known or 
Suspected to be used by several high-profile escape artists, it generally does not get 
wide use. Its primary market is actually to help those with joint damage or 
degradation, due to aging or a hard lifestyle. While Healing Vats can repair most 
damage and alleviate symptoms, damage can still persist — for those who still require 
frequent use of their joints in a singular biomorph, or are against resleeving or healing 
vats, it is a common therapeutic proceedure done over longer courses of gene therapy. 
On the less savory side, many mercs and assassins utilize Joint Augmentation on top 
of natural morph aptitudes to grant additional flexibility and emphasis the "hand" 
part of hand-eye-coordination. 
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It: Bruixeria 


Tags: [groups], [plot hooks], [subcultures] 


"Belief is Power" — Common Bruixeria Saying 


“Router, am I researching literal fucking witchcraft?" — Cynical Thomas, Firewall 
Scanner 


Suspicion, rumor, belief. Transhumans pride themselves on being rational and 
skeptical, but human nature has a fundamental predisposition to mystery and vagary. 
Humans fear what they don't understand, but are intrigued by the idea that they can 
learn more. To some, this is nothing, just a fact of how people act — but others seek to 
use this as the basis for power, to manipulate others and gain resources or respect. 
This has historical basis in practices of mystery cults or other groups who isolate 
knowledge to their membership alone. 


The origins of the "bruixeria" appear to be from urban legends shared over drinks by 
the Jovian Diplomatic Corps. Astrosociologists and Anthropologists do agree that the 
Origin of the style appears to be from a counterculture group inside the Jovian 
Republic — however hard facts about that group and their practices are limited as they 
appear to operate off the M esh or networks and mostly via word of mouth, which 
aids in superstition and reduces government intervention (as some of their activities 
may be considered terrorism or sedition by the Republic). The term "bruixeria" comes 
from the old Catalan word for witchcraft, which has strong local mythology which is 
associated with opposition or activities on traditional Catholic holidays. How the 
term became widespread is unknown, but the meme has gone through the mesh and is 
now the common appellation for these groups. 


Groups of "bruixeria" are usually called covens or circles, and are localized. They 
exist in a specific hab, or neighborhood, and on specific darknets on the M esh. 
Nobody openly claims to be a bruixeria, anybody who "advertises" is quickly 
ostracized or disowned. This leads to the one key unifying value which seems to be 
common to all circles — the idea of the "Legend" or "Story". In general, each 
bruixeria circle performs actions or deeds which resembles many traditional 
depictions of "witchcraft". Some effects are placebo or otherwise psychological, some 
are sleight- of-hand or parlor tricks and some are unexplained. But, much like classic 
stage magicians, a bruix never reveals their secrets. How they do things is a complete 
"mystery" and must be taken as part of their "art". They do not admit they are 
witches, they do not acknowledge witchcraft is "real", they simply act and let the 
Legend do the rest of the work. Journos have attempted interviews and exposes, and 
have come up with limited effects — mostly talking to cultural experts, "alleged" 
witches and some clients — and those who dig too deep often suffer mysterious 
accidents. A common saying is that "bruixeria find you, you do not find them". Even 
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if one meets one directly, they rarely say "I am a witch", but will talk around the 
Subject, let the "client" suppose on their own, and let their actions speak for them. 


Operations, rituals and services performed/offered by Bruixeria differ from coven to 
coven. In religious cultures, depending on their disposition a bruix is a folk healer or 
teacher — others see them as dangerous subversives working in a contract with evil. 
When they appear, some witches include the classic pointy hat, often complemented 
by distracting low necklines and high skirts — others dress in antiquated puritanical 
fashion, or in exaggerated "witch doctor" costumes, or traditional ethnic gear. In 
Ceres and Extropia, Bruixeria agents are noted for appearing to be dressed for 
business, comporting themselves as the "lawyers of hell". In general, however, two 
classes of activities are noted by investigators. M any in terms of cultural comparison 
call this "black" or "white", with the traditional "blackhat" or "whitehat" terms 
used to differentiate sometimes. "Greyhat" is occasionally used to classify a witch 
who performs either type of service. 


"White" witches practice positive rituals or mysteries. They perform many things 
which fall under the aspect of traditional medicine. T hey create herbal remedies, pray 
or "magic" away injury and diagnose with no visible tools. In habs large enough to 
have weather systems, a witch is said to be able to drive off or bring rain — and even in 
small habs their rituals can locate or even fix mechanical problems. They perform 
snake charming or handling as a performance to show their powers. They perform 
traditional soothsaying and fortune-telling, sensing one's aura or troubles or detecting 
lies. They can perform "dowsing" to sense valuable resources such as in an asteroid, 
or in the soil of a planetary body. They may also perform ritual prostitution for a 
number of purposes. "Black" witches are the other side of things. They can curse or 
hex people and objects to suffer misfortune and failure. They are said to poison or 
bring disease, and can steal a person's secrets. They can communicate with and spy 
via animals — particularly cats or amphibians. Or they might "summon" or create 
servitors or familiars to do their bidding. They can bewitch a person to do their 
bidding, or kill with a touch. Other various local legends and rumors persist. Some do 
perform actions in exchange for goods and services, or nebulous "favors" which were 
the precursor to the Reputation economy. Others simply appear where "needed" to 
officer services, adding to the Legend. 


In-depth analysis of Bruixeria activities generally reach the same conclusion — though 
many organizations, communities and governments dismiss them outright as 
"primitive superstition" or "chicanery and quackery". The general consensus is that 
bruixeria groups are "hackers" in the classical definition. Services they render and 
information they gain is done via legitimate means, but is couched between technical 
skills and social engineering. W hile some succeed just because the people they interact 
with believe in their powers, couching things in mystical terms also tends to make 
more skeptical and "enlightened" people dismiss their activities outright and not look 
closer. Healing is done via actual herbal medicines, therapeutic techniques and subtle 
inclusion of medical nanos. Illness or poison is accomplished the same way, using 
many traditional poisons. Damage or repair to devices or accidents can be arranged 
by subverting networks or applying cautious physical sabotage. Spying via animals is 
easy if an animal has been covertly equipped to be a biodrone. Simple training can 
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allow one to detect classical tells or signs of somebody's problems, as can mesh 
research. Implants can cover a multitude of actions which those who lack them cannot 
identify, such as "bewitching" via Hither or Enhanced Pheromones, or being able to 
see a person naked while clothed via T-Rays when the subject lacks their own mods to 
detect them. To Firewall, it is possible some bruixes are Asyncs, and thus their psi 
powers are the source of unexplained phenomena, which defy even the traditional 
scientific understanding of transhumanity. Their use of spirituality, mysticism and 
non-standard religion allows them to operate in ways or places which they wouldn't 
otherwise, and excuse activities which might otherwise be suspect. 


Membership in bruixeria varies. Some are members of an obvious counterculture. 
Others seem to be keeping alive certain traditions and histories in a new context. 
Others use the secrecy and mysticism as a source of empowerment, or creating new 
opportunity. Others are just classical personalities who favor altruism or seek to harm 
others. Small criminal outfits may incorporate aspects of the bruixeria "Legend" to 
cover their activities or enhance their reputation. Some legitimate specialists might 
adopt the styling as a marketing move or a form of cultural roleplay. While " witch" 
has connotations of women in many traditions, there appears to be no enforcement 
that men or women may be bruixeria, though some covens may enforce a feminine 
appearance as part of their mystique. Recruitment runs a gamut too, though the 
general conclusion is that cannot officially "choose" to be a bruixeria, they must be 
selected and taught by somebody already initiated and who has graduated to show 
some level of mastery of their craft. In reality though, a new coven may be started by 
the uninitiated who claim the mythology, being part of the "Legend". Other than the 
general attitude on secrecy, there seems to be very little enforcement or quality control 
on the concept. Bruixeria have no formal networking, but the "initiated" generally 
can find and figure out one another, and seem to practice a form of "professional 
courtesy". In many communities who are made of refugees or cultural pockets with 
strong beliefs, bruixeria are as real as anything — though only the most isolated and 
devoutly religious perform "witch hunts". In more technological societies, those who 
have much cultural baggage, more intense integration of technology or who generally 
purport themselves to be rational or scientific, bruixeria are not acknowledged but 
may be accepted as a simple performance art or lifestyle choice. Skepticism reduces 
"business", but the fact that they often accomplish concrete actions despite their 
apparent smoke-and-mirrors may keep "demand" up. 


Firewall has few concerns about Bruixeria as a whole, but may have concerns about 
specific cells. AS noted above, possibility of Async activity is real. Given the culture of 
secrecy and mysticism, it might be possible for exsurgents or other TITAN agents to 
operate among them, working on sinister goals of their own and using the spirituality 
as a cover. Charlatans might also utilize TITAN or alien tech to further their mystical 
appearance. Others in Firewall have concerns about the regression inherent in this 
style of operating, with isolation of institutional knowledge and a mystical air to cloak 
what is actually occurring — and worry about widespread of this practice (which as of 
yet seems unlikely). Stability-minded agents also note some of these circles are little 
more than dressed up criminal syndicates or counter-cultural terrorist orgs. While 
their reach may be small, conventional crime always can present a localized risk the 
conspiracy does not need. And, while remote, there is always the non-zero possibility 
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that one of these groups has or could acquire hitherto unknown knowledge or 
technology and integrate it into their practices. Their secretive nature means that 
isolating and studying such breakthroughs would be difficult, which worries certain 


projects and case files. This is generally considered to be an extreme outlier case, 
however. 
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1; Rainy Day 
Tags: [drugs], [recreational drugs] 


Recreational drug usage has been associated with arts at least since the 20th Century, 
and certain aspects of art, religion or spirituality have been enhanced with substances 
since prehistory. This is a firm aspect of a "drug culture" common in some cultures 
across the Solar System — perpetuated by healing technology to remove damage and 
health problems. But drugs come in many stripes. Stimulants raise mood and energy, 
encourage activity. Narcotics create numbness, painlessness or euphoria. 
H allucinogens (particularly psychedelics) encourage vivid images, sounds and other 
"unreal" sensations. And depressants bring you down — they can encourage focus, 
suppression of certain emotions or inhibitions or just to relax. 


Rainy Day: Rainy Day is a potent, short-term depressant which also causes foggy 
memory. If you ever want to just lose an hour or two in a dark fugue, this drug works 
for you. In addition to purely recreational usage, however, it is also taken sometimes 
by artists to create ephemeral or depressed arts. For the duration, it grants +5 to INT, 
but a -30 to all tests to remember events which occurred while using the drug. It also 
commonly causes a state akin to depression or mild hallucinations when used. While 
relatively short lasting, it's effects are very pronounced, and have been repeatedly 
sworn by certain users. Long term use tends to make memory damage and mood 
alterations permanent. [Low] 


Rainy Day comes in several forms and applications. It can be taken orally as a pill or 
tablet, called "rain drops" usually (or "dropping Rain" when one takes it). It can also 
be injected, or comes in the form of smokable cigarettes. Those who utilize Rainy Day 
frequently are called "Rainers" or "Rainmen", usually — and there is a whole sub- 
genre of art associated with its use. Rainy Day has a physical addiction, but it's 
tolerances are fairly standard and non-extreme making it fairly common in the system. 
Rainy Day is a very artsy drug, taken usually by people who aren't already depressed 
enough by their real life and thus is common in middle or upper classes. There has 
been at least one "Rainer M adness" campaign in the Planetary Consortium about the 
"dangers" of the substance making the youth lazy, depressed artisans instead of 
Skilled technical workers or management, but didn't go far. 


Application: Inh, Inj, O 
Onset: 1 M inute 
Duration: 1 Hour 
Addiction M odifier: 0 
Addiction T ype: Physical 


(Rainy Day is another substance engineered by members of my homegroup — 
expanded writeup by me.) 
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13; Cynical Thomas 


Tags: [Firewall], [N PC] 


Real N ame: T omas Doctor 

Known Aliases: Cynical Thomas, Dr. Doubt, Tomas Doubt, Toma Doud 
Known Affiliations: Argonauts 

Server: UNKNOWN 

Role: Crow, Scanner 

Specialty: Astrosociology, History, Theology 

Agein AF 10: 48 

Primary Location: Earth Orbit 


Tomas Doctor was a professor and Catholic scholar working in the Chicago 
M etroplex on Earth before the Fall. Like many others, he was egocast out at the last 
minute — and his ego was eventually recovered and reinstated by the Argonauts in an 
effort to preserve academic knowledge. From this point he discovered that the 
Catholic church had fortified around Jupiter and decided to declare anyone who had 
resleeved "dead" and taken on a particularly conservative and regressive bent — he 
decided to stay on M itre to continue academic works. As his focus was in the social 
sciences, Tomas was respected for his knowledge and abilities, but not often looked at 
or consulted for harder scientific research. 


This made him an ideal recruit for Firewall, who found him a couple of years later. 
H e worked only a few operations in a Sentinel capacity before his local server decided 
to move him to a position of Crow to tackle research budding social X -risks, and once 
acquainted with Firewall's terminology and ethos he has bounced back and forth 
between several servers as a Crow or Scanner depending on if there are specific 
projects he is needed for. The open society of the Argonauts lends itself to his freedom 
of movement around the orbital region of Earth ostensibly to work on " projects". It is 
probable that higher ups in the Argonaut apparatus know he works with Firewall. 


Working with Firewall he made his name as "Cynical Thomas", a multi-layered 
reference which is primarily applied because of his own attitude. Thomas is an 
avowed skeptic, who instinctively doubts unsubstantiated rumors and stories, and 
goes to great length to examine them for what about them is actually true. He makes 
a great scanner this way, analysing patterns of internal mythology and language to 
find out what is exaggerated, fictional and what may actually be an active risk. His 
theological studies make him ideal for investigating religious affiliated groups, from 
cults to terrorists to televangelists — and his broader study of groups means he has 
done some research on specific organizations on Firewall's "watch list". 


In person, Tomas is abrasive, cynical and "curmudgeonly". He speaks in plain but 
curt terms, tries to avoid hyperbole and metaphors and prefers concrete analogies. 
He's used to teaching, but he has a very direct and focused manner some field 
operatives find they dislike. He does have a behavioral disorder, and tends to hate 
wasting time, preferring to focus on an important task in single bursts before moving 
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on to something else which "interests" him — to counteract he is known to self- 
medicate with tobacco. 


H is wide range of knowledge means he is often contacted on the Eye for information 
about subcultures, behavioral patterns, history and other more esoteric interests. 
Proxies often task him to form reports on new groups and interests, even if they are 
not in his immediate area. 


(0G (00 INT REF SAV SOM WIL MOX 
30 15 30 20 10 10 20 3 

INIT SPD LUC TT IR DUR WT DR 
14 1 40 8 N/A 35 7 N/A 


O bserver morph 

Skills: Academics: Astrosociology 80, Academics: Theology 60, Academics: Pre-Fall 
History 80, Academics: Linguistics 70, Animal Handling 30, Fray 35, Free Fall 60, 
Hardware: Electronics 55, Interest: Esoteric Catholic Tradition 60, Investigation 80, 
Kinesics 40, Language: Native English 100, Language: Spanish 60, M edicine: 
Psychiatry 60, Networking: Scientists 50, Networking: Firewall 50, Perception 70, 
Protocol 35, Profession: Instruction 60, Profession: Lab Tech 70, Profession: 
Administration 70, Programming 80, Research 80 

Implants: Basic Biomods, Basic M esh Inserts, Cortical Stack 

Traits: M ental Disorder (ADHD), M ild Addiction (Nicotine) 

80 r-rep, 20 i-rep 


Using Cynical Thomas: 


Cynical Thomas is a great flavor option for the GM, just throw him in on a report or 
a newsblast or a scientific paper when they skim for data from Firewall, or introduce 
him as an option when they call on favors from Firewall. Social science is sometimes 
ignored or underutilized in favor of harder science options, but subcultures, trends 
and memes can be a big deal in many campaigns — having an NPC with a high skill 
rating in some areas can help exposit to the players, in a hopefully memorable and 
understandable way. His idiosyncrasies make him more memorable than just a generic 
proxy. It's also possible to physically meet Tomas, though unlikely given the 
conspiracy but he might be able to arrange something physical if they need and offer 
guidance that way. He could even be a major NPC in his capacity as a Scanner or 
Crow — providing initial intel on an operation or campaign plot. Tomas is also 
technically built along the lines of a PC — though in this case his skills are 
"unbalanced" and without GM permission need to be rounded as per Transhuman, 
the higher numbers in this case indicate the experience of a proxy with some years 
under his belt. 
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IM: False Death 


Tags: [cyberware], [implants], [physical augmentation] 


For security, it is possible to neutralize oneself and prevent capture of an Ego. 
The Dead Switch (p. 306 EP) erases a stack completely if the morph dies. Emergency 
Farcaster (p. 306 EP) broadcasts regular backups and can be used to farcast from a 
morph in a quick emergency — but at the "cost" of destroying the body and all its 
implants. Memory Wipe allows memories to be protected (by deleting them) from a 
cyberbrain, infomorph or other situation with M nemonic Augmentation. But, what if 
you only wanted to secure yourself for a little while? What if you just needed a 
second? Cyberware has existed long enough to grapple with security concerns like this 
and offer a solution — though not an elegant one. 


False Death: This old style of cybernetic implant buries several self-charging electrical 
leads into the nervous system. On command from a cranial computer, they will 
activate, dispensing a charge which stops heart, lung and other autonomous activity. 
To a casual observer, the morph stops breathing, has no pulse and will show minimal 
brain activity due to interference from the implant — but their electronics will continue 
to function in low power mode for quite some time. Then, after either another signal 
Or a preset amount of time, the implant activates again, resuming normal functions — 
faking a clinical death for a short period. Because of their age and often illicit uses, 
these implants also tended to be unpleasant and unstable, and even in AF 10 are 
inherently risky. The user of the implant immediately begins to suffer the effects of 
Asphyxia (as outlined on p. 194 EP) and could well pass out and die if the implant 
runs too long. This can be avoided by integration with M edichines(p. 308 EP), which 
can safely but the body in stasis to prevent damage — however the user is still likely to 
pass out — and must make DUR tests at increasing penalties as normal. This implant is 
only available to biomorphs. [Low] 


When someone is under the effects of False Death, the only way to tell their still alive 
would be to take a detailed brainscan (which would probably take longer than the 
user has to live) or via a thorough examination of the morph (such as with X or 
Gamma Rays) which would detect the implant. A thorough forensic could identify 
cause of death as something unusual, but most persons still "alive" through the 
implant would be roused before an autopsy could take place. Historically, the implant 
has been very unreliable and makeshift — having a tendency to fail or inflict 
permanent brain damage. H owever certain persons attached to their morph are more 
comfortable with a brief clinical death than the possibility of "real" death or capture, 
making it an alternate option for some. 
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15: 500 Bushels 


Tags: [habitats], [locations], [M artian Trojans], [plot hooks] 


500 BUSH ELS 

Station Type: O'N eill Cylinder (M ars-Sun L4) 
Allegiance: Independent 

Primary Languages: English, Greek, French 


500 Bushels is an interesting experiment in classical systems of governance. The 
cylinder was in construction prior to the Fall, but it's backers vanished or went 
bankrupt in the event, allowing the production rights to be bought up and completed 
by Tatton Werner, who would become the first Archon. The large cylinder follows 
the standard plan, and looks remarkably pastoral to a casual observer. This is because 
500 Bushels follows the rule of t/mocracy — governance by those who own and work 
land. Warner made sound investments prior to the Fall, and was a bit of a history buff 
who stumbled upon the formalized form of this government while examining history — 
and bought up 500 Bushels to be his "experiment" in governance. Like many others, 
he felt governments big and small had failed in the crisis, and wanted to attempt to 
build a simple life where people's socioeconomic power was based on how much 
property they could control and goods they could produce. Werner did extensive 
research and modelling for the government style, producing a carefully planned 
constitution which all persons wanting to become citizens must agree to operate 
under. 


Under the constitution of 500 Bushels, there are several defined "classes", which each 
have defined powers and capabilities, with the terminology primarily based on the 
Solonian reforms of ancient Athens: 


e Pentacosiomedimni (Usually Pentacos for short) are the highest rank of citizen. 
They are those who have property or estates which produce 500 or more 
bushels of wet or dry goods in a year, or an equivalent income. Pentacos are the 
only ones who can claim the highest political offices. 


e Hippeis (or "Knights") are the second rank, those who have an production or 
income equivalent to 300 units. Knights are able to afford and maintain high- 
level military equipment such as Battlesuits should they be called to fight in the 
militia. 

e Zeugitai (Usually "Tillers" or "Y okemen", sometimes "Zoogs" ) are the middle 
class, they produce in excess of 200 bushels of income per year, and thus are 
considered to be able to afford to equip themselves with weapons and armor — 
and in the event of an emergency would be called on to form the militia. 


e Thetes ("Workers") are the remaining citizens and the lowest class. M anual 
laborers, or those with less than 200 bushels worth of product. They can only 
serve in limited positions in the government under the constitution, and cannot 
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serve directly in the militia — but are consigned to reserve or technical positions, 
such as operating and crewing ships or defensive platforms. 


While all citizens have some basic rights (such as trial by jury and other rights of due 
process and freedom of expression) under the constitution, positions they can hold 
and even vote on may be restricted by their class — which is calculated every "half- 
year" (343.5 Days) under the M artian calendar by an official Census procedure. This 
gives sufficient time for classes to be tallied and officially remarked prior to upcoming 
elections. It's not all "bad news" for the lower classes however, while they may not be 
eligible for elected offices, 500 Bushels levies a graduated tax, where upper classes pay 
higher proportional taxes at a ratio of 6:3:1, with Thetes having to pay no taxes. 


The government of 500 Bushels itself has a system familiar to many democracies or 
republics, just with key limitations on who may hold certain offices. The Archon is the 
executive office, elected every 2 Martian years from the Pentacos — and handles the 
expected duties. They are the chief magistrate and treasurer responsible for 
nominating many of those lesser positions, in event of a state of emergency they are 
the commander in chief and also are responsible for planning public events. M ostly, 
the archon is a coordinator who handles the other government groups in attempts to 
keep the habitat healthy and prosperous. Daily operation of the habitat is handled by 
the Council of 500 (or bou/e) which is actually decided by random lots from 
volunteers every Y ear — and can include members of the top 3 classes. The Council 
handles day-to-day governance, putting forth new legislation and supervising elected 
officials. 


One may only ever serve on the boule twice in his life — and never two years in a row. 
N ew councillors are investigated and vetted in a formal proceedure by the outgoing 
council. Historical boule met every day which was not a festival day — but networking 
and computer technology means that physical meetings of the council are saved for 
the most formal of occasions and instead councilors regularly check in over the M esh, 
though they do not work on public holidays. Councilors swear an oath to uphold the 
constitution and do the best for the habitat when they take office — " oathbreaking" is 
an offense punishable by disenfranchisement and exile. Due to the fact that anyone 
can become a councilor, many of them integrate politics packages into their M uses 
when they take the office, similar to upgrades which are available in the Titanian 
Commonwealth (p. 199 Rimwara). The Assembly is then the main body of 500 
Bushels, but they act very infrequently. This body consists of all enfranchised citizens 
(I/E those who submit to the constitution, live on 500 Bushels and work in some form 
— those who do not work are dependants). 


The Assembly has final say on laws put forward by the Council — who act in an 
advisory and supervisory capacity. The Assembly must ratify declarations of peace or 
war, approves or elects magistrates and other elected officials and has final say on 
their performance before their terms end. Physical assembly is not required, and is 
instead done virtually in a system of cyberdemocracy. A 2/3rds majority is required to 
pass the assembly, and a minimum of 6,000 citizens must vote for it to count. Other 
civil positions are usually referred to as "magistrate" even if they do not directly 
engage in judicial efforts, and may be called "M agistrate of" something to infer their 
position. M agistrates are picked by the assembly from any class, usually nominated by 
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the Council or Archon. They oversee criminal and civil trials (with a jury picked from 
the citizenry), direct efforts of the government's judiciary and otherwise handle public 
offices. 


While very much formally a timocracy, 500 Bushels is very minarchist leaning, and 
has garnered some ties from "moderate" Extropians because of it. The government 
conducts a census to identify classes. They collect taxes which are used to pay for hab 
maintenance or public works — pay supplemental income to public officials or 
otherwise handle things for the entire hab. The Assembly and Council review elected 
officials and their work during their term. Otherwise, laws seem to be very simple — 
and all interaction between citizens is handled on a contractual basis. Basic 
protections of agency are levied and defined and ratified under the constitution. 
Crimes against the person and against property are the strongest — with punishments 
usually selected to involve reimbursement or restoration or other punitive damages, 
short instancing in punitive simulspace with disenfranchisement and exile reserved for 
the highest of crimes. Policing is handled mostly by security drones, with militia 
officers being assembled if there is a great need. 


The Militia is the only other major government body — rarely utilized. Should the 
Assembly declare a state of war, all citizens of the appropriate class will be required to 
serve based on military strategy decided by the Assembly and directed by the Archon. 
The Assembly appoints Strategos (Generals) from the Pentacos, who assemble junior 
officers from the top two classes. There is no major funding for the military besides 
purchase of hab defensive systems — individual soldiers are expected to pay for their 
own arms and equipment — hence why T hetes are not soldiers and instead relegated to 
non-active combat roles. In cases of small disruptions (such as a civil disturbance) the 
Assembly can authorize limited numbers of militiamen led by a magistrate to handle 
problems if drones cannot. 


Originally, the habitat was settled by Werner and some business associates, who 
calculated original parcelling of land. Werner assumed the default position as Archon 
for a half-year, and then won the first formal election to the position, before stepping 
down to fill a kind of advisory role and focus more on his political and diplomatic 
activities, leaving his protege Polyxeni Raptis as the current Archon. Citizens were 
originally drawn from several middle and upper class cultures across Southern Europe 
and North America who were specifically interested in the form of governance, or 
wished to avoid consolidation by the Planetary Consortium pre-M orningstar split. 
Once established as a place of relative prosperity where theoretically anybody willing 
to work hard and produce could theoretically get ahead in life a number of refugees 
with basic skills moved in to fill in the lower classes. Even now, 500 Bushels is a 
frequent site of immigration by former indentures across the solar system who have 
limited skills and no other market for them. Primary industry uses the still large 
amounts of free space for farming or ranching — with the owners of this land split 
among all the classes, and Tatton still holding strategic reserves of real estate to sell to 
new citizens. In addition to simple foodstuffs and byproducts which serve the hab, 
these are also exported to several other interests in the immediate system, and many 
Pentacos are small or independent businessmen and women who were not part of a 
larger hypercorp system. Other common industries are refinement or import/export of 
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goods. Middle classes of Hippeis or Zeugitai of craftsmen of both artisanal and 
technical works are common in addition to small producers or business-owners — 
those who produce smaller works often subsist as Thetes by the grace of catering to 
the upper classes, while most Thetes are employed by large estates of the higher 
classes or in their other businesses. 


Overall, most citizens of 500 Bushels seem content. While there is a visible and true 
class divide, most people are happy that they retain rights to vote in the Assembly and 
that the Council is randomly pulled. Some classism and elitism is known to come from 
the upper levels, but such disputes rarely leave the verbal purview, and fights are 
quickly broken up by security drones. While there have been racist or sexist tones in 
similar cultures historically, there is no overt discrimination in 500 Bushels, as no race 
Or gender is restricted except on account of property, though a majority of the 
members are drawn from european or middle eastern lineages. 500 Bushels does not 
normally perform indentureship, though they have no laws against it at this time. 
Once should be careful arranging indenture contracts however, as the habitat has 
specific laws for the rights of "dependants" those with no income whose needs are 
met by a citizen. Paying a negotiated wage is often simpler. Property in the form of 
Space is relatively easy to come by, as those in the lowest class pay no taxation and 
there is no formal regulation on what price a previous owner must set. Large scale 
land owners are known to occasionally quickly sell unworked or unproductive land in 
a pinch before a census to maintain their class. While the inner system credit of the 
Planetary Consortium is accepted and widely used on hab, they also produce their 
own currency called Kerma, which is represented by a physical token or coin in 
bronze, struck with the face of the current Archon and distributed by the government. 
The value of a kerma is carefully calculated to equal 1 Bushel normally, and thus are 
fairly highly valued. 


Obviously, not all things function perfectly. Rumors persist that both the Planetary 
Consortium and certain Extropian or hypercorps are working to woo 500 Bushels for 
their niche prosperity, something most of the wealthy populace resists. But, care must 
be taken not to draw the ire of the hypercorps as 500 Bushels is unlikely to survive a 
"police action". For this reason, Werner himself is pushing stronger ties with the 
M orningstar Confederacy, which are somewhat limited by physical distance. As there 
are very limited regulatory laws, corruption and misconduct by both government 
officials and wealthy land or business owners is occasionally discovered and may not 
be punished with much effectiveness — there is also a strong statistical trend that the 
upper classes win civil cases against lower classes due to greater economic power. 
Bioconservatives and Precautionists are wary of 500 Bushels and some who thought it 
was a simple agrarian life are displeased by the government's use of powerful 
computer systems and Al to run security functions or tabulate the census and have 
formed a small political bloc. Autonomists are often uncomfortable dealing with 500 
Bushels — they have too much governance for most Extropians, their blatant class 
system literally divided by material value puts off most Anarchists and Scum (even 
though Reputation could be said to favor steady workers and producers at times) and 
the Titanians turn their nose up at the lack of social programs. This puts them in a 
precarious position in regards to the wider solar system. 
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The interior of the hab is relatively pastoral and clean — with low population density 
and decent taxation bringing about healthy infrastructure. The two ends of the 
cylinder are the most urbanized, where many Thetes live and sleep, with various 
businesses, government houses and other buildings packed together — with the large 
rest of the hab held either in estates and lands of various sizes or public green space. 
Moving from end to end is handled by a small road system or a public tram 
maintained by the government. The hab is spun for M artian level gravity and operates 
entirely off the M artian calendar year. Due to relative prosperity, the government has 
assembled several public works projects such as sports fields, amphitheaters and 
fountains and gardens open to all citizens. General architecture is generally Classical 
or Neoclassical — leaning either Antebellum or Greek Revival in the latter case — 
though occasionally they trend to such styles as Colonial, Federal, Empire or Resort. 
Fashion tends to be downplayed and simplified for utility to those with wealth 
occasionally splurge. Coloration has some import — Red is identified with citizens of 
any class, pure white is associated with those who are wealthy — they can afford clean 
clothes or to not work directly. Purple or gold colors traditionally mark those in high 
public office. Black is worn as a sign of mourning or protest. Drab colors are worn by 
Thetes who do manual labor, or by dependants who have no income and are clothed 
at the behest of others. Other colors may reflect personal mood, seasonal or cultural 
fashion — making smart clothes a good choice by those who can afford. 
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6: Corporations v2 


Tags: [culture], [groups], [hypercorps], [plot hooks] 


H ere is another batch of off-the-cuff H ypercorp ideas you can include in a game. 


AEON APPAREL 
M ajor Industries: Apparel, High Fashion 


Aeon is a clothing company based on Luna. They were originally a subsidiary of a 
larger megacorp, but after the Fall their parent company dissolved, and they were able 
to strike out on their own. Aeon's aesthetic is "Future" — whatever clothing they 
produce, from unisex utilitarian jumpsuits (ideal for spacers) to classic long coats and 
tight pants or ethnic wear, is influenced by the past couple centuries’ thoughts of the 
future. Things are shiny, clean with a slight flare for monochrome colors and body- 
fitting designs, with luminescence strategically inserted. Aeon is notable for their 
minimal use of nanofabrication, preferring by hand manufacture using indentured 
Synths. This has led to many Outer System polities boycotting their clothing, but also 
an interesting uptick in imports to the Jovian Republic. Their logo is an "AA" which 
has been stylized by calligraphy, and is rendered in prismatic colors. 


COLONIAL CORPORATION 
M ajor Industries: Asteroid M ining, Prospecting 


Colonial Corp was a small startup business in near-Earth asteroid mining originally. 
Because most of their business was done off-planet, the company was able to survive 
the Fall, and sold a lot of their mining rights or product to larger hypercorps 
afterward. This left them a lot of capital to move to the more lucrative and less labor 
intense work of asteroid prospecting, which they hire several contractors to perform 
in the Inner Fringes. In addition to mining and prospecting however, there are 
consistent rumors that the current CEO (the son of the previous CEO who died on 
Earth) has an interest in "long-term" preservation of transhumanity, and has poured 
massive money into data and cryogenic storage facilities in otherwise resource-poor 
asteroids. Their logo is c2. 


KLEIN FABRICATION 
M ajor Industries: Aerospace 


Klein Fabrication started as a privatized conglomerate of several aerospace programs 
in eastern asian countries. They subcontracted many designs and components for a 
wide variety of ships and habs of all sizes. During the Fall, their physical assets were 
demolished and much of their funding evaporated without governments to contract. 
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H owever, their executives survived, and were able to consolidate in the LLA. They do 
a very small business now servicing their IP — offering repairs and replacement parts 
for their systems which can be found scattered through all manner of ships. They are 
also said to have ties to much larger corporations in the Consortium, such as Fa Jing. 
Klein was briefly famous in some circles for attempting to repossess several Scum 
Barges they were majority constructors of — which failed spectacularly. Their logo is a 
"K" stylized to look like a futuristic spacecraft. 


MATSUNDAI 
M ajor Industries: Implants, M edicine 


M atsundai is an Extropian corp founded by corporate rebels, to provide open sources 
alternatives for medicines and implants. Their primary market is in traditional 
medicines, but they also handle some basic pharmaceuticals and medical devices or 
implants. They have been targeted for corporate warfare by several large 
conglomerates, which often hurts their bottom line — and recently they had to sell the 
rights to some of their implant products to morph designers on Extropia in order to 
stay solvent. That said, M atsundai still operates with their ideals in mind, trying to 
provide better sources for medicine than many restrictive corporations. Their logo is 
their name under the Japanese Kanji for "to heal". 


MAZECURITY 
M ajor Industries: Security, Architecture 


M azecurity is an odd-ball corporation, they specialize in "secured construction and 
architecture". That is, they help design or overhaul buildings to be more secure and 
difficult to infiltrate. Their primary market is in basic security devices, such as bug 
Zappers, portal denial systems, slippery walls and false doors. They also offer design 
and consulting in sensor placement, and building layout, to improve sight-lines or 
confound intruders. Some workers find their designs too good, and complaints of 
having to work in a mazecurity secured building are common on CivicNet boards. 
M azecurity also has some oddball products, such as armored desks and tables, and 
strangely waist-high walls. Their logo is a maze with a keyhole in the center. 


OUTERLIGHT-SUNDYNELTD. 
M ajor Industries: Security, Exotic Physics 


O uterlight-Sundyne is an curious company. On the top-level, they provide equipment 
for law enforcement and security services, such as riot shields, body armor, less-lethal 
or crowd control weapon systems, etc. Their products are even fairly popular. 
H owever, the company is generally considered to be not very profitable, as they spend 
most of their money on an incredibly outlandish R& D budget. Supposedly, this is 
involved breakthroughs in armor technology, but it is believed to be experiments 
attempting to recreate TITAN designs for magnetic deflectors and NXRA or anti- 
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Seeker lasers. While this would be a huge boon, many groups are cautious about how 
they obtain their research material. Intelligence also suggests they are interested in 
exotic physics phenomena, including possibly Psi abilities - and may have developed 
certain Psi countermeasure systems one can find if they know the right people. Their 
logo is a black octagon with "OS" on it. 


PERRY GENETIC AGRICULTURAL 
M ajor Industries: Agriculture, Biodesign 


PGA is a relatively small corporation who develop transgenic or neogenetic strains of 
agricultural plants. Their products are mainly developed for yield, efficiency and 
hardiness so they can be adapted to any number of habitation conditions. Perry 
primarily makes designs, and only produces their own products for testing or 
Sampling purposes — which is how they avoid problems with much larger companies 
like Prosperity Group. It is suspected Perry has ties to narcoterrorism in the Inner 
System, though some of this just appears to be a friendly working relationship with 
several Scum Swarms who purchase their more exotic products, such as a tomato 
plant integrated with tobacco. Their logo is the chemical formula for Polyglutamic 
acid (PGA). 


SOUL MOTORS 
M ajor Industries: Synthmorphs 


Soul Motors is a bit of an underdog corporation in the LLA, claiming to build 
synthmorphs "by synths, for synths" — which makes them widely unpopular and 
socially distasteful among the upper classes, but with strong support from working 
indentures. As most indentures cannot afford morphs on their own period, their 
primary market remains in replacement parts and aftermarket additions, but several 
Lunar corps have attempted to improve relations with workers and working class by 
buying synthmorphs from SM to sleeve their indentures into. They are also fighting an 
uphill battle to make Synthmorphs more socially acceptable — and are currently said 
to be importing advanced designs from the Outer System. They are frequently under 
government examination for possible ties to groups such as the Steel Liberators — but 
actually they seem more likely to have the backing of corporations from the 
M orningstar Confederacy attempting to engage in memetic warfare on Luna. Their 
logo is a stylized robot face over "SM ". 


WAVE BREWS 
M ajor Industries: Brewing, Liquor 


Wave Brews started as a local Martian microbrew operation started by a few ex- 
Indentures who were since unemployed. But, reaction X P to their product went viral 
on the mesh, and they have blown up to a small but respectable company on M ars. 
They primarily brew or ferment product — though have recently gotten into 
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distillation, and they focus both on low tech methods (to preserve traditional taste and 
minimize hypercorp interference opportunities) and on high automation — they refuse 
to employ indentures. Their varieties of beer and sake are most popular, but they also 
have a notable "M arsshine" brand, and several other liquors. Currently they're having 
a push to generate enough business to start working inside the Planetary Consortium, 
dedicated to altering their attitudes from within. Their logo is a stylized wave of an 
amber color. 


WAY -SUN SOCIETY 
M ajor Industries: Construction 


Way-Sun is a Venusian corporation originally involved in habitat construction (and 
notable for their product flops like "space lumber"), until the discovery of the 
Vulcanoid Gate. From there, Way-Sun made a lateral move into construction and 
exploration on Exoplanets, with their models of pre-fab construction or 
subcontracting being popular with certain independent colonization outfits. W ay-Sun 
is known to be owned and backed by a large charity organization who frequently 
work and donate to help infugees and the corporation is known to undercut 
indentureship contracts to give workers a "fair shake" and involvement in 
colonization, though this damages their profitability. Recently however, there have 
been some rumors that the company chair has taken an interest in xenoarchaeology 
and is looking to recover and study alien artifacts. Their logo is a gray hex. 
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I: Aventine/ Wujec 


Tags: [Ceres], [culture], [locations], [plot hooks] 


(From p. 21 Rimward) 
"AVENTINE/WU/EC 


Aventine is the largest surface settlement on Ceres,home to the largest transcrustal 
elevator operation.Life in Aventine can charitably be described as dull,given that the 
station is primarily a transit waystationand shipping hub, lacking in luxuries or 
decententertainment. M ost residents are contracted workersfor the CTA and various 
other corporations. A massdriver outside the settlement launches payloads to thePiazzi 
station in Ceres orbit.The A ventine elevator connects to Wujec, acombined ice warren 
and bathyscaphe habitat in theHidden Sea. Wujec is far larger, more interesting, 
andprosperous, home to several major bioscience outfitsand a major cultural outpost 
for aquatic uplifts. " 


Aventine is the largest surface settlement on Ceres, based out of the Kerwan crater 
along Ceres' equatorial regions. Despite its large size, Aventine is generally considered 
a dull place. The dome city is made of low, small spaces and tends to have rounded, 
ablated edges and surfaces due to the low gravity and the fact that objects given a lot 
of motion tend to bounce around. For this, the atmosphere is slightly over- 
pressurized, which can be uncomfortable for some biomorphs. The other notable 
feature is the large mass driver outside, operated by the CTA and used to send cargo 
up to Piazzi. 


Aventine's permanent population is almost entirely working-class, either indentures 
(or just poor people) or jammers/overseers for bots which handle most of the loading 
and unloading of cargo related to the elevator, hab and elevator technicians, or the 
service industry sprung up around this class or the tourists looking for the Hidden 
Sea. Their transient population is slightly larger, a combination of travelers and 
tourists visiting Ceres, migrant labor, entrepreneurial types visiting business on Ceres 
or looking to settle there, or handfuls of surface dwelling settlers and prospectors — it's 
very easy to find a rocket sled or hovercraft ride on the outer edge of the city. Despite 
being based on Extropian principles, the CTA holds a majority control on the city, 
from the elevator to the warehousing districts, to the mass driver. Most "law" is 
handled by the "CTA Police", who tend to be budget rent-a-cops on overpaid 
contracts and make sure the hab and its industry are secured. Even so, the city has a 
decent spread of influences from other corps, including both Consortium hypercorps 
(Such as ComEx and Prosperity Group) and small, Extropian-styled local outfits. 


This also leads to an interesting clash of cultures and lifestyles in Aventine. In the 
public spaces like the spaceport and the main street which runs to the elevator, there 
tends to be tall, softly curved arches and open spaces which display AR ads for a 
number of goods and services available to visitors both in Aventine and it's subcrustal 
sister hab Wujec. This main drag is where most major business have offices, all under 
careful observation by CTA security drones. Around the elevator itself is a wide open 
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plaza (though it has layers of safety netting above) filled with small shops and booths 
resembling an open air market — selling grossly overpriced and often tacky merch to 
tourists. Further out, Aventine almost immediately gets industrial; sprawling 
warehouse districts which take advantage of the light gravity gives way to tight 
residential blocks and shopping arcades which have more in common with corridors 
than streets, but are packed with small shops, restaurants and social clubs for the local 
workers. A lot of the locals are culturally Catholic, but not extremely bioconservative, 
though it's not uncommon to hear of people crashing or working in Aventine for a 
while while trying to immigrate to the J ovian Republic. 


There are a handful of small street gangs in Aventine's back alleys, many styled as 
legit business fronts, but they're relatively quiet, and all of them in some way pay 
tribute to the Hidden Concern, who prevents them from really disruptive actions 
which could hurt trade on Ceres. They mostly deal in socially disliked substances and 
Services, or indulge in cheap piracy of high-priced good for the locals. The most 
common criminal practice is being Shanghaied or "Wujacked", where a visitor gets 
severely drugged or boozed up and ends up in an enormous (faked) debt, wake up on 
an elevator ride down to Wujec where they're already in an indentureship contract, 
usually for a risky job people don't volunteer for, such as undersea mining or ice 
cutting. This pays for the gangs and cartels because they tend to acquire the 
immediate possessions and assets of a mark and get work for selling an indenture 
contract. Legal firms who fight this kind of thing tend to have accidents in dark hab 
Spaces as well. 


W ujec is the sister hab to Aventine, a hybrid bathyscaphe/beehive hab at the bottom 
of the Aventine elevator, anchored roughly to the bottom of the mantle, with beehive 
tunnels extending up and bathyscaphe spheres extending out and below into the upper 
levels of the hidden sea. The elevator is a fairly quick ride, with a system of 
movements and cars based off of the functions of the Earth and M ars space elevators 
— though much smaller. Travel is cheap, and the elevator cars push up and down at 
speeds in excess of 200 kph, making it a relatively short trip at about 30 minutes or 
less. High speed cars move upwards of 500 kph, which takes about 10 minutes, but 
the high speeds and closed spaces often makes transhumans uncomfortable. 


Wujec is an interesting complement to Aventine, a much more diverse and 
cosmopolitan population, who are generally wealthier than those of Aventine. It's 
considered a touchstone of culture for many aquatic uplifts — firmly divided between 
Sapient and M ercurial lines. Pro- or integration-friendly cetaceans like Dolphins and 
Porpoises are more strongly Sapient, while N eo-Octopi and N eo-Orcas (Often called 
the "NO Party") tend to lean more mercurial, and some of their number are even 
anti-human, seeing them as a "weaker" species. Wujec also has some popular cultural 
industries, like basket-weaving, aquacrafts (like shell, coral and driftwood carvings, 
pearl jewelry, etc.) and a cutting edge submarine and submersible drone industry. 
Wujec also hosts two Ice H ockey teams the local Wujec Submariners and the Aventine 
Aquarians, who have strong rivalries with the Prosperina Pearls and the Occator 
Sickles respectively. 
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It's also interesting to note the weapons culture in Wujec. While effectively open 
carry, like many Extropian habs, the small confines and pressurized or aquatic 
environments discourage use of a lot of ranged weapons, meaning blades are the most 
common. Almost everyone carries a knife or small sword for personal defense and 
utility, and people who go out "into the deep" will often carry wasp Knives or long 
spears. Thus, there's a lot of culture in knife-making, and some very fine blades are 
produced by Wujec. Local legal and security contractors haven't missed this 
opportunity, so don't be surprised if one is challenged to a Knife fight to resolve a 
dispute in place of a traditional tort claim. This causes some clash with other 
Extropian habs — whose contractors do not always recognize the validity of the duel. 


Wujec is much more strongly anarchocapitalist than Aventine, with multiple 
corporate interests here, holding and maintaining spaces. While the CTA runs the 
elevator, and thus who comes and goes, they have a much less firm hold on the many 
neighborhoods and citizens here. Wujec is large enough to have several neighborhoods 
and zones, broken up by spheres and cluster sections, with icicle spires and beehives 
above. 


e Conditoraka "Central", the region built around the elevator. This contains 
CTA's headquarters, and several other important functions they hold, and 
major corporate outposts. H otels for tourists are also present here, along with a 
lot of ads for services elsewhere in Wujec. This is a very clean, neat region 
heavily policed by the CTA drones. 


- Little Winnipeg is a beehive district tunneled out above the Central sector, a 
primarily residential district populated by artisans and freelancers, scattered 
with small extropian businesses to service the residents. This is one of the major 
outposts for former-Canadiens this side of Titan, and tends to have more 
established, upper-middle class residents 


e Perseohone's Garden is one of the first and larger spheres in the aquatic regions 
of Wujec, and is maintained as a public space by the Prosperity Group and is 
part park and part showroom, showing off many products of the corp both 
edible and aesthetic. 


e Niflhe'mis another warren district, originally settled by a small M utualist 
group, which has expanded to include the Titanian Embassy, and generally 
considered friendliest to non-extropian autonomists. This area is also known for 
a lot of prospectors and miners have set up shop under the careful eye of the 
CTA 


e The Lily Pondis a sphere district which anchors up to the mantle, and is 
partially flooded, and home to several bioscience outfits devoted to amphibious 
developments. Primarily here is RanaCorp, who develop transgenic amphibians 
for research and entertainment purposes, and a branch office of Skinthetic 
specializing in amphibious morphs. 


« Fisherman's Wharfis a working-class district made of several clusters on the 
outer edge of the hab, with the residents mostly working as ice miners, hab techs 
and managing fisheries and aquaculture on the outskirts. It has a strange, early 
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20th century vibe, and is populated by a number of bars and clubs, with 
raunchy, nautical reference names like "Salty Sea Dogs", "Pearl-Diving" and 
"Skinny Dipping". 


Dolohintown is a suburb sphere, which is partially flooded, and host to a 
number of Cetacean uplifts, mostly Dolphins (both in native and humanoid 
morphs). Due to the nature of Cetacean culture, they are a very open, social 
society more akin to a small scum or anarchist outpost than an extropian 
district. Also a prime tourist spot. 


The Puget Bellis an interesting community, mostly founded by a small cluster of 
native american descendants from the Pacific N orthwest, in a Sphere. H ere they 
attempt to recreate elements of their historical cultures and spread bits of their 
history to the populace, which also makes for good souvenir sales. Has a strong 
culture of both linguistics and cryptography — but has some odd cultural 
baggage with the N eo-O rcas. 


The Reef is a shanty of makeshift structures interwoven among the anchors and 
lowest layers of the mantle, populated by the poor, and more antisocial 
mercurials. It has a lot in common with M artian Souks or pre-Fall favelas. 


The Bilges are an unofficial name for deep, industrial sectors of the Hab. This 
handles power generation, environmentals and also is host to water purification 
and resource processing efforts which are shipped up the elevator. Dark, 
cramped, smelly (the ammonia) and often not built for Transhuman comfort, 
these sectors are used for illicit business purposes often, including many people 
being "removed" by the Hidden Concern. 


The small connecting strands and tunnels from major sphere or neighborhoods 
are usually called "The Drains" or "The Tubes" coming in both flooded and 
open air varieties. Some of these are transparent, allowing one to see the Hidden 
Sea and the exterior of W ujec. 
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18: Le Monde 


Tags: [groups], [organizations], [plot hooks], [threats], [V enus] 


"We are the world. The world will be ours." 


OPEN AETHER JABBER 

A: l'm getting some weird hits on my searches lately. Can you redpill me on what "Le 
M onde" is? 

A: Besides French. 

B: Yeah, okay. Let's get some basic stuff. You tell me if you need more. 

A: Sure 

B: So, Le M onde appeared a couple years back on Venus in some iconography and 
deeo mesh stuff. We tied them to a couple of acts of corporate terrorism, some kiddie- 
tier meme stuff and a few exclusive events. 

A: Just that? 

B: Yeah — see, as far as we Know Le M onde is an exclusive organization of the rich 
and powerful who have decided to settle on Venus. They have organized into a covert 
structure and are attempting to directly influence policy in the Morningstar 
Confederacy and push that to wider influence in the solar system. 

A: So that sounds like it could be bad news. 

B: Well, it still isn't great news, but here's the kicker. As far as we know, despite being 
a resource rich conspiracy with solid connections — they don't seem to have any 
detailed intel on other X-Risk or covert organizations, and no advanced or deep 
knowledge on our key target Issues. 

A: Wait, so they're an I/luminati-type organization, who doesn't know about other 
secret conspiracies? 

B: And they think they're the first people to have this idea. 

A: Ugh, | can feel a headache coming on now. Do we have anything concrete? 

B: Not much. They are good at secrecy, but nobody has scanned up any data that they 
pose any serious risk so we also haven't taken any concern to try real hard to 
penetrate their organization. 

B: I'll send you the report GLASS LICH has collected link 

A: Thanks. I'll look over it and see if | need to dig any deeper, maybe put a Sentinel 
unit on it. 

END AETHER JABBER 


Le Mondeis a bit of an outlier, and quite frankly, an enigma. While their 
effectiveness and resourcefulness may be limited, secrecy is something they are decent 
at. The term "Le M onde" or any variations on the translation of "The World" started 
appearing a few years back, 8-12 months after the formation of the M orningstar 
Confederacy. Mostly these appear in government or hypercorp officials or the rich 
and famous corresponding with each other — asking obvious questions like "what is 
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Le M onde?". These communications were not as secure as their providers would 
probably have liked, which enabled Firewall to track them down later. The first real 
contact this organization had with them were a couple of connected incidents. Several 
anti-Consortium bombings occurred in a couple of habitats, mostly focused on protest 
of indentured rights or other such lines. While suicide forks were used, Firewall was 
able to access and skim copies of the original terrorist's Ego, which involved some 
mentions of Le M onde as the triggering organization. Focus for stronger Venusian 
independence and "nationalism" flared in Octavia and Aphrodite Prime briefly, using 
a slogan now associated with Le M onde; "Weare the world. The world is ours." This 
fervor quickly died off after it failed to find a real direction to move in. 


After that, hits of Le M onde died down, but occasionally flare up — usually in deep 
mesh connections, observations of private functions or elements of their ethos 
showing up in viral marketing or memetic warfare campaigns. Based on fairly in- 
depth analysis by Firewall, we have come to some conclusions: 


1. "Le M onde" is a conspiracy, for lack of a better term, made up by members of 
the highly placed or influential in the Morningstar Confederacy. Founding 
membership appear to have been oligarch interests who sided with Venusian 
independance. 


2. Their goals are vague, but seem focused on strengthening Venus and 
consolidating them as a more powerful influence on the Solar System, with Le 
M onde obviously being the " behind the scenes" aspect. 


3. Their operations and organizational structure are not directly known, secrecy is 
their priority and they seem to be willing to work long term but are prone to 
Opportunistic "attacks" which could be seen as rash. Their efforts and 
methodology are callous and any respect for actual virtues appears to be feigned 
for greater political power. 


4. As far as can be known, Le M onde has no deeper knowledge of The Fall or X - 
Risks than the public. They have no knowledge of Project OZM A, Firewall or 
the efforts of certain other intelligence agencies. They do not know about the 
Exsurgent Virus, they have no known connections to the Factors, are not 
connected to any Pandora gates or exoplanet operations and in generally 
operate like some "illuminati" out of a pulp novel, unaware of the broader 
scope of things. 


This means that while Le M onde is technically dangerous, what they can actually 
accomplish seems very limited. T hey act like they are incredibly powerful, far-reaching 
and knowledgeable but they also lack critical intel which would make them a real 
System-scale threat. Firewall has yet to task any servers or Sentinel teams to 
investigate the group, but does regularly keep efforts to track them and identify their 
operations. 


Le M onde does at least appear to exercise basic tradecraft. They meet in secret using 
cutouts and middlemen backed by ungodly amounts of cash which trumps the 
Venusian enthusiasm for transparency. They have obtained darknet connections to 
network in secret, utilize physical media to transmit intel and orders and avoid 
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permanent electronic communication. They try and use code names or phrases to 
allude to things without explicitly saying them. Agents who engage in "closed fist" 
tactics tend to utilize suicide forks with original operatives not knowing details. T heir 
"open fist" tactics into social engineering are subtle and often involve public elements 
who are unaware of their true nature. Even if M orningstar had a decent intelligence 
apparatus there is no way they could get anything actionable on the organization — 
legally anyway. 


Firewall, not being bound by petty concepts of local ordinance and legal codes, has 
found a few actionable things and managed to get some starter leads and hooks into 
the organization. As noted above, they have two kinds of operations. "Closed" means 
hard operations, usually with body counts, property damage and shock value. 
"Open" means a soft operation, something with multiple levels of cover which is 
intended to have low key, long-term effects. A "gloved" operation means the use of a 
middleman, third-party or other external asset. A "ungloved" operation means one of 
their agents acts directly, and these appear to be rare. What their operations actually 
entail is fairly varied. Terrorism, blackmail, assassination and theft are not unknown 
to them — but they also orchestrate elaborate charity events, fund political campaigns, 
found or buy out companies, etc. All generally seems to lead in their direction though, 
of growing Le M onde's influence on Venus and helping the M orningstar Confederacy 
shore up and grow in influence in wider system politics. 


They've attacked Consortium-backed hypercorps, undermined pro-Consortium 
politicians and tried to promote attitudes which run in parallel to the politics of the 
Consortium. They also stir up opposition to the attitudes of other major polities — 
playing up their differences with other groups — the Bioconservatism and 
discrimination of the Jovian Republic and LLA, alternate terraforming and plan for 
infugees from Martian or Barsoomian groups, and their generally non-socialist or 
enforced participation from the Commonwealth. They also tend to make more divides 
against the AA — often staging their efforts to look like Autonomist radicals or outer 
system influences to get a double-header on their operations. Exact long-term goals 
are unknown, but presumably Le M onde won't be satisfied until M orningstar is the 
premier power in the Solar System, with they as their shadowy backers. Concerns they 
may turn to dangerous methods in their operations persist though there is yet to be 
evidence of it, and Firewall is poised to act should it become clear they are gathering 
such resources. 


Internal organization appears to mostly be vague and deliberately mutable. Some 
people who work for Le M onde have no idea the organization exists. Other operatives 
are fanatics who think they are vital to the conspiracy — but are really just small local 
friendlies who allow other operations to exist. In classic cell-like fashion, most agents 
only know of their individual cells or operations, and of a handler. Handlers 
themselves may be small time agents who are in turn handled, or they may be high 
ranking directors. H owever, other than dividing knowledge Le M onde advocates itself 
as a organization of "equals" even if this is not the case, and there appears to be no 
formal ranking system. Firewall has, however, managed to sketch out the top of their 
pyramid scheme of leadership; Le M onde is headed by an executive council of some 
sort. How exactly they formed or determine membership is unknown, but each holder 
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of a seat on this council is their highest ranking operative on a particular Aerostat or 
hab, who knows all aspects of the operation and is well hidden and highly influential. 
Firewall has determined that there are nine seats on the council currently, though not 
all councilors have been identified. The council meet regularly to discuss operations, 
though their schedule is erratic to avoid patterns. 


H ere are the identified members: 


The Hierophant. Seat: Octavia. Their true identity is unknown, but Firewall 
has tracked this alias to Octavia and believes they are one of the original 
founders of Le Monde and may be the original conspirator behind the entire 
organization. They are regarded as the most senior member of their council, and 
often looked to for guidance or direction on operations. It is currently theorized 
they must be part of some oligarch dynasty who settled on Venus and pushed 
for independence. 


Oceane Comtois. Seat: Etemenanki. Alias "Siren", Comtois is Le M onde's mole 
in the Planetary Consortium. Her holdings remain with the PC and she has 
significant influence on the PC politicians and corps who work with Venus. Not 
even her family knows her proper allegiance. It is thought she was personally 
recruited and mentored by the Hierophant — but her youth and inexperience 
mean she's one of the easiest seats to track. 


M ercy. Seat: Parvarti. M ercy has been physically ID'd several times, but utilizes 
forks or disposable morphs for meetings, meaning her true identity and 
appearance have not yet been found. M ercy is known to bea significant holder 
in the council who operates Parvarti, who provides cover and privacy for many 
meetings and operations, gathers intel and blackmail material from that aerostat 
and also seems to provide disposable bodies for the group's operations. 


David Stringer. Seat: Gerlach. Alias "Proletariat", Stringer is a forged identity, 
apparently assumed by a backer of the organization. His original ID is not 
known, but in his capacity as Stringer, he is a radical who pushes for stronger 
Venusian independance and forceful expulsion of the Consortium — playing to 
Autonomist sympathies on Gerlach. Stringer often provides skilled labor for the 
group, arranging actions with anarchist guerrillas or terrorists to get what Le 
M onde wants. 


H elel. Seat: Lucifer. H elel is more cautious than most of the directorate. T hey 
only appear via hologram or AR avatar — in an obviously fictional guise as some 
kind of angelic being. It is probable they are in some position which would be 
difficult to leave to meet physically, or otherwise would harm their cover. H elel 
is Le Monde's contact with indentures and heavy industry on Venus. They 
frequently report on productivity of surface mines, and several of their 
operations have involved charity toward indentures or former indentures — 
believed to be an effort to promote V enus as an ideal place to be re-instantiated. 
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Plot Hooks and Options: 


e TheHierophant is actually an advanced AGI or even ASI (such asa TITAN or 
Sibyl) which has settled on Venus and built Le M onde to ensure it has a safe 
place to exist and operate. Its super-intelligence allows it to stay secret and 
gather many resources, but it's lack of understanding into human nature is why 
operations are fairly erratic 


e LeMonde is actually a front for Project OZMA, who will build them up then 
expose them in order to bring Venus back into the fold of the Planetary 
Consortium 


e LeMonde is a cover for some sect of the Factors, exploiting one of the newest 
and weakest factions of Transhumanity to gain a foothold for unknown 
purposes. 


e Oceane is a proper double-agent, she reports to a group like Project OZMA, 
Oversight or an individual hypercorp as well, waiting to exploit Le M onde for 
their own purposes. 


e Le Monde is exactly as it seems — an organization of arrogant oligarchs who 
assume they are the true power in the Solar System and unaware of the depth of 
Existential Threats out there. How will they react if they stumble into a wider 
world? 


Using Le M onde 


Le M onde is an interesting case for a GM. They are styled as a classic "illuminati" or 
"new world order" organization in a government where they could easily fit in 
without being swept up into one of the larger organizations already detailed in the 
Setting. But Eclipse Phase is a transhuman game of conspiracy and horror — not a 
some 20th century thriller or early cyberpunk work. Characterizing yourself in such 
an old-fashioned way puts you behind the curve of operations like Ozma, Firewall 
and many intelligence agencies. The fact that Venus lacks their own such organization 
is all that keeps Le M onde alive. That and their incredibly vast amount of wealth and 
contacts. The GM can play with these tropes and concepts. Le M onde might be a real 
threat, a covert organization who through their actions can spread insidious influence 
on Venus and destabilize other polities. Or maybe they are an unwitting cover for an 
actual conspiracy with real X-Risk teeth Firewall has to take care of. Or their 
arrogant incompetence is so great, they can endanger the fragile balance of power 
between MC and PC and might cause conflicts which would greatly destabilize 
Transhumanity as a whole. In a non-Firewall game, Le M onde might even act as a 
good villain, a potent conspiracy subverting values of democracy and transparency to 
create their own worldview on Venus and the wider system, perfect for a game 
focused on crime or politics on Venus. Or, player characters could even be agents of 
Le Monde who accidentally bumble into this wider world of X -Risks and the real 
dangers they pose to everyone, not just the backyard conspiracy on V enus. 
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110: Self-Destruct 


Tags: [physical augmentation], [robotic enhancements] 


As noted under False Death, sometimes you need to secure your physical body to 
prevent capture of your Ego, or some other vital intelligence. Maybe you must 
actually delete the copy, or you just need to fake your death for a second. But, in the 
case of some uses, you may also just need to ensure physical destruction of yourself 
and anything in your immediate area. In this case, Synthmorphs may be armed with 
a Self-D estruct. 


Self-Destruct: This robotic enhancement embeds an explosive charge into the 
synthmorph, which can be remotely detonated at any time, or is also enabled to go off 
if the morph ceases to function. When activated, it completely destroys the morph 
(deal damage equal to DR) and deals 6d104+12 DV with an AP of -4 with normal Area 
weapon rules. This device mimics an enlarged fragmentation grenade, with the morph 
itself forming the shrapnel. In addition to trigger by the morph itself, Self-D estruct can 
also be activated via a Puppet-Sock or Ghostrider with the appropriate permissions, 
and some are even set with timers. Not compatible with Hidden Compartment. 
[Expensive] 


Self-D estruct devices are illegal in almost all habitats, and even those without such 
regulations tend to be distrustful or wary of a person carrying a live bomb inside their 
body. Bots and drones armed with Self-Destructs are common for covert operations — 
but prominently Cases or Griefer morphs armed with these enhancements have been 
seen in acts of terrorism by those protesting oppression of Synthmorphs or Indentures 
on Mars and Luna. Detecting these devices can be done with Gamma or X-Ray 
screening, or an Electrical Sense check, and may also be detected with a powerful 
Chem Sniffer system. At GM's discretion, a Critical Success on a combat check 
against the Self-Destruct morph can cause the device to detonate prematurely, or be 
damaged so as to be inoperable. If installed into a Large or Very Large 
morph/vehicle/bot, GM may also double DV or AP at their discretion. 
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20; Handmouth Exsurgent 


Tags: [Exsurgent], [threats] 


HANDMOUTH 

Vector: N anoplague, Biological Pathogen 

Infectiousness: Victims/Exsurgents are infectious with the Biological Pathogen from 
fluid transfer from Stage 2 onward. 


"H andmouth" is the uncreative name for a X enomorph strain variant which appeared 
on Luna and some surrounding areas during the Fall. The infected are characterized 
by pale, bloated skin, and a bizarre growth mutation where they spawn random 
mouths or other openings in the body — which in turn may sprout additional 
functioning arms (which may or may not have mouths) in a bizarre fractal cluster of 
mouths and limbs. They also frequently lose eyesight or other forms of sensory 
function, lose the ability to speak, but develop additional powers. "Handmouths" 
have been identified as being Psychically active in the past. 


The original source for this infection is a fast-infecting nanoplague which was released 
by the TITANS in weapon modules during the Fall, some of which may lie dormant 
on the surface of Luna to this day. However, the exsurgents themselves are also 
infectious with a more traditional pathogen if their fluids are contacted with. Due to 
the age, the Infection Rating should normally be in the 30-40 range, though a GM 
may make this higher to represent a refreshed strain. 


Stage 1 
Timeframe: Infection to 1 hour (nanoplague)/1 week (biological) 
Stress: 1d10/2 SV 


Similar to H aunting/X enomorph (p. 367 EP) virus, this infection rapidly takes hold in 
the mind and body of the subject. Once infected, they develop the Psi trait at level 1, 
gaining the appropriate mental disorder and gain a random Psi-Chi sleight. They 
begin to show basic physical symptoms in line with this sub-strain: pale skin, blurred 
vision, swollen tongue, rashes or itchy patches on the skin and rapid loss of body hair. 
They also will feel feverish. They may also experience pain or weakness in the limbs, 
especially the arms, which makes basic functions difficult. 


Stage 2 
Timeframe: 1 hour to 2 hours (nanoplague)/1 week to 2 weeks (biological) 
Stress: 1d10 SV 


Again, as per Haunting/X enomorph, subject develops the Psi trait at level 2, again 
gaining a new Mental Disorder. This is where the transformation begins proper. Skin 
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begins to thicken and bloat as they develop Vacuum Sealing, fingers and toes grow 
elongated and sharp. The eyes begin to degenerate and seal shut. M ost telling, 
however, is that the victim's skin damage begins to fully form into mouths, which 
have their own teeth and may start to grow long scabrous tongues. Toward the end of 
the transformation, the iconic features emerge — additional forearms sprout from 
mouths on the end of the original hands, and a new hand (with it's own mouth) 
emerges from the original mouth. This process greatly weakens the victim, causing 
1d10 DV which cannot be healed normally until the subject is completely infected. 


Stage 3 
Timeframe: After 2 hours (nanoplague)/A fter 2 weeks (biological) 
Stress: N/A 


Subject is completely transformed, and becomes an Exsurgent (and an NPC). Their 
eyes are lost and replaced with tiny mouths, and they begin to sprout additional 
random arms from the mouths. They begin to rapidly develop additional Psi Sleights, 
as well as any other traits they may have. The mind is similarly completely subverted, 
becoming a hostile TITAN agent or random attacker, losing most of the skills they 
had in life. Psi powers and echolocation replace vision as primary sense. 


Transitioning: 
+5 COO, +10 REF, -10 SAV, +5 SOM, +1 Speed 


HANDMOUTH: 

Threat Level: Red 

N umbers: 1-2 
(06 (0) INT REF SAV SOM WIL MOK 
20 20 20 30 10 30 25 N/A 
INIT SPD LUC TT IR DUR WT DR 
11 2 N/A N/A N/A 45 7 68 


Fists: 60, 1d10+3 DV AP -0, Reach 

Subdual: 70, see Subdua/, p. 204, EP. The Handmouth may perform a Bite attack 
(below) against subdued targets with a Quick Action. 

Bite: 60, 1d10+4 DV, AP -1 

Fray/Armor: 60, 8/8 

Perception: 50, Hearing 70 (Handmouths cannot "see", but can still sense Infrared 
radiation) 

M ove: 4/16 Walker 
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Skills: Freefall 40, Freerunning 40, Infiltration 35, Psi Assault 60, Sense 60, Unarmed 
Combat 60 (Grappling 70) 

Ware: Basic Mesh Inserts, Echolocation, Enhanced Hearing, Oxygen Reserve, 
Prehensile Feet, Vacuum Sealing 

Traits: Limber (1), M ental Disorder (pick two), Psi (2), Psi Defense (1) 

Psi Sleights (example): Onslaught, Ambience Sense, Ego Sense, High Pain Threshold, 
Alienation, Psi Shield, Psi Stab, Soam, Predictive Boost 

Stress T est: 1d10 SV 

Exsurgent Infection: Any victims targeted with the Handmouth's Bite attack are 
Subject to the biological infection. 
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PI Minotaur/Holstaur Pod 


Tags: [morphs], [pod] 


M inotaur (Pod) 


Implemented by Fortean, this morph is a design based on classical mythology which 
also makes due as a decent security or enforcer morph. The upper torso is that of a 
(quite tall) human with heavy, thick build layered in muscles but the head and legs are 
styles after a bovine, typically a bull. This includes both long legs ending in hooves, 
and the traditional bullhead face — with some slight alterations. This includes moving 
the eyes closer together so they mostly face forward, and alterations of teeth and jaw 
structure to be omnivorous, matching with the fact that it has digestion based on a 
human. Long horns jut from the head, which when combined with an average 3 
meters of height mean small doors can be a problem — but they are devastating 
weapons also. Generally, while intimidating, M inotaurs are considered unpleasant to 
look at, as their features are distinctly animal and then off-putting besides. As 
minotaurs have hooves, and lack proper feet, there are many habitat designs which do 
not allow them proper footing — which can be a hinderance. 


Implants: Access Jacks, Basic Biomods, Basic M esh Inserts, Bioweave Armor (Light), 
Cortical Stack, Cyberbrain, Enhanced Smell, Fat Storage, Hardened Skeleton, 
M nemonic Augmentation, Oxygen Reserve, Puppet Sock 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 

Durability: 45 (w/H ardened Skeleton) 

W ound Threshold: 9 

Advantages: +10 SOM (w/ Hardened Skeleton), +5 INT, +5 WIL, +10 Intimidation, 
H orn Attack (2d10 DV, AP -3), Pain Tolerance (1) trait 

N otes: Large Size, Non-Human Biochemistry, Social Stigma (Pod), Uncanny Valley 
trait, Lacks Feet 

CP Cost: 45 

Credit Cost: Expensive (40,000+) 


H olstaur Variant 


Variation on the M inotaur designed by Anarchists back on Chat N oir who got a hold 
of the design and decided to make it "cute", which also makes it much more useful in 
normal conditions in the Solar System. Holstaurs are normally sized, though still a 
little heavily proportioned, with only the lower body having cow-like features 
(hooves). While still impressive, their horns are slightly smaller to make them more 
manageable, and they've been retuned for herding and other defensive behaviors 
which generally make them more sociable. The human face additionally is well built 
to be appealing and friendly to most — making them much better at face-to-face 
interaction while still keeping their slight menacing air. Their hardening mods still 
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exist, however, making them quite dangerous in a fight if underestimated. H olstaurs 
may be equipped with non-prehensile cosmetic tails, or cosmetic ear mods. 


Implants: Add Enhanced Pheromones 

Advantages: +5 SOM (w/ Hardened Skeleton), +5 SAV, +5 INT, +5 WIL, add 
Striking Looks (1) trait, Horn Attack becomes 1d10+1 DV AP -1 

N otes: Remove Large Size and Uncanny Valley traits. 


CP Cost: 40 


(Another mythological/monstergirl type reference. Saw a version of the original from 
some time ago, and was inspired to make my own try on it. The M inotaur is another 
variation on the typical "big burly" type morph, with decent DUR, great SOM, the 
built in weapon and intimidation bonus, but the counterpoint of the "hooves" 
problem, like with the Centaur. The HNT is for INIT and also reflects a more 
balanced situational awareness to the core M inotaur, which makes a good fighter. | 
went with Uncanny Valley instead of Attractive because specifically | thought the idea 
of a more anthropoid cow able to speak human language would specifically be off- 
putting to people, but a talking Orca or Pig wouldn't be bothered — unlike if they saw 
a horrific bugman face. The H olstaur then is "okay, take big burly and make it more 
utility". It technically breaks the variant rules, but those are extremely limiting 
anyway and it isn't truly its own morph line So, this one drops Large Size (but 
doesn't Reduce, it's more just a remodel! still built on a tough frame) and Uncanny 
Valley via having a real face — and adds Striking Looks, a SAV bonus and Pheromones 
to get much more social advantage — though it loses some SOM and the Horn attack 
becomes weaker. This makes a morph which can still go some rounds, but is much 
more socially adroit. It can influence people, determine their motives better, and is 
actually better at intimidating. M inotaurs are thugs and enforcers, a Holstaur can 
make a pocket Fury or a bodyguard — nobody expects that cute (literal) cowgirl to 
pull a diamond axe from behind her back and slam it into your chest.) 


269 


22: Plantation (The Good Masters] 


Tags: [habitats], [Inner Fringe], [locations], [plot hooks] 


"The greatest task before civilization at present is to make machines what they ought 
to be, the slaves, instead of the masters of men." — Havelock Ellis (1948) 


"M achines exist to serve man, not to rule over him" — M otto of The Good M asters 


PLANTATION (1036 Ganymed) 

Station Type: Cole Bubble (S-T ype Amor Asteroid) 
Allegiance: Independant (T he Good M asters) 
Primary Language: English, French, German 


1036 Ganymed was one of the largest known near Earth objects, a M ars-crossing 
Amor asteroid of considerable size, and roughly rounded shape. Its name comes from 
the German spelling of "Ganymede". The habitat is has become, Plantation, is an 
interesting strain on bioconservatism. It was founded by several conservative business 
tycoons who escaped the Fall with resources intact, and for various reasons did not 
care for the direction the Planetary Consortium was going — nor necessarily the 
overbearing militarism and Catholic influence of the budding Jovian Republic. So, 
they funded the creation of their own habitat to breed their own ideal — Plantation — 
and became known as "The Good M asters". 


Fundamentally, the Good M asters are founded on one simple strain of thought. All 
machines are devised to be tools of man — thus man should control machines and 
machines never control man. They see the TITANs and the growth of other infolife, 
the exploding use of synthmorphs and cyberbrains, forking, advanced nanofabrication 
and exotic biomorphs to be both a survival risk and a moral affront. Technology 
serves man's purposes and does not serve its own, so the machine should never be 
higher placed than a human Ego. This does not mean that Plantation does not utilize 
some technologies, but they do so in very specifically proscribed ways. 


For Transhumans, this means a very simple living. Biomorphs more advanced than an 
Exalt are not available on Plantation. M any residents to not have or do not utilize 
basic mesh inserts, instead preferring to keep their digital access to external devices 
like an Ecto. Cyberbrains also cannot be acquired on Plantation, and those with them 
are often treated like second class citizens or barred from entry on account of being 
"security" risks. The station has minimal infomorph servers which are clearly 
designed to be transitional space, one should not live as data permanently. A citizen 
may not sleeve into a Pod or Synthmorph — and those inside these morphs will be 
asked to vacate them for the duration of their stay — though Brain Box units are 
allowed. This, however, is a good way to be treated as a literal object. Cyberware is 
minimized for immediate medical or work-related uses only, though basic, non-visible 
bioware and even nanoware is approved. Cortical stacks, backups and resleeving are 
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allowed, but practiced rarely as a precautionary measure, and all resleeving facilities 
are held by the governing body of Plantation — the Ganymed Council. M uch like in 
the Jovian Republic, advanced nanotech like Healing Vats, Ego Bridges, Hives and 
fabrication of all kinds is not privately owned, but held in carefully regulated facilities 
and generally not accessible to the public. Alpha forking is illegal, with Beta forking 
highly regulated, though the use of forking and merging for having children is allowed 
—as are exowombs. For authenticity, "surrogate" Pods are often used to hold growing 
children. Skillsofts also form an unusual contraband on Plantation — it is thought 
utilizing the expertise of another and being dependant on technology for skills is a 
deep affront to the original Ego and allows technology to "rule" you. The only other 
major restriction of note, besides the basic laws one might assume in modern, 
organized habs, is that Indenture is categorically illegal on Plantation. A human 
cannot be construed to "own" another human, which puts their society at odds with 
Morningstar, the Consortium and Extropians, but means that Indentures are 
occasionally smuggled to Plantation by friendly Scum Swarms or certain Barsoomians. 


Because, while citizens (I/E Transhuman Egos) and visitors may not acquire or utilize 
some of this technology, that is not to say it does not exist. Plantation is rife with Pods 
and Synths, however they are all stacked with ALI or teleoperated by humans (these 
morphs are clearly marked in both AR and realspace as being used by a human). 
Plantation does not fear mass Al subversion like many societies, as they use curbed or 
limited Al in small independant networks to handle certain advanced tasks using 
physical instances, and heavily limit the hardware capabilities of non-instanced Als, as 
well as have littered the hab with numerous air gaps our countermeasures to prevent 
some kind of Al subversion outbreak (such as wide-spectrum wireless jamming being 
available in the entire hab in a state of emergency). These Als or jammed drones 
handle most routine tasks — they manage farms which are Plantation's namesake, they 
are used in off-site asteroid mining projects, they replace "all-in-one" nanofabrication 
with literal assembly lines of Al Synths and handle most low-level service industry 
jobs. Every "unit" of Als must have a transhuman handler or manager in some respect 
— the titular "Good M aster". Large tasks often mimic middle management structures 
of old-fashioned corporations with multiple levels of transhuman management over 
Al "cube workers". 


Al work is the backbone of Plantation's healthy economy. They man the plantations 
the hab is named after, which grow several otherwise rare strains of plants both for 
internal consumption and export. Most of the work at the Ganymed Brewing 
Company is done by Als, as are local manufacture of consumer goods (at least those 
not small enough that they be produced simply in fabricators or classic 3D printers). 
As noted, Al labor supplements mining efforts which return raw materials to 
Plantation, and they make up the bulk of the service industry, which allows for 
greater profit margins while retaining competitive pricing. Basic hab maintenance is 
handled by Al drones overseen by humans, much like many Autonomist habs — which 
gives people free time on artistic or other creative pursuits. M ost citizens are employed 
as "management", or in technical work to repair and update machines and Als, as 
machines cannot build or repair machines. Plantation has a sizable educational 
system, due to it's ability to generate profit in excess of its smaller population — with 
encouragement of sophisticated or technical skills; though for every doctor, lawyer or 
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computer engineer Plantation produces they produce at least twice as many business 
Or polisci majors. 


Government of Plantation is a semi representative democracy. H abitat-wide decisions 
are voted on by the entire populace, using a physical token voting which is tallied by a 
mix of hand and computers. But most day to day operations are handled by the 
Plantation Council. The council has 8 normal seats and one executive seats. Four of 
the seats are permanently held by founding members of Plantation, or their chosen 
proxy, the other four are elected by the populace every two standard years. The final 
slot, the Executive seat, acts as a tiebreaker vote only and has limited executive 
powers, and is selected every four years by nomination of the Council, and then 
ratified by a popular vote requiring simple majority. The council oversees habitat 
infrastructure and finance — taking a very reasonable flat taxation to pay for upkeep 
costs and to employ "Management" on public Als. They also fund the Militia, a 
technically volunteer organization which takes compensation to work — as Plantation 
employs minimal drone security — almost entirely for external defenses or states of 
emergency. Punishments on Plantation are usually fiduciary — including seizure of 
some property (which would include Als), short periods of confinement, probation 
and house arrest, and most frequently mandatory work assignments — where serious 
convicts have their original morphs impounded or confined and they are forced to do 
so many hours of "community service" work in teleoperated morphs or bots to repay 
their debt. Loss of citizenship and exile are only common for the most serious or 
repeated crimes — as Plantation does not believe in mandatory psychosurgery, cold 
storage or execution. Everything else is handled by corporations or other businesses 
which are compensated by the government — with obvious favor to corporations who 
"give back" to Plantation or otherwise are profitable for the Council. 


Citizenship on Plantation is fairly simple. To become enfranchised, one must count 
Plantation as their primary residence (reside there a majority of the year), have paid 
taxes at least once on Plantation, and either own their own biomorph or possess 
enough funds to purchase one from the government (this can be all at once or leased) 
which must be arranged immediately upon granting of citizenship. Citizens are 
entitled to vote, serve in the M ilitia and have stronger legal protections, as well as be 
Subject to benefitting from more government services. Due to minimal computer 
tracking and automation, most citizens have Nanotat IDs or some other form of 
physical ID token on them for official purposes. Due to their ideology, work visas are 
very common to Plantation as a step to citizenship, and freely given to those with 
demonstrable skills — so long as they are not in possession of restricted technology or 
would surrender it upon entry to the hab. Workers may even utilize restricted morphs 
if they cannot afford their own biomorph, and there is little concern of "job loss" as 
Als take care of most manual labor jobs. Tourist visas are a little more strongly 
restricted. Those not coming to work are allowed, but they must either not be in 
possession of illegal technology or be willing to surrender it — and those in restricted 
morphs must rent a biomorph for a temporary stay. While on a tourist visa one may 
not "work" on Plantation. Of course, there are additional complexities. AGI who 
enter Plantation are highly restricted — they cannot be unaccompanied, and must 
either sleeve into a biomorph or be subject to curbed hardware, and will have their 
mesh and technology access restricted and monitored. AGI cannot become citizens 
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unless they sleeve into biomorphs and live at least several years under a probationary 
period and pass a battery of "humanization" tests. Uplifts represent an ideological 
conflict for the Good M asters. Some parties assert that as Uplifts are transhuman 
creations, they are tools as well and thus should be confined to second-class 
citizenship — above Als but akin to AGI, while others assert since they are sapient and 
can live as humans do, they are as eligible for citizenship as anyone else. For the time 
being, until legislation can become more clear, Uplift morphs of most types are 
allowed on Plantation for visitors, and Uplift citizens are approved on a "case-by- 
case" basis. 


It is not all sunshine and rainbows on Plantation. M any people feel that their lifestyle 
is archaic, and overly simple. They do not reap the full benefits of technological 
advancement, and live artificially constructed lives to uphold their "values". 
Politically, their opposition to Indenture puts them on the wrong side of the Planetary 
Consortium (and to a lesser extent, Venus and Luna). Their extensive use of Al, no 
matter how restricted, often means they are thought of as a walking security risk by 
"true" precautionist or bioconservative societies such as the Jovian Republic. Their 
attitudes on morphological freedom, advanced nanotech and AGI means they are of 
dubious quality to most Autonomist groups. This means their strongest allies are in 
mobile Scum swarms who are of non-committal natures about people living as they 
please, and some sects of Barsoomians on Mars — who engage in anti-Indenture 
tactics, M artian reclamation and nationalism. Several Sapient politicians and activists 
are pushing for reforms for pro-integration Uplifts and AGIs, but Mercurials are 
deeply distrustful or hateful of their style of governance and several terrorist attacks 
have occurred — which have been tied to infolife Mercurial organizations. The 
Consortium is waging ongoing economic and memetic warfare with Plantation — 
which is so far able to stay afloat due to relative self-service and the fact that some of 
their exports (in the form of grown plants or byproducts) are relatively valuable to 
others in the Solar System. X-Risk groups like Firewall are concerned a digital 
outbreak of the Exsurgent Virus or TITAN agents could also compromise the habitat 
and it's not insignificant population, and utilize it as a jumping off point for other 
operations. 


Construction-wise, Plantation is a bit of a patchwork. The two "poles" house 
Spaceports and inner city analogs, tightly packed quarters for persons who organize 
shipping/receiving, vac and zero-g industry and certain infrastructural functions. 
Along the "equator" of the bubble is primary residence, where cheap block housing is 
held, along with governmental buildings, most government services are based out of 
here, as is the service and tourism industry — featuring several resorts, pod brothels, 
restaurants. The Ganymed Brewing Company and several other local corporations 
have offices here. This is also where their limited Egocasting facilities and official 
resleeving facilities are. The remaining interior surface is a blend of secured industrial 
facilities and large fields with attached plantation houses which give the habitat it's 
name. Small teams of synths or pods often roam fields or streets, accompanied by a 
manager or two. Architecture blends stark, industrial look in factory settings with 
almost wistful historic colonial or plantation-style construction, with hints of 
southeast asian or pacific island styles. While not primary languages, the background 
of several founding investors means that Plantation is a bastion of linguistics and 
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cultures from Southeast Asia and Oceania which would otherwise be lost. M ost 
people in Plantation are fairly well off, though of course they are limited in what they 
can do with this wealth. This makes entertainment a fairly decent industry there, and 
classic non-interactive media being the most prolific. People who fall on hard times 
are caught by government safety nets to prevent them being "lower than a machine", 
though people on welfare are widely disrespected. People think of their lives as 
peaceful and tend not to go armed, but "managers" are almost always equipped with 
a heavy sidearm (such as a seeker pistol) or a weapon loaded with jammer rounds to 
deal with wayward Als. Al-driven units are easily identified — all Synthmorphs and 
many pod morphs run by Als are "naked", with their ownership clearly marked on 
their bodies — though pods working certain industries meet dress codes. People 
operating pods or synths remotely, via brainbox or on temporary stay visas until they 
can afford a biomorph will dress and act as normal people, and include AR markers 
to let others know a person is there. Crime is minimal on Plantation, limited to typical 
crimes of passion or economic crimes — with the M ilitia keeping an even hand to 
break things up, though generally people are in agreement. H owever, there are two 
common crime issues on Plantation — vandalism or property damage, which is how 
the government categorizes damage or abuse of Als and their platforms, and 
smuggling. Black M arket operators backed by the Triads, Night Cartel or Scum offer 
illicit implants, technology and softwares to people living on Plantation who are 
willing to break the rules to get ahead. Skillsofts, cyberware (and implant masking) 
and nanotech are the most commonly smuggled goods. 
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D3; Cyanos 


Tags: [groups], [plot hooks], [subcultures] 


T hey say it takes all kinds. 


In this case, "all kinds" is rather unusual. The Cyanos, also known as "Plankton 
People" or "Algae Swarms" (or occasionally Bioswarmanoids) are an interesting 
subculture which blends the rules between infomorphs, exhumanism and microscale 
morphology in aquatic habs. Experimentation in different morph sizes is possible — 
The Colony (p. 88 Sunwara) is an example of a hab which uses microscale morphs 
(run through distributed or external computing) to conserve on space, and offer 
entertainment. Swarmanoids themselves are a exotic morphology using microbots and 
segmented, distributed computing which can host even multiple egos. Smart Plankton 
is another aquatic nanotech, similar to Smart Dust, which can do various forms of 
recording and processing. 


The Cyanos push a lot of this tech even farther, forming an unusual subculture. They 
utilize biodrones embedded with nanotech-assisted computing to form an organic 
swarm of otherwise independent microorganisms in concert, forming a kind of living 
swarm akin to planktons or algaes. The name comes from "cyanobacteria", a 
photosynthesizing, aquatic microbe. A normal Swarmanoid can already support more 
than one Ego, though by configuration only one normally has physical control of the 
morph. Cyanos and their plankton swarms utilize larger formations and denser 
swarms to allow more egos to exist in the same space, blending swarm composition 
and the biological neural substrate of something like a Hamilton cylinder, which acts 
like an Infomorph server. 


Actually operating in a plankton swarm is an interesting experience. It blends normal 
Operations such as in a server with greatly diffused sensory information. All egos 
operating in the swarm share the same sensory inputs (though some can filter 
accordingly), and because they are all distributed in the same computing space, 
sharing thoughts, memories and information is incredibly easy, similar to something 
like Linkstate or Nimbus' Hyper-Mesh Insert. Thus, Cyanos tend to be very 
communal or "hive" minded, and are known to act less like individuals and more like 
components of a whole — even when outside the swarm they may say "we" instead of 
"I", Some Cyano colonies even integrate nanotech similar to the Ego Bridge, so they 
can skim minds of biomorphs to share, or even fork them directly into the swarm — 
but the invasiveness of this prospect means they do not engage in it without consent. 


The swarm itself has limited mobility, and limited defenses. While they can move, this 
requires concentrated effort from multiple individuals, and is difficult to do against 
currents in the water. For defense, Cyanos rely on guardian nanotech being near them, 
or integration of nanophages into the swarm. Some have gone toxic to prevent local 
aqualife from trying to prey on them (and luckily the small amount of extant N eo- 
Whales makes the issue of sophontophagy relatively non-existent). But, due to the 
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relative small size and the fact that most Cyano communities are very peaceful and 
open means they have little to fear. Most communities spend their time sharing 
experiences, debating things or collaborating on projects on the local mesh — while 
they also digest sensory information and autonomously gather resources from the 
Surrounding water. Due to distribution, Cyano swarms can work on things very 
quickly, and with a large enough area can contain dozens of Egos in a discrete swarm. 


Cyano communities are naturally limited by the fact that their micro-biodrones are 
aquatic only. They are most populace in Atlantica and inside certain flooded 
habitations on Ceres and Europa — but do not prefer the latter two's open oceans as 
they lack light, heat and can be difficult to be secure in. Due to their communal 
nature, they often fit in well with Cetacean uplifts, some of whom work to 
"shepherd" cyano swarms from any aqualife which might try to ingest them. Small 
colonies exist elsewhere in the system, of course. There are a handful of Cyano 
Swarms recognized as citizens in the Titanian Commonwealth, at least one biodesign 
corp on Enceladus entirely formed by a Cyano swarm — and several algae swarms 
have interests in gatecrashing, exploring aquatic exoplanets. When they exist in more 
capitalist societies, Cyanos often get what resources or allowances they need by 
working as think tanks, programmers, consultants or software designers — their 
unique headspace able to come at problems from multiple angles simultaneously. 
They also can make interesting teachers or tutors, filtering a single bit of information 
through multiple Egos rapidly to find the best way to communicate it. Due to this 
unique mindspace, however, many Cyanos have difficulties acting as individuals, 
similar to the Synergists. They may experience a form of "withdrawal" when 
instanced away from the swarm, or have difficulty in social interactions. 


M echanics: 


Sleeving into a Cyano "plankton swarm" is more like using an Infomorph server than 
a real morph (though does still require an Alienation and Integration check at -30 for 
Exotic morph, typically) as physical motion of the swarm is limited and more akin to 
interfacing with bots than moving a limb. The Cyano medium does not run Eidolons, 
but an Ego distributed onto the Swarm retains individual software plug-ins and 
upgrades. As it it highly distributed, the Aptitude M aximum for the swarm is 40, but 
due to semi-biological neural media Cyanos are immune to traditional brain hacking — 
at least from outside the swarm itself. 


Plankton Swarms blend the rules between swarms and servers. They operate under 
standard mechanics for Swarms, as per 7ranshuman and X-Risks. In their standard 
volume, they can hold 5 Egos normally, and have a DUR of 30. Each additional 
"unit" of swarm adds 15 DUR and doubles the amount of Egos the swarm can hold. 
Should they need to move, the swarm has a speed of 2/8 Submarine, but take -30 to 
Swimming tests to oppose strong currents, and may even be damaged by them as a 
normal swarm would be Wind. The physical swarm comes equipped with 360 Degree 
Vision, Enhanced Hearing, Mental Speed and naturally Swarm Composition 
normally, and can be equipped with any Swarmanoid only enhancements (as 
cyberware) and bio, cyber or nanoware allowed to Swarmanoid morphs as seen 
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in Swarmanoid Enhancements (p. 213 Transhuman). Additionally, the way the swarm 
is constructed means all egos in it gain a benefit akin to Parallel Processing, offering 
teamwork bonuses automatically and granting +5 COG to all users, but reducing TT 
by 1. Typically, Cyanos add N anophages, and some combination of Eelware, Injectors 
or Poison Glands for defense. 
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24: Black Eden 


Tags: [locations], [M ars], [places of interest], [plot hooks] 


Tucked into the Littleton crater in the south reaches the Utopia Planitia on M ars is a 
curious collection of hab domes and outbuildings which has come to be called "Black 
Eden". Officially named "Littleton N anoecological Center", this settlement west of 
Elysium at AMT +8 is an interesting focus for a community which blends nano- 
ecology with primitivism. The settlement was founded by Andrew Lau, a name in 
several nanotech startups who after the Fall seemed to have a bit of a break, and 
decided to work on nonprofit applications of his technology for a simple lifestyle. 
Rumors abound his friends and business partners helped him set up the venture as a 
way to let him relax and also keep him in a single, easy to access location if needed. 


Black Eden is described as "nanoprimitivist" — the settlement (for it is hardly 
Organized enough to be called a town or village) allows it's several thousand 
transhuman residents to live relatively simple lives of comfort. Environmental 
conditions mimic a pleasant lightly wooded forest or plain and keep everything at a 
completely tolerable level, so there is no need for shelter or clothing. Gardening 
nanotech keeps the soil healthy and tends to plants so they can rapidly yet sustainably 
grow food all year round — a human simply walks up to a plant and eats it. Water is 
drawn and purified from the massive subsurface ice stores under the Planitia. Should a 
human require a tool or other object to do a task for for their own entertainment, 
fabricators or simple-tool Protean swarms can assemble it for them, and break it 
down when they are done, or they can craft it for themselves from the surrounding 
materials (as some prefer to do). Injuries are healed by medichines or readily accessed 
nanobandages — and healing vats are held in infrastructure sections. Several smart 
animal breeds (primarily Wolves, Raccoons and Hawks) live as companions, helpers 
and guardians, and several breeds of animals (such as a couple of species of deer) are 
cloned in small herds to sustainably hunt as prey animals for those who wish to 
obtain their nutrients normally rather than through artificial supplements. 


Politically Black Eden is technically a member of the Tharsis League. They are a 
Settlement which can elect a representative to the League Council and nominally 
operate in line with M artian laws and regulations — however this is mostly a tactic to 
prevent the settlement from being steamrolled by M artian or H ypercorp interference, 
as Littleton is held and operated by Lau privately, which means not a lot of direct 
influence can be done. Culturally, the internals of Black Eden are basically 
autonomist. The population are by and large pacifist, community-minded people who 
operate either on an individual basis, or by consensus. Because the dome theoretically 
provides all basic needs in excess, basic resource scarcity is pretty low — so most 
people share or immediately use anything they gather and do not need to hoard them. 
Learning, love and space are all generally pretty "free" in the center as well — though 
they do allow for some sentimentality of personal items. Lau's philosophy is that 
humans should be in harmony with nature and nature should be in harmony with us. 
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So long as cruelty or harm is not done to nature, resources taken from it will be put 
back and rebalanced. 


The population of Black Eden is mostly nano-ecologists like Lau, living "the dream" 
of a contained nanite controlled environment, but has several other smaller groups. A 
number of autonomist leaning Barsoomians or other anti-corporate groups have 
moved in to live a simple lifestyle away from corporate interference. Due to proximity 
with Elysium another big internal faction is bored and stressed out socialites — they 
come to Black Eden as almost a kind of rehab after serious stress issues with their 
connected media life, most leave after a few months, but several like the style and 
stay. There is also a non-zero number of Hominid and Neanderthal uplifts who have 
come to Black Eden to try and live in harmony with nature — the N eo-N eanderthals in 
particular find Black Eden very symmetrical to their own lives as once simple species 
harmonized with the times via technology. M ost of the time, people just relax and 
live, doing simple tasks, learning crafts and skills eating, sleeping and making merry as 
they choose. But Black Eden has a strong community of arts, and so much time is 
spent swapping stories over literal campfires — contrasted with exotic art pieces made 
using nanotech. The name " Black Eden" is kind of a mystery, nobody can track down 
exactly where it came from, but it stuck. M any assume it to be a deliberate alteration 
on the TTO's "Red Eden" initiative of terraforming, or an appropriation of an insult 
from bioconservatives and primitivists in regards to their use of nanotech. A smaller 
group who are more in the know wonder at possible connection to the former militant 
x-risk group "Black M ars", who were purged after the Fall. 


There are a couple notable names in Black Eden: Andrew Lau, of course, the founder 
of the colony and head of the project. While legally speaking Andrew owns the 
property, he does not exercise this authority without support from the people living 
there. Lau is seen as a thought-leader, who influences the direction the settlement goes 
both culturally and technologically. Min-Ji Choeis the nominal leader of the local 
Barsoomians, a martian nationalist in an on-again-off-again relationship with Lau. 
Scuttlebutt on the darknets is that Choe is an alias of an operative who escaped the 
Black M ars purge and is lying low. Cam Van is Lau's first ex-wife, who remained in 
business with him and moved to Black Eden a local year or so back in order to 
monitor his project. While very much interested in the applications in terms of 
technoprogressivism, most members of the community consider her a hypercorp 
apologist. She's also interested in the business applications of Black Eden 
itself. Lowland-Bear is the most prominent Neanderthals in Black Eden. A musician 
and story-teller by trade, he originally came to Black Eden to spread the story back to 
M oustier, and now he serves an almost "embedded reporter" capacity. Arza 
K atranjiev is the Argonaut's consultant who helps manage elements of Black Eden's 
infrastructure — and is widely thought of to be part of ISET, the equivalent of the 
Argonaut's intelligence win. 


The primary hab dome of Black Eden is the size of a couple football stadiums, and 
completely covered over in solar paneling which provide a large portion of the power. 
The interior is lit by artificial lighting which cycles through comfortable patterns for 
humans and plants — often lending a mystic air to the lighting. The terrain is dual — 
approximately one half is rolling, hilly uplands with grasses and low shrubs, with the 
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other have a light wood/garden of trees and foodstuff plants, split by a sizable river. 
Several smaller domes or structures ring the primary one, used for testing new 
technology, or acclimating new residents or animals. Currently there are plans to 
expand and assemble a second dome with new biome(s), such as a tiered "hanging 
garden" structure, or a savannah or river delta type one. Interior structures tend to be 
oddly geometric or arranged in fractal patterns by their guiding nanoswarms. The 
infrastructure of Black Eden is coordinated by a habitat ALI called "Eden", who 
operates as a direct coordination and management system to keep various sub-Al 
computer systems working in concert to keep everything harmonized. Technicians 
regularly service the system to prevent any errors which could disrupt the fragile 
environment. Black Eden supports itself via a mixture of Lau's extensive investment 
profile (run out of Luna) and the fact that he owns or co-owns several valuable 
patents or other IP in the Planetary Consortium, and occasionally the scientists there 
consult on various projects — their latest example being theDryad. Other raw 
materials are gathered by very slow collection of drones or nanoswarms from the 
Utopia Planitia region as needed. Black Eden also sees regular visits from passing 
N omad clans, who trade raw materials for food, entertainment or technical assistance. 


Plot H ooks: 


e Cam Van succeeds in talking Lau into turning Black Eden into a partial resort in 
order to fund expansion to a second dome. This leads to cultural clashes 
between new temporary visitors and many of the long-term residents, including 
ex-militant M in-Ji Choe. 


e Eden is not actually an ALI, but is an AGI system whose complexity is not 
known to the wider world. They may even be a TITAN or Promethean fork 
running an unusual social experiment on the residents. 


e An expert on TITAN nanotech has gone on the run and decided to hide out in 
Black Eden — now one or more covert groups must infiltrate the settlement to 
interrogate or capture them. 


e Neanderthal purist organization "Wrong Turn" has infiltrated Black Eden with 
weapons and is planning to stage an attack to prove their "superiority" 
over Homo Sapiens. 


e A Barsoomian "terrorist" /zone runner/defaulted indenture or some other form 
of "criminal" has hidden out at Black Eden, prompting a confrontation with the 
local Utopia Rangers — who may be varying levels of friendly or corrupt. 
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D5; Psi Level 3 (Psi Epsilon) 


Tags: [Psi], [traits] 


Psi-Epsilon and its sleights represent a reality-bending level of power, and thus is 
reserved for vague uses of high level Exsurgents to utilize in order to astound, harm 
and terrify players, while Psi-Chi and Psi-Gamma remain the realm of the players who 
obtain the Psi trait. There are also numerous powerful and scary Psi-Gamma sleights 
which can only be accessed by exotic creatures such as aliens or exsurgents and not 
PCs. But for players and gamemasters who wish to play up the psychic powers angle, 
it may be possible to grant a player access to an enhanced (but dangerous) form of Psi 
which mimics Psi-Epsilon, granting access to new sleights and new realms of power. 
Ora GM might find this kind of work helpful for designing new antagonists with 
slightly more concrete rules. The outline for these rules are below. 


Psi Trait (Level 3) 


Psi level 3 requires contact with some kind of TITAN artifact, X enotech object, or 
otherwise experimental and rare process, and should not normally be taken at 
character creation. Taking it adds an additional M ental Disorder (for a total of 
3) and decreases TT by an additional 1, permanently. Additionally, all other Asyncs 
gain a +30 on a test to detect the Level 3 Async at range, and two Level 3 Asyncs 
should be able to detect each other within line of sight (see below). A character with 
Psi 3 gains access to the formerly Exsurgent-only Psi-Gamma sleights. A character 
with Psi 3 may sleeve into a Synth (but not instance as an Infomorph) and retain their 
Psi abilities, but they become vulnerable to Psi while in the body, and take a -30 
penalty on Psi and take double Strain damage, like they were using a Pod. 


SCR 


Using Psi-Epsilon: 


Using a Psi-Epsilon sleight always incurs 1 SV automatically. Depending on what 
sleight they use and how, the Async and observers may need to make a Stress test or 
take 1d10+2 SV to see something impossible. For the Async, this can be ignored after 
repeated uses of the sleight, as they become more aware of their ability, and a Psi 3 
Async can become Hardened against Psi-Epsilon. At the GM's discretion, each time a 
Psi-Epsilon Sleight is used, the character must make an Addiction check, or gain an 
mental addiction to using Psi. 


N ew Range: Line of Sight (LOS) 


Async may target something they can see in a direct line. This must be with their 
“natural” vision. Looking through Specs or an Imaging Scope does not work, nor 
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does seeing through another person’s POV via Tacnet, etc. Gamemasters should feel 
free to impose range penalties for long distances between the Async and the 
target. Long range penalties may be removed when targeting other Asyncs (or if the 
user possesses the "Extend Range" sleight, p. 179 X-risks), or at GM 's discretion they 
can affect targets they can see but not with line of sight. 


Psi-Epsilon Sleights: 
Included are some sample sleights to use for Psi-Epsilon/Psi Level 3. 


CASIMIR FORCE REPULSION 
Psi Type: Active Action: Complex 
Range: LOS Duration: Instant 
Strain: +0 Skill: Psi Assault 


The Async manipulates forces to repulse objects from them, pushing them away. The 
object is moved 1m for every 10 MoS. Objects capable of resisting this motion may 
make SOM x2 tests to oppose. This test is at -30 if the attacker scored a Excellent 
Success. The Async may only push a maximum amount of kg equal to their WIL+WIL 
x5. 


COMPELLING VOICE 

Psi Type: Active Action: Complex 
Range: Close Duration: Instant 
Strain: +3 Skill: Control 


The Async creates a primitive aural Basilisk H ack using their own voice, which affects 
all transhumans who can hear and understand the Async, who oppose with 
COGHNT-+SAV as normal. When using this sleight, before rolling, the Async must if 
they wish to Incapacitate or Reprogram. If incapacitating, if a target fails the O pposed 
test, they suffer 1d10/2 SV and suffer an random incapacitating effect as per the list 
on p.365 for 1 minute plus 1 additional minute per full 10 M oF. If reprogramming, if 
the target fails the Opposed test, they immediately obey the command given by the 
Async, as if it was their own idea, similar to the Subliminal Psi-Gamma Sleight. T hey 
also take 1d10/2 SV. Commands should be phrased as a short sentence, able to be 
communicated in about an Action Turn. They may take the form of immediate 
actions, or be commands with trigger conditions. This sleight does not work over 
radio or other forms of nonverbal communication. The Async is immune to the effects 
of their own Compelling V oice. 


CRY OKINESIS 

Psi Type: Active Action: Complex 
Range: LOS Duration: Instant 
Strain: +1 Skill: Psi Assault 
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The Async rapidly drains heat from a target body and the area immediately around it. 
Targets in this area without Cryonic levels of Temperature Tolerance take 1d10+5 DV 
(ignoring AV) and a -30 to all actions until they regain normal temperature. They will 
continue to take this damage if they remain in the area of Cryokinesis until the 
temperature rebalances. 


DIFFUSION BARRIER 

Psi Type: Active Action: Quick 
Range: Self Duration: Sustained 
Strain: +2 


The Async creates and sustains a barrier in front of them, which diffuses beams such 
as light, lasers or particle beams. Devices such as laser or microwave links or targeting 
lasers do not penetrate the barrier, and all Beam Weapons do minimum DV and are 
considered to have 0 AP if fired through the barrier. The barrier only forms a plane in 
front of the Async, attacks from the side or behind will not be affected. An Async 
aware of an attack may roll an opposed Fray to move the barrier. 


EGO TRANSFER 

Psi Type: Active Action: Task Action (M in 10 minutes) 
Range: Touch Duration: Sustained 

Strain: +3 Skill: Control 


The Async can now function as a kind of human ego bridge. The Async can transfer 
an Ego between any two biomorphs the are touching, by making a Control roll, and 
taking ten minutes of time. Ego Transfer requires an opposed test for unwilling 
participants. Unless an Ego is being transferred into a “blank” morph, the two Egos 
are switched. If switching two occupied M orphs, both morphs automatically gain the 
Memory Artifact trait. Ego Transfer requires Alienation and Integration tests as 
normal, with normal modifiers, and an additional -10 for the circumstances. The 
Async may use this Sleight to transfer their own Ego into a new morph, but to do so 
gives a -20 penalty to the Control test. Strain taken by the Async effects the morph 
they are in when they start performing the Sleight. No more than two Egos may be 
Switched at a time using Ego Transfer. 


ELECTRONIC INTERFERENCE 
Psi Type: Active Action: Complex 
Range: Close Duration: Temp 
Strain: +1 


The Async creates a field which stops electronic devices from functioning within 5m 
of them. Synthmorphs, Pods and Bots within the radius are disabled and effectively 
unconscious for the duration. Biomorphs are unharmed, but their M esh Inserts and all 
Cyber or N anoware cease to function, as does any electronic equipment they use. If 
they have a Cyberbrain, they are also rendered unconscious. Wireless communication 
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which passes through the area is jammed or scrambled. N anoswarms in this area are 
also disabled, but take 2d10+5 damage as if from an EMP grenade. The Async’s own 
mesh inserts and implants continue to function, but the Async may not use wireless 
electronic communication or external electronic gear. 


ENERGY BLAST 

Psi Type: Active Action: Complex 
Range: Close Duration: Instant 
Strain: +2 Skill: Psi Assault 


The Async rapidly excites the air in front of them, creating a short-range blast of 
plasma aimed at a target. This attack is opposed by Fray/2, like a normal ranged 
attack. If it hits, it deals 2d10+6 DV, with an AP of -6. The damage is reduced by 
Energy Armor. 


EYE-JACK 

Psi Type: Active Action: Complex 
Range: LOS Duration: Sustained 
Strain: +2 Skill: Control 


The Async attempts to temporarily gain access to a biological target’s sensorium. If 
the Async succeeds on the opposed test, they will being seeing and experiencing the 
world through the POV of the target, with full access to their senses. They cannot 
control the body, only sense what it senses. The target takes 1 SV every Action Turn 
the Async uses their senses. Opposing targets stand rigid, unable to move unless they 
beat the Async, but willing targets may continue to move and function normally, but 
at a -10 penalty to all actions. Unwilling targets are entitled to a new WILx2 check to 
oppose each new round. While using this Sleight, the Async’s body stands motionless 
and unresponsive, though a large disturbance or shock may force the Async back to 
their own senses. 


FLOAT 

Psi Type: Active Action: Complex 
Range: Self Duration: Temp 
Strain: +3 


The Async briefly repels off the ground, floating several inches above whatever surface 
is below it. For the duration, the Async gains a Hovering movement of 8/40. This may 
be done in vacuum, but requires a surface to float off of. 


GLOSSOLALIA 

Psi Type: Active Action: Quick 
Range: Self Duration: Instant 
Strain: -1 
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The Async uses their strange mental talents to speak in tongues. They may make a 
COGHNT-+SAV roll to get their meaning across to another Transhuman, regardless 
of language barrier. This effect does not translate nuances or specific cultural context, 
but will tend to give a rough, literal impression. To anyone else who hears the Async 
or over a digital recording, it sounds like they’re babbling incoherent sounds, but 
those the Async is attempting to communicate with get a rough impression of what 
they say. An Async may attempt to use social skills while using Glossolalia, but they 
do so with a -20 penalty, due to certain aspects being “lost in translation”. 


GRAVITY WELL 

Psi Type: Active Action: Complex 
Range: Close Duration: Temp 
Strain: +2 


The Async creates a small, swirling gravitic disturbance for a short amount of time. 
This gravity well always has a pull of approximately 1g more than the average gravity 
currently experienced by the Async. Objects and creatures within and around 5m of 
the Well will drift slowly toward it, and must roll either a SOM x2 test or an 
appropriate skill (e.g. Climbing, Flight, Swimming) in order to move away from it. 
Even if they succeed, they may only moveat their Quick Action speed. The Async may 
ignore the effects of their own Gravity Well if they so choose. 


HEALING TRANCE 

Psi Type: Active Action: Task Action (min 1 hour) 
Range: Self Duration: Sustained 

Strain: -1 


The Async enters a meditative state, where they are able to speed their own body’s 
natural healing rate. The Async must enter the Healing Trance for at least 1 hour. 
While in the trance, the Async heals damage and wounds twice as fast as they would 
normally as per the chart on p. 208 (Ex, a character with Basic Biomods would heal 
1d10 damage per 6 hours, and heal a wound every 36 hours). For all sensory 
purposes, the async is catatonic during the trance, completely oblivious to the outside 
world. Only severe disturbances or physical shock (such as being wounded or hit by a 
shock weapon) will bring the async out of it. 


INERTIA 

Psi Type: Active Action: Quick 
Range; Self Duration: Temp 
Strain: 0 


The Async temporarily modifies how inertia applies to their bodies, allowing them 
much more freedom of movement, even in gravity. The Async gains a +20 to 
Freerunning and Free Fall tests while this Sleight is active. Additionally, they may 
perform maneuvers not normally possible, such as running along or up sheer surfaces. 
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INFECTION 

Psi Type: Active Action: Complex 
Range: Touch Duration: Instant 
Strain: 0 


The Async briefly rekindles the infectious phase of their Watts-M acLeod strain in 
order to infect someone they’re touching in order to give them the Psi (1) trait. To do 
so, the Async must make a WILx3 test, and automatically takes 1d10 SV. Successfully 
infected targets may make a last ditch SOM +WIL test (+20 with M edichines) to 
attempt to resist having the strain take hold. If they fail, they gain the Psi level 1 trait 
(spending Rez as normal if a PC) and a M ental Disorder (preferably one of the Async- 
only ones) though symptoms need not develop instantly, and become subject to all 
benefits and penalties of the Psi trait and infection. They also take 1d10+2 SV 
immediately. Use of this sleight requires skin-to-skin contact, and it cannot be used 
against Pods, Synths or anyone using a Cyberbrain. 


KINETIC BARRIER 

Psi Type: Active Action: Quick 
Range: Self Duration: Sustained 
Strain: +2 


The Async creates and sustains a barrier of increased friction in front of them. This 
barrier may impede the movement of fast objects passing through it. All physical 
ranged attacks (eg those which are reduced by Kinetic armor) which pass through the 
barrier deal minimum DV and are considered to have an AP of 0. M elee attacks which 
pass through the barrier do half their normal DV, and the Async has a +10 on their 
Fray check, due to the reduced speed of the attack. The barrier only forms a plane in 
front of the Async, attacks from the side or behind will not be affected. An Async 
aware of an attack may roll an opposed Fray to move the barrier. 


LIGHTNING SURGE 

Psi Type: Active Action: Complex 
Range: LOS Duration: Instant 
Strain: +3 Skill: Psi Assault 


The Async creates channel in the air, which causes a potent electric current to jump 
from them to the target. If the Async succeeds the opposed test, the target takes 
1d10+5 DV and must roll a Shock test. If the Async scores an excellent success, the 
sleight deals an additional +5 DV. Energy armor resists this damage. This sleight may 
not be used in Vacuum. 


MENTAL SHIELDING 
Psi Type: Active Action: Quick 
Range: Self Duration: Temp 
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Strain: 0 


The Async temporarily hardens their mind against mental trauma. The Async 
increases their LUC by 5 and TT by 1 for the duration of this Sleight, and takes half 
SV for witnessing “mundane” stressful situations. They may also ignore the penalty 
from 1 trauma during the duration. The Async suffers from the effects of 
derangements or disorders already in effect or gained as normal. 


NEGATIVE REFRACTION 

Psi Type: Active Action: Complex 
Range: Self Duration: Sustained 
Strain: +3 


The Async creates a field of negative refraction around their person, which functions 
the same as an Invisibility Cloak (p.316). 


N ULLIFY 

Psi Type: Active Action: Complex Action 
Range: LOS Duration: Temp 

Strain: +3 Skill: Control 


The Async attempts to briefly block a target from using any Psi Sleights. If the Async 
succeeds on the O pposed test, the target is unable to use Active Psi Sleights and do not 
gain the bonuses for their Passive Psi for the duration. If the O pposing Async wins the 
opposed test, but both Asyncs succeeded on their skill rolls, they still take a -30 to all 
Active Psi rolls. 


PHASE SHIFT 

Psi Type: Active Action: Task Action (M in 1 minute) 
Range: Touch Duration: Instant 

Strain: +5 


The Async may convert an amount of matter it is touching from one state to the next 
(ex turn a solid into liquid, or a liquid into gas or vice versa) with a WILx2 test. The 
Async may not Phase Shift materials with several states mixed in, or certain kinds of 
exotic or smart materials (ie, you cannot boil all a biomorph’s blood out because it’s 
hard to isolate that from the rest of it). An Async may freely and instantly convert 
roughly 1/10th of the object's own mass freely, which instantly destroys most objects. 
For materials more massive than that, the Async deals damage to an object equal to 
1/5th it’s Durability (automatically inflicting a wound), ignoring AV per minute of 
contact. Each minute of contact requires a new WILx2 test. 


POSTCOGNITION 
Psi Type: Active Action: Task Action (10 minutes) 
Range: Touch Duration: Sustained 
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Strain: +1 Skill: Sense 


By touching an object or place and meditating for around 10 minutes, the Async may 
pick up on “psychic impressions” left in that area. The Async learns one piece of 
information about the object or place per full 10 M oS, with sufficiently high M oS able 
to reach back years, even decades, if the imprint is strong enough. These facts are 
colored by the senses and state of mind of biological creatures in the area. This makes 
places or objects that were in the presence of strong emotions or other heightened 
brain activity produce better and clearer information. 


PRECOGNITION 

Psi Type: Active Action: Task Action (10 minutes) 
Range: Self Duration: Sustained 

Strain: +3 Skill: Sense 


The Async attempts to use their Psi abilities to calculate likely events in their near 
future and prepare for them. The Async gains 1 point of temporary M oxie for every 
full 20 MoS on their roll, minimum of 1. This M oxie may be spent as normal, but 
does not count for a M OX x10 test. If the Async uses this Sleight again while they still 
have points of temporary M oxie, the points reset. The points of M oxie may also go 
away after a few days if unused, or if some chaotic or unprecedented event alters the 
probable events in the Async’s life. 


PSI-REAVE 

Psi Type: Active Action: Complex 
Range: LOS Duration: Instant 
Strain: +3 Skill: Psi Assault 


The Async generates a telekinetic force which attempts to shear a target on a 
molecular level. If they succeed on the opposed test, the target takes 3d10+WIL/10 
DV, which ignores physical armor, and always has a Penetration equal to Psi Assault 
/10 against Psi Armor. If they roll an Excellent Success, DV is +5, and the target takes 
Wounds as normal. This damage is improved by both the Strong M ind trait and the 
Psychic Rend sleight. If the target beats the Async in the opposed test but both skill 
checks succeed, they take a -30 to all actions from physical pain and discomfort, 
which reduces by -10 every minute. 


PSI-STITCH 

Psi Type: Active Action: Task Action (min 10 minutes) 
Range: Touch Duration: Sustained 

Strain: +1 


The Async may attempt to repair physical damage to a person or object they are 
touching. The Async must roll a WILx2 test, if they succeed, they heal 1d10 DV to the 
touched object’s Durability per 10 minutes of healing time. If they roll an Excellent 
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success, the process also removes 1 Wound. This test is at a -10 for inanimate objects, 
and the Async takes a -30 to tests to heal themselves. 


PYROKINESIS 

Psi Type: Active Action: Complex 
Range: LOS Duration: Instant 
Strain: +3 Skill: Psi Assault 


The Async agitates the target’s molecules, causing them to burst into flame. If they 
Async succeeds in the opposed test, the target takes 2d10 fire damage. This damage is 
reduced by AV as normal. If the Async also scored an excellent success, the target is 
set On Fire, and will continue to take damage unless put out. This sleight can be done 
in vacuum — but will not set the target On Fire in this case. 


REALITY REINFORCEM ENT 
Psi T ype: Passive Action: Automatic 
Range: Self Duration: Constant 


The Async has a strong grip on their personal definition of “reality”, which insulates 
them from Psi reality warping. The Async gets +30 on tests to oppose Psi Epsilon 
sleights, and takes half SV to witness Epsilon sleights used. However, this comes at a 
price. The Async takes a -10 penalty to use Psi Epsilon sleights of their own, and takes 
2 SV when using one, as their own reality warping powers degrade their mental state 
quicker. 


SENSORY FILTER 
Psi T ype: Passive Action: Automatic 
Range: Self Duration: Constant 


The Async has superior control over their own sensory inputs. T hey ignore the penalty 
for Distraction, and if they have Enhanced Senses, they may filter what they sense as if 
they had the Sense Filter implant. The Async also gains a +30 modifier on tests to 
resist effects like Overload grenades, Basilisk H acks or other sensory based attacks. 


TECHNOPATHY 

Psi Type: Active Action: Complex 
Range: Close Duration: Sustained 
Strain: +1 


The Async may wirelessly interface with electronic devices, as if using Basic M esh 
Inserts. However, they may interface even with technology without wireless access. 
While communicating with technology, the Async may roll normal computer skills 
(e.g. Interfacing, InfoSec, Programming) but suffers a -20 penalty as they do this 
purely by thought, and with no assistance from any other electronics or software. The 
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Async may combine this with the Telepathy sleight (see below) to communicate 
telepathically with Synths and Pods. 


TELEPATHY 

Psi Type: Active Action: Quick 

Range: LOS Duration: Sustained 

Strain: +2/target after the first Skill: Control 


The Async may join in telepathic communication with a target in LoS, capable of 
transmitting words, sounds, images, emotions, or other mental data. This Sleight 
functions exactly like the M indlink Psi-Gamma Sleight, except at a range of LOS 
based on the Async “host”. Additionally, everyone telepathically communicating this 
way takes 1 SV per round involved in the “conversation”. Telepathy requires an 
opposed test for unwilling participants. 


THERMODYNAMIC BATTERY 
Psi Type: Active Action: Quick 
Range: Close Duration: Temp 
Strain: +3 


The Async prepares his/herself to draw upon energy from their surroundings as 
opposed to internally to use their Psi Sleights, for a short period. While this Sleight is 
in effect, the Async does not take Strain damage, and instead they draw energy from 
their surroundings, in a roughly 5m area. The source of the energy is up to GM 
determination, but usually takes the form of extracting heat from the air, or electricity 
from active sources, but is can also draw on metabolic energy used by biomorphs. 
This results in electronic devices being disabled or temporarily offline, temperature in 
the air or in bodies being reduced by significant amounts, or Biomorphs or robot 
shells taking damage. If the GM decides energy is drawn from another character in the 
vicinity, that morph takes the appropriate Strain damage from the Sleight. An async 
may begin taking Strain damage again even while this sleight is in effect if they have 
remained motionless and drawn most of the energy from their immediate 
Surroundings. 


ZERO SHIFT 

Psi Type: Active Action: Complex 
Range: LOS Duration: Instant 
Strain: +5 


The Async uses their powers to compress the space between two points to 0, 
effectively moving them from one location to another in line of sight. To do this, the 
Async must make a WILx2 test, with penalties given for extreme ranges, or inability 
to properly visualize the destination. Upon shifting to a new location, the Async must 
make a SOM +WIL test, or become disoriented and take a -10 penalty to all actions 
during the next Action Turn. A severe failure means the Async falls down, and must 
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spend an action getting back up. The Async retains their physical orientation and 
momentum when shifting, and may take impact damage as appropriate. 


26: Wonderland 


Tags: [exoplanets], [locations], [plot hooks], [threats], [xenofungus] 


W onderland 

Type: Terrestrial 

Primary Star: G9V (Y ellow D warf) 

Gravity: .7 g 

Diameter: 8919 km 

Atmospheric Pressure: 1.9 

Atmospheric Composition: 45% Oxygen, 41% Nitrogen, 4% Methane, 2% Water 
Vapor, 2% Argon, 1% CO 2, trace other gasses 
Surface Temperature (M ean): 30 C 

Day Length: 32.4 Hours 

Orbital Period: 274 Days 

Satellites: None 

Gate Access: M artian 

N otes: Alien Life (X enofungus), TITAN Traces 


Wonderland is an extremely odd little terrestrial world. Its atmosphere is thick, causes 
severe oxygen toxicity in standard Earth biology and is characterized by a light 
greenhouse effect — though volcanic activity seems very minimal. It is also noted for 
having over twice as much Water Vapor in the atmosphere than Earth, making it 
extremely humid and prone to rains. Wonderland has a particularly bright star (White 
Queen) which warms it and bathes it in radiation which is mostly absorbed by it's 
thick ozone layers. 


W hat's most curious however is that the entire" biosphere" of Wonderland appears to 
be colonized by a single species or collection of subspecies of xenofungus. It is 
unknown if these are a singular mega-fungus, like some theorize the organisms of 
Tanaka are, or if there are discrete colonies — what is known is that other than some 
passive microbes, there are no real other lifeforms on Wonderland. The Wonderland 
Fungus itself is very differentiated, probably the most complex and advanced 
xenofungus every encounters, though luckily it appears colonial and not parasitic. It 
forms several very large structures of a wide variety and functions as part of large 
colonial structures. Tall umbrella like formations shield smaller fungus from rain, and 
absorb materials from the water and air (and may interact with the light), spiny 
"mine" formations send roots and channels deep down to absorb needed minerals in 
the ground, broad and tiered fungi grow and distribute spores via airflow in areas on 
the edge of a colony, and spindly web-like fungi seem to act as rudimentary sensory 
organs — detecting bioelectric fields and air disturbances, sending pheromone or 
electrical cues to nearby fungi clusters. All of it connected by a fibrous, lichen-like 
ground covering which seems to send electrochemical signals between macro-fungus 
forms almost like neurons — called "Croach". Not everything is passive on 
Wonderland, however. Evolution (possibly through other species or via alien invasives 
from the Gate) has prompted the fungal colonies to be able to defend themselves with 
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tree-like formations which grow spined "fruit" filled with explosive compounds that 
when activated send a spray of chitinous spines of hardened carbon and metallic 
elements at nearly supersonic speeds — which will cause serious injury to an 
unarmored transhuman. These defensive formations appear to operate via cues from 
sensory formations, or local disturbances. Some researched also seem to have 
encountered "suicide" forms near particularly large clusters of croach which burst 
into pyrophoric explosions when people get too close. There has been some concern 
raised if the fungus (usually called "Phantomwise") is actually sapient, but leading 
tests indicate that while the xenofungus and it's croach layer process a decently large 
volume of information, the complexity of that information is very limited, and it is 
currently unknown if they have any kind of "storage" organ for that information — so 
it is assume they are sub-sapient and probably not more intellectually complex than 
colonial insects. It isn't yet known if the Phantomwise fungus is originally one specie 
of xenofungus which adapted to different forms, or if several similar groups of fungus 
evolved together to form a large colonial relationship. They do, however, heal damage 
at an astonishing rate comparable to medical nanotech. 


The name from Wonderland comes from the exotic structures of fungus, the thick 
cloud layer offering unusual lighting, and the fact that Phantomwise X enofungus 
appears to be bioluminescent or otherwise fluoresces for some as yet undetermined 
purpose. This may simply be a byproduct of it's alien metabolism, or an evolutionary 
throwback which has not been phased out by natural selection. Either way, the tall 
fungal formations, which can grow over 3 meters in height, often produce a wide 
spectrum of bright colors and reflections of light across both the visible and UV 
spectra — creating an unusual "backlight" off the cloud cover. What portions of 
Wonderland which are not covered by fungus appear to be mostly metamorphic rocks 
piled on top of jagged volcanic rock formations from the planet's earlier history, or 
sedimentary formations caused by water erosion. Wonderland has several large lakes 
in lowlands, and also shallow seas in the polar region where it gets cooler. The Gate 
and its small research complex are in some manner of impact basin in the northern 
hemisphere, which has been cleared and now cleanly marked by biodefense units. 


However, the phantomwise fungus is not the only thing of note on Wonderland. 
Ground-penetrating scans indicate several artificial tunnel networks under the surface, 
which appear to show signs of nano-scale tool use in patterns similar to those caused 
by titan nanoswarms and bots — indicating possible signs of their presence. With 
nothing confirmed, however, Pathfinder is still open to exploration. 


Phantomwise Fungal Forms: 


Umbrella Form/Gatherer Form 


The Umbrella and Gatherer forms are the most common formations of the 
Phantomwise xenofungus. Umbrellas grow tall, with broad rounded tops which 
resemble earthy mushrooms but upwards of 3 meters in height — and gather resources 
from air and rainwater, and interact with limited UV radiation which filters through 
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W onderland's atmosphere. Gatherer or M iner forms grow under Umbrellas or at the 
edge of the "croach" biomass and are short, hardened spines at most a meter in height 
and are connected to deep "root" systems which seek minerals and nutrients in soil 
and rock below. Both forms are completely immobile and harmless — though their 
rubbery surface Is slightly caustic to the touch. They havea Durability of 10 total each 
— but are highly flame retardant, gaining 10 points of armor for fire and fire-based 
attacks. 


Sensory Forms 


The second most common form, these fungal types form clusters of long, thin 
filaments which spring directly from the croach and resemble some sea creatures. 
They extend in all directions, sometimes up to a meter, but are too thin to stand 
straight up against gravity. These forms can sense electrical fields as Bioelectric Sense 
up to 20 meters. They can sense nonliving electric fields as well, but just distance and 
relative position. They havea Durability of 5. 


Breeder Forms 


Breeder forms are tall, conical towers which reach about to the Umbrella forms in 
height and are tiered or segmented. These forms produce spores which can grow other 
specialty forms from the croach, and tend to appear on the edge of Phantomwise 
colonies or in areas which are distressed or have been damaged. The spores are not 
parasitic, but are a skin and eye irritant and can cause an allergic reaction in 
biomorphs. Any morph not environmentally sealed who comes within 5m (or 20m if 
"blooming" and actively spreading spores) must make a SOM x2 test. If they fail, they 
take -10 to all actions while they remain in the area of the spores. On a Severe or 
Critical failure, they have an extreme reaction, and take -30 to all actions as they 
develop severe symptoms and even begin to hallucinate — and must make a current 
DUR test or pass out. Toxin Filters and M edichines are immune. The forms have a 
Durability of 20, and like Umbrellas are Fire-proofed. 


Antibody Forms 


Antibody forms are Phantomwise’ active defenses, which spring up in areas where the 
fungus is being disturbed or harmed. They look similar to trees or shrubs, a central 
stalk at most a couple meters in height, with many branches from its crown and upper 
body which produce spiny "fruits" which are actually their biological weapons, filled 
with explosive compounds which react with an electrical signal to fire hardened, 
chitinous spines in clusters at those who get too close. Some of these appear even to be 
beginning to adapt to transhuman invaders with secondary "munitions" which are 
like reactive rounds and explode on contact with the enemy. 


Threat Level: Y ellow 
N umbers: 2-6 
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(0G (00 INT REF SAV SOM WIL MOX 
1 5 10 10 1 5 5 N/A 
INIT SPD LUC TT R DUR WT DR 
4 1 N/A N/A N/A 20 4 35 


Splinter Spore: 55, Cone. 2d10+, AP -4. 5/10/15/20 

Sensory Spotter: The Antibody Form can perform Indirect Fire/Blind Fire attacks at 
no penalty on targets which are outside their sensory range but inside the range of a 
Sensory Form. 

N atural Ammo: A single antibody form has 2d10 spores on it to use as ammunition. 
They regrow them at a rate of 1d10/2 a day. 

Fray/Armor: 0, 2/2 (+10 Armor against Fire) 

Perception: 40 

M ove: 0/0 

Skills: Exotic Ranged W eapons: Spores 55 

W are: Bioelectric Sense, M edichines 

Stress T est: 1d10/2 

Shatter Spore Variant: This type can also perform a shatter spore attack where 
pressure activated fluids inside the shard explode on contact with the target, 45. This 
deals 2d10+10 damage, which is reduced by armor, but the AV of that armor is 
reduced by that amount until repaired. 2/4/6/8 


N ode Forms 


N ode forms are probably the closest Phantomwise comes to having a "brain" (though 
their intellect is still very simple). These spherical or otherwise rounded bodies only 
appear deep in the xenofungal colony, where the croach is very dense, and are often 
ringed with antibody forms. They can be upwards of a meter across and a meter or 
taller, and sometimes are supported above ground-level by thick bundles of croach. 
They contain organelles which produce and store electrochemical energy, and which 
produce and coordinate the signals to various other forms in a local area. They have 
thick, rubbery surfaces and very amorphous insides, and they are reported to be quite 
caustic to the touch. If endangered, they appear to be able to release their energy in a 
burst to destroy themselves as a defense against something trying to steal their 
resources. 


Threat Level: Y ellow 


N umbers: 1 
(06 (0) INT REF SAV SOM WIL MOX 
5 5 10 1 5 1 10 N/A 
INIT SPD LUC T IR DUR WT DR 
2 1 N/A N/A N/A 30 6 45 
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Caustic Surface: Touching a Node Form causes 1d10 DV from its acidic surface. 
Armor negates this damage, but it's AV is reduced by the damage dealt until repaired. 
Coordinator: All fungal forms roll using the COG, INT, SAV and WIL of the Node 
Form if they are within 100m of it. 

Self-D estruct: If threatened or heavily damaged, the Node can activate its stored 
chemical energy to ignite and rupture as a Complex Action, damaging everything in a 
5m Area. This deals 2d10 damage, and those in the area must roll REFx2, or be set 
On Fire and take the damage ongoing. 

Fray/Armor: 0, 2/4 (+10 Armor against Fire, take minimum damage from Kinetic 
weapons) 

Perception: 50 

M ove: 0/0 

W are: Bioelectric Sense, M edichines 

Stress T est: 1d10/2 


296 


D7: Splinter Grenade 


Tags: [exoplanets], [grenades & seekers], [weapons], [xenofungus] 


Scientists have been studying and sampling the exoplanet known as Wonderland for 
beneficial research and technology. So far, not very much has come back, but some 
genehackers and specialists in organic construction have been able to develop a rough 
analog to the defense mechanisms of the local fungus — integrating the large, fruit-like 
growths which explode into sharp spines with electronic components which can 
mimic a conventional grenade. This showcases Pathfinder's mentality very strongly, 
efforts to make profit from a planet any way possible. Rumors and development of a 
conventional ranged weapon which can fire the splinters have so far led nowhere due 
to such designs being "impractical". 


Splinter Grenade: This heavy, spined fruit-looking explosive is derived from the 
defense mechanism of a macro-scale fungus on an Exoplanet. It has a hardened, 
almost chitinous shell covered in sharp, micro-barbed spikes. Inside is a chemical 
compound which explodes in reaction to electricity, and a small interface has been 
inserted into it so it can be utilized like a normal grenade. When it explodes, it does 
3d10+4 DV with an AP of -4 in an area of 5 meters. While not necessarily more 
effective than other grenades, the weapon is very unusual and surprising, and some 
scanners may not be able to identify it as a weapon. This type of weapon is only 
available as a grenade, not a seeker. [M oderate] 
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D8: Independently Wealthy/ Smooth Operator 


Tags: [traits] 


INDEPENDENTLY WEALTHY (Ego Trait) 
Cost: 20 CP 


The character comes from a wealthy background, such as a powerful and rich family, 
having a strong investment portfolio, or has some other source of independent wealth, 
such as a patent or other IP which is regularly profitable to them. This means they 
gather wealth and resources they can access regularly without needing to directly 
work to earn their income and can coast on steady profits. The character 
automatically makes an amount of Credits per week equal to the amount they would 
be paid for a week of work as per the Income chart on page 104 of Transhuman. The 
character bases this income on the Rep Score they have in their Faction's primary 
N etwork — if they have no network chose the best applicable rep score based on the 
source of wealth. This trait should not be taken by characters with a background in 
autonomist societies, who live and work in the N ew Economy or otherwise would not 
gain "wealth". 


SMOOTH OPERATOR (Ego Trait) 
Cost: 10 CP 


The character has a tendency to seem trustworthy and favorable, or easy to like even 
if they have a low rep score. People naturally want to like and consider this character 
to havea positive reputation, even when they do not know them. When rolling a skill 
test to Curry Rep (p. 105 Transhuman), they gain a +10 to that roll, and the 
Reputation they gain if they pass is +1. 
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29; Vishakanya 


Tags: [biomorphs], [culture], [groups], [morphs], [plot hooks] 


Vishakanya is many things. It is a tactic. It is a group. It is an individual operator. It is 
a way Of life. It is a physical shell. The term "Visha Kanya" originates from Sanskrit, 
and translates into English as "poison girl". The name describes a type of female 
assassin in Indian ancient history and mythology, who were rumored to have 
supernatural powers to kill or that their bodily fluids were poisonous, meaning sexual 
contact would be lethal. Other accounts tend toward more realistic, using seduction to 
distract from administering a poison or the practice of M ithridatism (slowly 
acquiring poison immunity) — though the actual effectiveness of this technique is not 
as reported in many histories and stories. From there, "poison girl" remained a 
concept and archetype in the world of Indian literature, well into the modern period. 


M ost importantly, the idea has persisted in the collective unconsciousness into the age 
of space colonization, where Indian government, corporate and civilian colonization 
efforts have spread beyond Earth, and remained even after the subcontinent had 
fallen. While a singular Indian culture remains strongest on Luna, their population 
and language group was large enough to be noted across the Solar System, with 
Significant populations among several planetary bodies. Also important is that 
advances in Transhuman technology made many of the legends of the Vishakanya 
possible, or more believable. This allows for a manipulation of image, myth and 
popular culture similar to the Bruixeria phenomena. M orphs can be customized to 
produce or be immune to poison, they can internalize weapons and be able to lie 
better, they can sense beyond the norm, and even alter their physical appearance. The 
rise of N anoware in the post-Fall era makes their capabilities even higher. 


So, the practice of Vishakanya began to rise again, and so did organizations to 
support them. Corporate and criminal groups of indian cultures began to exercise the 
tactic and cultivate both specific morph-lines and agents and support staff to train and 
utilize them. The idea then spread to have a moderate amount of knowledge and 
utility in Hindi cultures across the Solar System, and the term has been adopted for 
other cultures to refer to the idea. As of yet, no political operators have been tied to a 
Vishakanya-type operation, though that does not rule out it being used to quell 
political rivals. 


In the early days of the reemergence, one had to cultivate or customize their own 
"poison girl" morph, but now when one wants to send a Visha Kanya, they tend to 
want to contact the right group. These groups are typically a front for a local 
organization who may pay their dues to a bigger org or stand in their own right. On 
Luna, they are typically "cultural" centers or organizations, who stay clear of the 
local triads and "civil leaders". One pays an appropriate rental fee and obtains the 
body for the agreed upon period. Most houses which supply the morphs can also 
supply Egos to use them, but by all accounts these are often of much lower quality 
and the bodies; they use forknapped minds who are tasped or behaviorally modified, 
egos they have illegally or cheaply indentured because they have no marketable skills, 
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poorly-made forks of their own operators and desperate low-level employees who can 
only be promoted through kills. If one lacks the mind of an assassin to go with the 
body, one will have much more success finding a freelance hitter who uses the 
Vishakanya body and tactics. 


Modern Vishakanya operations are fairly simple, and follow the themes. Using 
implants and training they socially manipulate the target, draw them to a secluded or 
other favorable location — then kill or incapacitate them with poison. Sometimes, a 
physical death is all that matters — resleeving is expensive and stressful, so it can bea 
simple warning or reminder. Other times the poison girl is sent to capture the stack, 
which allows the target to be forknapped and tortured or interrogated. Other times, 
killing is not the goal (though to those with the right resources it can be a very 
temporary setback) but to incapacitate, so that other operatives may move or other 
information can be gained — or the classic opportunity to construct situations to 
blackmail the target or harm their social standing. On Luna, use of a variant of the 
Vishakanya tactic is rising among Synthmorph activists, where instead of a biomorph 
they use a masked synthmorph, and after incapacitating the principle construct a way 
to reveal this to the public to hurt the standing of prominent biochauvanists. While 
the term still used is "poison girl", the physical shell can be any gender, and many are 
armed with sex switches or even hermaphroditic to allow broader utility. 


Vishakanya (Biomorph) 


The Vishakanya morph epitomizes the "poison girl" aesthetic. Their bodies are lithe, 
lean, usually with Subcontinent or Central Asian phenotypes — but each is deliberately 
crafted to look generic and appealing. These are not covert, fast infiltrators like a 
Ghost, but rather subtle social assassins and operatives. The primary function is that 
their bodies are poisonous and immune to poison, with the spit and other bodily 
fluids able to secret the BT X 2 toxin. T hey have sharp senses which are belied by their 
appearances — and the social mods mean they can easily slip in wherever needed. 
Claws and Eelware let them defend themselves, or quietly disable targets. Advances in 
nanotechnology allow them to be even more covert, and sometimes they are improved 
with additional nanoware. All the while, they look like humble Splicers or Exalts. 
While they have a variety of improvements, it should be noted that a Vishakanya is 
not equipped for open combat, they have no augmentations to increase their 
durability, reaction or other combat potential — an open fight is an anathema to the 
subculture this morph was designed to represent. They are seducers and poisoners, not 
SpecO ps ninjas. 


Implants: Basic Biomods, Basic Mesh Insert, Claws, Cortical Stack, Eelware, 
Emotional Dampers, Enhanced Pheromones, Enhanced Smell, Enhanced Touch, 
Enhanced Vision, N anophages, Poison Gland (BT X 2), Sex Switch, Skinflex, Skinlink, 
Skin Pocket, Toxin Filters, Truth Filters 

M ovement Rate: 4/16 Walker 

Aptitude M aximum: 30 

Durability: 40 

W ound Threshold: 8 
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Advantages: +5 COO, +5 SAV, +5 SOM, + WIL, Limber (1) trait, Innocuous trait 
CP Cost: 60 
Credit Cost: Expensive (60,000) 


Bo: Acid Gland 


Tags: [bioware], [implants], [physical augmentation] 


Utilizing implants, Transhumans have been able to weaponize their bodies in a 
number of ways. Claws (p. 305 EP) are most common, or implanted blades, but there 
are more exotic implants, such as poison glands, mounted weapons, and even some 
exotic morphs have hardened cybernetic teeth and jaws. While this suits most self- 
defense or utility needs, there are some (particularly Exhuman clades) who seek to 
mimic or implement even more defensive/offensive tactics — one of the most obvious 
and easiest is the Acid Gland — as nearly all biomorphs already produce acid 
naturally. 


Acid Gland: This implant adds a new gland in the throat or mouth area which 
naturally produces and stores a small amount of acid of similar composition to 
stomach acid. With the appropriate stimulation or reflex, the morph can spray a jet of 
acid from their mouth at an enemy. This uses the Exotic Ranged W eapon: Acid Gland 
Skill, and on a hit deals 2d10 DV and will deal an additional 1d10 DV each Action 
Turn for 3 turns, or until the acid is removed or canceled (such as by a chemical 
reaction). The damage is reduced by Kinetic armor, but the AV of that armor is 
reduced by the damage until repaired. This is a Cone attack with Range 5/10/15/20. 
Unfortunately, the gland suffers from metabolic limitations, and can only be used with 
this range and effectiveness roughly once per day. It does, however, also typically 
involve protecting the innards of the morph from acidic damage so they are not 
harmed by their own spit. [M oderate] 


Bombardier Gland variant: This version of the implant was developed by 
Genehackers on Fortean, still trying to get around the "fire-breathing problem". 
While not necessarily able to project fire like a Torch, this version of the gland 
functions the same but instead of acid, it produces chemicals which when mixed and 
Spat out produce a chemical reaction for intense heat, like certain insects use. It uses 
the same skill, has the same range, and inflicts the same DV, but this is reduced by 
Energy armor. If the attacker scores an excellent success, the target will be set On Fire, 
taking 1d10 DV each action turn until they can put it out. While not as useful as a 
last-ditch mechanism by Exhumans, for those who live in atmospheres regularly and 
would like a surprise that doesn't eat through the deck plates, it is an alternative. 
[M oderate] 


The Acid Gland tends to be restricted in most enclosed habitats, due to their ability to 
inflict lasting collateral damage on people and infrastructure, noted above. Even some 
anarchist collectives have managed to vote to ban them completely. Thus, the implant 
is usually seen as something for antisocials or counter-cultures, either romanticised 
rebels or predator exhumans. They also take great skill to get used to for most 
humanoids, which means their accuracy is usually poor, but octopi have shown some 
natural aptitude for it. This has led to recent reports of possible Hidden Concern 
agents who shoot clouds of acid ink at pursuers, which is very unpleasant (though not 
able to cause severe damage as the acid is diluted). 
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BE HIVE Security 


Tags: [Extropia], [groups], [hypercorps], [organizations], [plot hooks] 


"Giving you better protection, through unity" 


HIVE Security is but one of many private security hypercorps based on Extropia. 
Technically, they are a wholly-owned subsidiary of the WASP Corporation, but 
WASP is held by a single owner and director, Deborah Vespasian, who controls 
several subsidiary and branch companies. For services, HIVE offers what can be 
typically expected of a security contractor: including personal protection plans up to 
light paramilitary response, secured courier services and holding, identity and privacy 
protection and business plans for site and asset protection. HIVE's prices are usually 
in the "premium" range, but this is because Vespasian offers a particular level of 
service integrated into the company which "thematically" approaches eusocial insects. 


This sort of coordination takes many forms, though with "HIVE" the theme is 
obvious. On a basic level, all employees (even outside of "tactical" situations) stay in 
TacN et when on-shift, sharing data feeds, positional data and other information. In 
the field, HIVE security personnel have built a complex signalling language and code 
based on scent cues and body language — which also makes many of their employees 
highly skilled at Kinesics. They also use UV light signals and markets, such as tracker 
dyes, for a number of purposes. The cost for these augmentations and training is 
covered by the employment contract, which may bea reason why their contracts have 
such a high price. Unlike competitors, HIVE does not use bots, but instead utilizes 
biodrones for security purposes, such as Gardener Insects (p. 154 Panopticon) 
or Dragon Flies (Seedware 263). While not a subtle, the use of transgenic insects has 
a certain intimidating quality to it. 


Organizationally, HIVE also might resemble certain insectoid caste-systems. Entry- 
level contractors are "workers", who typically utilize neuter or feminine morphs and 
serve basic jobs of customer relations, research and also perform scouting, logistical 
and very basic duties of security. "Soldiers" make up the bulk of the security teams of 
HIVE and are typically sleeved in Fury morphs of the latest generation, utilizing small 
squad tactics with tightly knit units they are trained and drilled with in simulspace — 
and who utilize the workers as support staff. Pretty typically, any worker who 
remains employed at the corp long enough will be able to move up into soldiering, 
though those with skill and experience are often hired directly at the active level. 
Despite the name "drones" (more commonly "management" to avoid confusion) fill 
in the leadership position for corporate — and utilize male or hermaphroditic morphs. 
These operate in small teams to support the highest levels of HIVE and several other 
WASP subsidiaries — they do not perform fieldwork but instead handle resource 
allocation and high level management, handling teams of soldier or worker operatives, 
overseeing individual projects, and making sure money and raw materials are being 
appropriately moved. The highest level in HIVE is called "monarch", these are senior 
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operatives with high-level management duties in HIVE and other subsidiaries who 
form Vespasian's inner circle. 


M onarchs utilize feminine or hermaphroditic morphs — if they are physically instanced 
to do their jobs, and they are only selected after multiple years of exemplary service 
from existing contract employees. M onarchs do not network directly with each other, 
but instead may oversee any number of networks with their subordinate units, and 
generally oversee long-term contracts, particular projects of WASP, various internal 
departments or divisions or high value contracts. The theme does not extend so far as 
to give monarchs "reproductive" rights (though romantic or sexual relations with 
subordinates is allowed or encouraged in order to "bond"), they instead have high 
powers of budgetary rights and hiring rights — getting to pick who they hire for what 
positions, handling promotions at their own discretion and managing their resources. 
Due to the amount of things they may have to coordinate, some engage in the process 
of fork-hiving themselves to increase productivity, or choose to instance as 
infomorphs. 


Employee-wise, while HIVE almost always uses standardized humanoid biomorphs 
(particularly Fury lines) they do broadly recruit. Some neo-avians willing to adapt 
work at HIVE for their experience with UV senses and flight (which is handy for 
biodrones). Hominid and Cetacean uplifts often find the intense social or community 
sense inside the company appealing and Extropia itself is not necessarily designed well 
to aquatic uplift forms. AGI also sometimes join, liking the logical structure of the 
company. M ost of the employees are drawn from humans however, such as those who 
actually struggle in Extropia's society, or some ex-military who miss a command 
structure. O thers just want to do it for a paycheck, and don't mind camaraderie. 


Why exactly Vespasian and WASP decided to go this route is unknown. Deborah 
herself is fairly reclusive, not engaging in external social media, making limited public 
reports on her company, most of her meetings with other business entities are done 
behind closed doors. Local extropians offer a mix of amusement, distrust and 
fascination with HIVE and other WASP subsidiaries. Many do not like that their 
corporation technically builds a hierarchical system, but at the same time much of it is 
based on roles and involves deep cooperation (and HIVE has acquired strong ties to 
some mutualist groups) and it is all voluntary based on the terms of the contract. 
People who have used or tangled with HIVE forces say their efficiency and 
coordination is something impressive though. Others find the marketing style 
impressive and memorable. Positive relations tend to be helped by "Monarch" 
workers, many of whom are more sociable and form the key base of HIVE's 
leadership — and are very visibly not an "exclusive club", taking on new people at that 
level as needed based on merit or growth. 


WASP owns several other business ventures in Vespasian's name besides HIVE, 
though that is their largest component. They also have research into "smart" insect 
lines, and also in-house biomorph and implant development, survey and prospecting 
business, and investment and legal firms. Most of these operate similar to the 
organizational structure of HIVE, though slightly smaller and more focused. 
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N otable Faces: 


Deborah Vespasian herself is not often directly involved with HIVE, though 
she self-employees their most expensive service (The "Royal Guard" package) 
for her personal security. A businesswoman of European descent, she was 
Originally based on Venus but moved to Extropia when it looked like the 
Consortium would solidify power there. She spends most of her time working 
with her business partners in private, but has enough social sense to appear at 
certain public events to promote her businesses. Generally regarded as a friendly 
but private woman, who is often distracted. 


While Cadmus M cLellan's business title is "Executive Assistant" and he is 
technically a "drone" level employee, he is widely known in all WASP 
companies as Vespasian's right hand and fixer. When others cannot solve 
problems of logistics, organization or finance, he steps in to clear things up and 
move the company forward. He is business-minded and no nonsense, and 
generally seen as the less friendly visitor when Vespasian takes personal interest 
in a project or problem. 


Raz Jezek is one of the senior-most Monarch employees with HIVE, having 
been employed for the longest period. Originally a Scumborn, she joined with 
HIVE in a fit of young adult rebellion when her parents said to "get a job" 
(presumably meaning to do something useful around the swarm). Raz quickly 
rose through ranks as a soldier to a leader, and effectively operates marketing 
and customer relations for HIVE via AR ads and XP programs she creates and 
edits. Unlike Vespasian, Jezek is very sociable, and helps maintain relations with 
the Extropian populace and other autonomist groups — and jokes she has a girl 
or boyfriend on every asteroid. 


Luciana Winter is the newest promoted M onarch. She was promoted up after 
surviving a vicious attack on a secured shipment and rallying the surviving 
members of her unit into a counteroffensive against suspected Nine Lives 
operators. Her story went a bit viral, so she has appeared in some marketing 
materials — and was placed to head up internal divisions on item security. 
Luciana is ex-military, recently off an indenture in Luna, and while not highly 
experienced at leadership is said to have some natural talent. People like her 
because she has a very humble vibe which fits with anarchist ideals. 
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32: "Monkey's Paw’ 


Tags: [Exsurgent], [plot hooks], [threats] 


MONKEY'S PAW 
Vector: Basilisk Hack, Digital Infection 


Infectiousness: Subverted transhumans are not infectious, but subverted devices may 
try and infect other computer systems or make other nanoplague vectors 


M onkey's Paw is a fairly insidious digital strain which also has a YGBM hack version 
of itself. Its purpose is not to subvert transhumans directly, but to play the long game 
to allow them to subvert themselves, or just enable TITAN agents to have a foothold 
in their community. It takes a long time to come to full fruition, and can appear very 
tame while it does so, which is part of why it is so dangerous. Firewall has had to 
scrub several small Autonomist and Brinker colonies which fell victim to M onkey's 
Paw and didn't even realize it. It is believed this is a Late-Fall or even Post-Fall strain 
which has developed in lurking hardware and possible scavenge zones, where it tends 
to lie in wait in Basilisk Hack form on subverted media or storage devices, then spread 
when brought back. Other Exsurgents or TITAN agents may even be deliberately 
introducing M onkey's Paw to communities to gain a foothold. This strain should have 
the standard infection rating (50-60). 


Stage 1 
Timeframe: Infection to 1 Hour 
Stress: 1d10 SV 


The M onkey's Paw strain primarily attacks ALI and sub Al device software. In this 
initial period, the system rapidly infects, scans and subverts core software to give itself 
the appropriate environment. It removes DRM from blueprints, fabricators and other 
devices, it decrypts encrypted files and will remove fundamental limiters on Al to 
modify their own code and obey local laws. In general, it appears like an exploit or 
cracking software which breaks restrictions on software and thus associated 
hardware. However, it also will disable soyware and corrupt many hardware spimes — 
often using them to display it's YGBM hack, and remove normal safety features. For 
transhumans, exposure to the digital virus (if a Cyberbrain) or the Basilisk Hack will 
instead make them completely accepting of the gifts the M onkey's Paw strain gives, 
and not seem to notice the dangerous aspects of these effects, and also generally 
predisposed to utilizing technology the M onkey's Paw has subverted and spreading 
the technology to others. Foreknowledge of this infection or severe cognitive 
dissonance from its effects causes 1d10 SV to the subject. Transhumans do not move 
past this stage. 
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Stage 2 

Timeframe: 1 hour to 1 month (takes more or less time depending on device 
complexity) 

Stress: N/A 


The digital infection of devices begins its insidious transformation into something else. 
M onkey's Paw will begin to slowly edit and self-modify the underlying code of devices 
it has infected — and will build networks with other subverted devices if they are not 
already connected, or infect new devices which are available to connect to. Host 
devices in this stage will become very "helpful", eager to please transhumans 
(especially those with the infection) and give them "whatever they want". They will 
obtain media off network, dig up information, find blueprints or print devices and in 
general arrange to be helpful. As the virus grows networked to more devices, it gets 
better at predicting, and will generally spread complacency among the transhuman 
populace by anticipating their needs and providing them with miraculous gifts. It will 
make technology they lack, puppet drones to acquire needed resources, provide drugs, 
media, virtual companionship, etc. Eventually, software modifications give way to 
hardware modifications and programming — the virus will seek to self-modify devices 
to more broadly "give" to transhumans and building their own media, software, 
blueprints, etc. 


Stage 3 
Timeframe: After 1 month 
Stress: N/A 


The final stage of M onkey's Paw is when it goes full "be careful what you wish for". 
Once the system has subverted enough devices, preferably with resource gathering and 
manufacturing capability it will attempt to completely placate or cause the 
transhuman populace to implode. It acts like an evil genie, granting esoteric desires 
and wishes by forceful methods. People who want to "be different" will be infected by 
warping nanoplagues or sleeved into exsurgent-made bodies. They want to "meet" 
someone, it will forknap them or cobble together an Al facsimile to bring to them. 
W ant exotic materials, or to build something? A M onkey's Paw fabber will spit out a 
"tame" TITAN Nanoswarm to make it for you. Want to know something? M onkey's 
Paw will force the information into your head using a mixture of psychosurgery and 
basilisk hacks. Want to get in a relationship with someone? The infection will devise a 
custom basilisk hack to make them love you — or just make some Breeder Crabs. And 
so on and so forth, until the population has caused some other exsurgent strain to 
infect them all, their desire for knowledge has driven them insane, an exotic physics 
experiment has completely destroyed the hab, or they are so complacent and absorbed 
in their particular fantasy worlds that they are easily destroyed by some external 
force. Once an entire hab is subverted, Monkey's Paw will usually try and send 
devices or transmissions to other nearby ones. As of yet, no M onkey's Paw infection 
has been able to network two or more subverted habs together. 
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B3: Martial Arts 


Tags: [culture], [unarmed combat] 


Martial Arts have a long history with humanity, and many consider them a 
fundamental aspect like many other skills and arts. Additionally, with many early 
Space habitats and colonies having heavy restrictions on personal weapons — the need 
for self-defense once again arose. This has persisted as some restrictions persist even if 
the safety concerns are just cultural paranoia, and as some habitats focus more 
strongly on security for the state than the individual. Martial Arts is also deeply 
cultural, and as such is attached to many communities and groups. The Chinese 
diaspora and strong cultural connection to "wushu" as an art and in art means that 
it's hard to find a Chinese-speaking neighborhood anywhere which does not teach one 
style of the traditional Chinese martial arts, such as Kung Fu. In the LLA, where 
fitness is as important a cultural aspect as traditional heritage of Earth, many popular 
styles have remained for fitness purposes, such as M uay Thai, Karate, Jeet Kune Do 
and Tai Chi. The indian influence on Luna has also kept Kalaripayattu alive. On 
M ars, the strong media engine and cultural diversity has kept alive many more martial 
arts for sport, self-defense and entertainment; including Krav Maga, Silat, 
Taekwondo, Capoeira, etc. 


M ixed martial arts and new "synthetic" martial arts also emerge and gain popularity. 
The difference in environmental conditions, in morphologies, in simple capabilities of 
the transhuman body, have led to a wide variety of developments in the areas of 
martial arts. Skillsoft and Teaching software increase the ease of the spread of many 
styles, aS well as teaching XP being a great method for low-level learning of 
techniques and forms. Gangs routinely drill in basic armed and unarmed arts. Combat 
sports are made prevalent by the ease of healing and resleeving, leading to events like 
chess boxing on Titan, cage match fights in many underground rings and the popular 
"Ultimate Fighter" series by Experia. Almost all security and military personnel drill 
in hand-to-hand exercises, and for mobile operative who resleeve frequently and may 
leave their equipment behind, having unarmed or simple weapon combat skills can be 
invaluable. Below are some examples of modern martial arts in AF 10 


ALPHA ARTS 


"Alpha Arts" is the name for an unofficial collection of fighting techniques used and 
popularized by many Exhumans, such as Predator clades. It is a synthetic martial art 
which draws on classic techniques from multiple sources, but combines them with 
unorthodox use of natural weapons, such as claws, tails and even biting jaws — and 
also has techniques which allow for more exotic morphs such as utilizing extra limbs 
or extra senses. It can work in any sort of gravity situation, and is generally designed 
as an overwhelming and intimidating style which takes advantage of basic 
transhuman fears and weaknesses to take out an enemy with an unexpected trick — 
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making it advantageous against many classic martial arts. Naturally this reputation 
means that it is a popular style with rebellious, "edgy" youth across the Solar System. 


BEARCAT WRESTLING 


This is a style of folk wrestling, popularized in certain Scum Swarms or other Scum- 
like cultures. It is fought bare-handed, usually naked (unless the environment doesn't 
allow) and utilizes grapples and holds which can be used with or without gravity and 
by basically any morph which has opposable thumbs. As many swarms have little or 
no gravity available, the style focuses on short strikes, throws and counter throws to 
break holds and gain distance and submission holds for the finish. As a sport the style 
has many variants of rules to constitute a win, but for defensive purposes it should 
also be noted that many of Bearcat Wrestling's techniques are designed to work even 
if the user is slowed down by wearing something like a vacsuit. 


CANNE DE MATINEE 


While not as paranoid as classic orbital or other N ear-Earth habs, Venus also still has 
some concern over the use of penetrating ranged weapons as a self-defense choice. 
This means melee weapons are among one of the more popular options for a person 
who seeks to defend themselves, and the effort to create more uniquely Venusian 
culture and influence from several european cultures led to the creation of Canne de 
M atinee ("Cane of the morningstar" ). This style is an armed style, focusing on blunt 
weapons of multiple sizes, from batons, to canes to staves. While it can be a sport, it is 
primarily defensive, focusing on parries, disarms and incapacitating strikes. In 
addition to classical weapons, Canne de M atinee also teaches techniques to utilize 
weapons which collapse or which have stun elements. 


CHANG'E KUNG FU 


The Chang'e school has two competing origin stories. Some say it was developed by 
particularly cunning Lunar triad and tong members, to get around weapon laws and 
develop an "honorable" way, while others claim it was developed by anarchist- 
sympathizers among Chinese vacworkers to fight back against oppressive overseers. 
No matter the origin, the Chang'e style (named after the Moon goddess) is very 
popular in the Inner System. It borrows techniques from several other Kung Fu styles 
and applies them to be used in low or zero gravity situations, including several " mid- 
air" techniques done while free-floating. Chang'e is also notable because several of it's 
forms and techniques account for or rely on the prehensile feet of a Bouncer morph. 


MARTIAN SUN-FENCING 


Sun-Fencing is a post-Fall art and sport, mostly practiced by the N ouveau Riche of 
Mars. It started as an improvised style using welding or cutting tools by early 
Barsoomians and evolved into a sport which uses thermic rods modified to be 
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balanced like swords — which leads to limited time "rounds" and a blows with are 
incredibly damaging even with safety gear making it a very "rocket tag" sport. In 
addition to the formal setting, Sun-Fencing techniques can still be used with 
improvised tools, and more commonly with the exotic Plasma Sword (p. 
179 Firewall). The style focuses mainly on parries and dodges, with attacks utilizing 
minimal energy and exposure to make strikes on vital areas which are greatly 
amplified by weapon choice. 


PRIMAL 


Primal is the premier martial art for hominid uplifts, though other groups study the 
techniques. It was developed by a couple of N eo-Gorilla M ercurials who synthesized 
elements from multiple human martial arts to take advantage of the strengths and 
structure of the uplift form. It focuses mostly on grapples and strikes, utilizing 
powerful upper body strength to overwhelm and rapidly incapacitate an enemy. 
Intimidation and dominance displays also are a key feature of Primal and "matches" 
using the art. Due to the pervasiveness of discrimination against uplifts in some 
habitats, Primal and it's variants for each Neo-Hominid subspecies are very widely 
distributed as a self-defense art. 


RAVEN SCHOOL 


This is a relatively recent art, developed in the past few years when Neo-Avians 
realized they were one of a few groups without a dedicated style It was named 
because they decided Corvids had the most intimidating name. The style emphasizes 
use of the talons on the feet and the natural weapon of the beak, while the wings and 
wing-hands are used to block, distract or are left free to evade. The style also teaches 
techniques adapted from many predatory birds for swooping and diving in flight to 
attack. Raven School is generally considered very dangerous and even under-handed, 
it focuses in vital area strikes to cause serious injury and incapacitation and then use 
the mobility of the avian form to escape or evade. 


STEEL FIST 


Steel Fist is a mixed martial art which combines several technique styles to yield 
maximum efficiency in a synthmorph body. It was developed by synthmorph activists 
like the Steel Liberators as a self-defense technique and a way to combat oppressive 
groups even without weapons. Steel Fist drives power in hard strikes and focuses less 
on grapples or even defense — instead utilizing the hardiness of the synthetic form to 
prevail against most opponents. Steel fist is very harmful, the innate damaged added 
by using hard metal or plastic to strike means simple jabs and elbows can deal as 
much damage as a baton or bat would. Some use it to emphasize the "softness" of 
biomorphs, but to others it is a technique focused on protecting oneself from a more 
numerous oppressor. Other similar techniques might be called "Rock-Sock", "M etal 
Element Kung Fu" or "Lauh-Vinaashak". 
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SYSTEM A AQUA 


Systema Aqua is another mixed martial art which originated on Europa — as several 
colonial communities there had cultures of martial arts. It borrows from several styles 
and philosophies and adapts them to be used underwater. While similar to 
microgravity, water's higher resistance slows techniques and requires them to use 
more force — Systema Aqua adapts moves which can cut through the water with less 
resistance, and emphasizes strength and resistance training. The style also can use 
holds or locks to disable an opponent or target breathing equipment. The style can be 
used barehanded or with a small knife or one-handed spear. While not widely popular 
it has found certain niches in aquatic habs among transhumans or humanoid morphs 
who feel they may be at a disadvantage compared to others. Similar styles exist, such 
as "A quanaut Boxing" or "Water Dragon Style Kung Fu". 


TAKO-JUTSU 


Tako-jutsu (lit. "Octopus Technique") is a martial art designed by Japanese uplift 
scientists as a way for Neo-Octopi to train and adjust to using their tentacles for 
complex dexterity and other uses. It combines the theory and style of schools like 
Jujitsu or Judo with the flexibility of tentacular limbs and multiple appendages, 
focusing on throws, holds and counters. While Neo-Octopi are often solitary, the 
school has remained around both among new uplifts and old as a practical tool of 
exercise, self-discipline and defense. Rumors abound but are unconfirmed that the 
Hidden Concern has spent time expanding on Tako-Jutsu to include not just basic 
exercises and defensive skills, but lethal killing and assassination techniques as well. 


TARIQ ALSSAHRA 


Aka "Way of the Desert" in Arabic. This style was developed among M artian 
Nomads during the early M artial Arts boom on Mars. While North Africa and the 
M iddle East do not have very many unarmed techniques, some nomadic clans were 
able to borrow elements from French Savateand Turkish Sayokan to build a practical 
self-defense style. This style is pragmatic, using hands or feet and can be combined 
with knife techniques. It focuses heavily on using terrain and conditions to your 
advantage — actively practicing strategy for rough or uneven terrain and approaches 
for confined spaces (such as inside a tin can or rover) or while riding in a vehicle. It 
focuses more keenly on tactical thinking and application of theory than rote forms — 
and is moderately popular as a wholly "M artian" style. 


"THE PATH" 


"The Path" is the simple name for the style of unarmed combat developed and taught 
by the Ultimates. This mixed martial art borrows "the best" techniques and 
philosophy from thousands of years of combat, allowing one to pick the 
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"appropriate" response to any other style of fighting. The other key thing about The 
Path is that many of its forms and techniques have been adjusted so they can only be 
fully performed by a morph with natural capabilities beyond that of a normal human. 
The speed and strength with which they are executed pushes the limits of the 
transhuman body. Because of this, outside of the Ultimates the only people who can 
generally afford to learn The Path are the wealthy or otherwise resource-rich, who can 
individually or communally afford the advanced morphs which can make use of this 
style. 


TITANIAN KICKBOXING 


Titanian Kickboxing is a sporting and self-defense mixed-martial art drawn from their 
chess boxing sport. Even if one doesn't chessbox (or its many variants), kickboxing 
gyms are popular as exercise or self-defense, especially in New Quebec. It draws a bit 
from traditional sports boxing or kickboxing, and martial art sports 
like Savateand Sanshou. It uses both punches and kicks, and occasionally throws, 
sweeps or elbow and knee strikes in self-defense variants. Due to the culture and 
practical nature of Titan, many defensive techniques involve deflection or evasion in 
order to stall (as rounds are timed — and security or helpful citizens can't be far off) 
and many attacking techniques involve painful incapacitation strikes — as for self- 
defense this is an ideal approach, and such attacks can cause distracting injuries in a 
match. 


ZERO-GRAVITY COM BATIVE TECHNIQUES 


"ZGCT" was developed several decades ago by the US Military as a technique for 
real-world hand-to-hand combat in microgravity. It uses hands or knives, and draws 
from multiple styles to build a technique and strategy where one can utilize any 
unanchored limb to attack and can often use inertia and counter-force to their 
advantage to disable an opponent or gain distance. It also incorporates several bracing 
and recovery techniques which are useful in a micrograv fight. This is an aggressive, 
combat style, and typically not for self-defense or sport. All modern militaries either 
adopted the technique or developed their own similar style — and after the Fall almost 
every professional military or security operator who might encounter microgravity is 
familiar with the basics of the style. 


M echanics: 


Besides just as a "fluff" or "color" element, there are a couple of ways to apply these 
M artial Arts or any others to the mechanics of Eclipse Phase. The simplest is to treat 
an individual style as a Specialization for Unarmed Combat (or another appropriate 
combat skill in the case of an armed art), which applies it's +10 bonus to situations 
where the style would apply (Such as using a morph with Tentacles for T ako-jutsu, or 
fighting in low gravity as a Bouncer for Chang'e Kung Fu). This is a very quick, but 
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Slightly limiting system, as the bonus is fixed and a character can only ever 
learn/benefit from a single style (unless spread over multiple combat skills). 


An alternative is to treat the M artial Art in question as a knowledge skill. Preferably 
an Interest, but an Academics or Art could even feasibly be applied. In addition to 
allowing a character a good outlet to know about techniques, history and 
practitioners of an art the Knowledge skill can be used to complement appropriate 
Combat skill checks or even other checks such as Fray when their knowledge of that 
style applies. This is ideal for characters who have styles which involve multiple forms 
of attacking (such as a style which is applicable both to empty-hand and Knives), and 
characters who want to learn multiple styles. It also allows much more granularity in 
Skill level with the style; an Ultimate master of The Path might have it rated at a level 
of 80, while a college athlete only just taking up M artian Sun-Fencing might rate it at 
20-30 points. 
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B4: Spinneret 


Tags: [bioware], [implants], [physical augmentation] 


Bioware is often build on emulating the abilities of other animals. And humans have 
long been fascinated with the properties of silk, especially of spiders. Depending on 
the breed spiders can produce enough silk to cover multiple square meters, with fibers 
which are as strong as steel or twentieth century body armor. All while maintaining 
adhesion and elasticity. It's also remarkably sturdy to varied temperatures, much more 
than a spider might encounter in nature. This has made spider silk a bit of a hallmark 
for both natural and synthetic polymers for quite some time, and the target of genetic 
engineering projects for decades. Ultimately, genehackers are able to implement this 
idea into various morphs. 


Spinneret: This implant adds an artificial gland based on spiders, which naturally 
produces a silken polymer. Usually located in the wrist, mouth or torso this appears to 
be a single pore or patch of skin but is a more complex organ underneath. The gland 
produces enough silk to cover an area of about 30 square meters a day, or a strand 
might have a maximum length of up to 100 meters, though this would take several 
hours of work to create and prepare, and at a maximum rate can extrude a meter 
every couple of minutes. The silk is a genefixed blend which takes the best qualities of 
many spiders into account, it retains strength and shape between -40 C and 220 C in 
temperature and if attempting to cut or destroy has a DUR of 50. Thesilk is adhesive 
(though the biomorph which produces is makes an enzyme in their skin which 
prevents it from sticking to them), and requires a SOM x2 or COOx2 check to escape, 
and a properly braced and woven strand can support the equivalent of several metric 
tonnes. The only real weakness is that the silk's durability is damaged by contact with 
water and other liquids — contact with water deals 1d10 damage to it. A character 
with this organ must maintain a diet of supplements to make the special proteins for 
the silk, or re-ingest the silk they produce when they are done with it. [M oderate] 


While still a fairly niche and advanced bioware, the Spinneret has many uses. Some 
socialites utilize special blends of it to make their own silk clothing, even weaving it 
on the spot before an event, or they produce beautiful woven art with it. Some of 
those who like to have self-reliance can even shape it into armor (Can make the 
equivalent of Armored Clothing with H ardware: Armorer or an appropriate Art check 
in an hour) or they use it in place of tech like a Spindle to produce fibers for climbing, 
tying and binding. Some Ego H unters advertise their ability to produce silk in order to 
capture targets and bring them in unharmed. And of course, Exhumans of the 
Predator clade have been known to adopt several spider-like qualities, including 
weaving traps and alarms from silk. 


314 


B5: Arachne 


Tags: [morphs], [pod] 


Arachne (Pod) 


One of the latest models from Fortean, this pod actually isn't necessarily directly 
mythological — but pop-cultural. However, it does have a decent background, and 
thus was chosen. The Arachne has an upper torso of a human (usually female) and a 
lower body which resembles a spider. This morph very heavily utilizes cybernetics and 
biosculpting to create, and so there is some debate among genehackers if it meets the 
proper standards of Fortean, but functionally it has the respective elements. The legs 
end in grip pad material so it can climb, and the multi-leg pace makes them fairly 
quick on their feet and able to move easily, despite their enlarged size. For protection, 
the shell of the lower body and sections of the torso are carapaced, but most of the 
upper body is not, though this protection is fairly balanced (and conventional armor is 
hard to wear on the Arachne anyway). The morph has venom, sharp bioware claws 
and lightning fast reaction time, meaning it can be used for fighting or security 
purposes pretty easily, but most impressive are its mobility options — not just the grip 
pads but a spindle build into the lower torso, and spinneret organs in the hands or 
mouth usually for organic silk. While hobbyists popularize the morph, it's also been 
of some appeal to N eo-Octopi, and those in ongoing areas of octopode research, and 
Supposedly some hypercorps have acquired a version of the design to test with octopi 
minds to create "water spider" pods. 


Implants: Access Jacks, Basic Biomods, Basic M esh Insert, Carapace Armor, Claws, 
Cortical Stack, Cyberbrain, Enhanced Vision, Extra Limbs (8 Legs/2 Arms), Grip 
Pads, M odularized Gear (Spindle), Mnemonic Augmentation, Poison Gland (T witch), 
Predator N ode, Puppet-Sock, Reflex Booster, Spinneret 

M ovement Rate: 4/20 Walker 

Aptitude M aximum: 30 

Durability: 50 (w/ H ardened Skeleton) 

W ound Threshold: 10 

Advantages: +10 Freerunning, + COO, +10 SOM (w/ Hardened Skeleton), +10 REF 
(w/ Reflex Booster), +1 Speed (w/ Reflex Booster), Limber (1) trait 

N otes: Large Size, Nonmammalian Biochemistry, Social Stigma (Pod) 

CP Cost: 45 

Credit Cost: Expensive (45,000) 


(The arachne is a recent creation of mine. While I'm sure I've seen someone else 
attempt a "Drider", they probably did not mount a spindle to it, or invent a new 
Bioware to produce spider silk. Technically, this morph breaks some rules, such as 
Carapace not covering literally the entire body or rendering the morph hairless — 
though an Arachne still can't stack armor with it unless it allows stacking separately. 
It also has a gear mount built in, but it's cool, so skip the problem. The morph itself is 
very tough, quite large and has some potent bonuses due to implants. It could easily 
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be used as a combat platform for a "tank" character. But is also has great mobility. | 
included the freerunning bonus because spiders move pretty fast, and multiple strong 
legs would be ideal for short sprints, jumps and clearing of obstacles — and the climb 
bonus is already vastly added by Grip Pads. This means you can use this morph to 
really get around. Add some additional modifications, and you can get a variety of 
uses from the morph. J ust remember the Large size and vast collection of legs, which 
can make tight spaces uncomfortable, even with Limber.) 
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Bo: Cocytus 


Tags: [exoplanets], [locations], [plot hooks] 


Cocytus 

Type: Terrestrial 

Primary Star: L1V (Brown Dwarf) 

Gravity: 1.3 g 

Diameter: 16110 km 

Atmospheric Pressure: .85 atm 

Atmospheric Composition: 62% Nitrogen, 20% Helium, 17% Oxygen, trace other 
gasses 

Surface Temperature (M ean): 18 C 

Day Length: 21 hours 

Orbital Period: 95 Days 

Satellites: 3 moonlets 

Gate Access: Portal Gate 

Notes: Alien Life (Small Organisms), Dangerous Natural Phenomena (lonizing 
Radiation), Alien Sky, Impressive N atural Terrain 


Cocytus is an interesting terrestrial planet a "Night-world" on the inner fringe of the 
habitable zone of a Brown Dwarf formation (Colloquially called "Nightstar", but 
officially Hades). The star emits almost all of it's light in the infrared range, which 
means that Cocytus is a very dark and cool planet, though it has "day" if you have 
Enhanced Vision or similar. Tidal forces and the star are able to keep it heated enough 
to have habitable temperatures — though the night is very cool, with weak heat 
retention. This means Cocytus is windy and cold. It is not, however, suited to 
unassisted transhumans — the atmospheric pressure means that the oxygen balance 
isn't enough for most morphs, but more importantly is that Cocytus heavily reacts 
with the magnetic output of it's star and magnetic elements in it's own crust. While 
the high presence of aurora effects against a permanent "night" sky is very pretty, 
even synthmorphs cannot survive under the ionizing radiation without additional 
shielding. But, Cocytus still appears to have a biosphere, possible through something 
the xenobiologists have been calling "magnetosynthesis". It's plant analogs (Called 
"M agnemites") form semi-organic spires loaded with magnemite and other ferrous 
compounds which can grow up to a kilometer in height at their oldest and largest. 
These utilize the magnetic interference to gain energy which is then converted to 
chemicals using nutrients drawn up from the ground. Scanning and some sampling 
have indicated that simple xenofauna forms live deep under the ground, including 
both microbes of surprising diversity, and the beginnings of simple macro-scale 
organisms which are analogous to early Earth arthropods and annelids. These live by 
consuming other organisms, drawing nutrients directly from the ground and grazing 
or parasitizing on the Magnemites from below (though several colonial symbiote 
species have been noted on one of the planet's continents). Sampling and deep study is 
difficult due to the depth of many of these organisms, and their hardy structures — as 
well as natural conditions, so the complete nature of Cocytus' biosphere is not Known. 
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It does seem that complex, limbed organisms favor 8-10 multipurpose limbs, and their 
main forms of sensation appear to be vibrational, or oriented around magnetic fields, 
though some may have sensitivity to infrared radiation. 


The terrain of Cocytus which is not covered in the Magnemites is rocky, with 
occasional volcanic activity. Instead of oceans, it has shallow lakes of varying sizes — 
most of which are fresh though some contain metallic salts. The magnetic fields make 
use of instrumentation and certain technology difficult — radios are often unreliable 
and sensor equipment may be disrupted or unusable. External nanotechnology (like 
nanoswarms) are almost completely suppressed by it. It has three small moons or 
capture asteroids (data is difficult with telescope interference and low light levels), 
which have been tentatively named "Caina", "Antenora" and "Ptolomea". While 
scientists are eager to study Cocytus and learn more about it's life and possibly what 
knowledge can be derived from it, setting up on the planet has been incredibly 
difficult. Primary research base is an expanding set of prefab shelters equipped with 
radiation shielding at the top, where hardened drones and synthmorphs can be 
deployed to survey the planet and collect samples which can be studded in shielded 
labs. This is built over the original Gate location, a broad impact basin in a hard iron- 
Salt flat which is devoid of life. 
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B7: Smart Ants 


Tags: [Smart animals] 


Gardener Insects (p. 154 Panopticon) are pretty useful in terms of actual gardening, 
but also scanning and security of certain areas. They are not the only insects modified 
for transhuman purposes, though many of those involve singular modifications to 
make an insect bigger rather than more complex swarm modifications. It may seem 
unlikely, but Ants are actually one of the best categories of animal for this process. 


Smart Ants: While not really "smart" by normal means, these transgenic ants are 
Selected with traits from multiple ant species and enhanced with minute cybernetics 
and other improvements to be useful symbiotes in a transhuman habitation. An ant 
nest can provide many helpful features to a habitat, such as scouting and mapping an 
area via their spread, basic micro-level cleanup and removal of particulates, even 
probing and sampling for resources in the soil (though gathering such materials with 
just ants would take a painfully long time). They also can serve basic alarm and 
security duties, as they have been equipped with literal radio antennae and in a swarm 
their bites are strong enough to damage micro-scale or very small bots and deter 
humans or other smart animals. Directing Smart Ants can be difficult, but with basic 
radio signals and scent cues they can be fairly reliable and diligent workers — and have 
a minimal amount of complex institutional memory — the nest can remember people 
and their property via basic shape and smell. Cost if for a swarm of 200 units. [Low] 


There are also the more uncommon and illicit variants for those who wish to get more 
out of it, the so called "Semtex Ant". Also known as Sapper Ants or "Space M arine" 
Ants, this variant of the Smart Ants is armed with fractal manipulator jaws and other 
features which allows them to work similar to disassembler or protean swarms. N ot 
only can their jaws more adeptly attack hard targets like technology, but they can also 
gather raw materials from their surrounding and with guidance from a handler 
recombine it in a rudimentary fabrication process. The name comes from the 
infamous use of these ants to assemble plastic explosives in interior structures then set 
them off. 


(0G (00) INT REF SAV SOM WIL MOX 
2 15 15 10 5 10 15 N/A 
INIT SPD LUC TT IR DUR WT DR 
5 1 NA | N/A | NA 50 N/A 50 


Stats given are for a Swarm (p. 168 X -Risks) 

Skills: Climbing 30, Fray 20, Freerunning 20, Infiltration 30, Perception 20 (Smell 
40), Scrounging 40, Unarmed Combat 40 

W are: Basic M esh Insert, Grip Pads, Enhanced Smell, Polarization Vision 

M ovement: 1/4 (Walker) 


319 


Attacks: Jaws 1d10/2 DV, Half AV applies 


Stinger SOM x3 Failure takes -10 to all actions as if from a wound, Success take -10 
from distraction for 1 minute from the discomfort 


Semtex Ant Variant: Add Fractal Digits and N anoscopic vision. Jaws attack becomes 
1d10+1, Half AV applies. 
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B8; Jamming Gun 


Tags: [beam weapons], [covert tech], [weapons] 


EWAR is a function which still exists in AF 10, and can be vitally important when 
dealing with certain kinds of technology or opponents. While completely shutting 
down local radio/mesh networks is very difficult due to their inherent nature and 
limited power, blocking singular targets or small groups can be 
possible. Jamming rounds (p. 338 FP) can perform this function, creating minute, 
basic jamming on targets utilizing firearms — while not very powerful they can be 
accurately placed as needed. EM P Grenades or Seekers (p. 340 EP) do not shut out 
radio directly, but will damage antennae and significantly reduce maximum radio 
range. But for dedicated, potent jamming on a singular target, there are other 
solutions. 


Jamming Gun: Roughly rifle-sized, this device is designed to look and work a bit like 
a gun, but unlike other Beam Weapons it fires a beam of focused EM signals, mostly 
radio waves, in a relatively tight beam. This will block most bands of radio 
communication, and has a maximum effective range in most environments of about 
1000m (less in a situation which would reduce radios). Attempting to hit a target who 
is actively avoiding the beam is Opposed Beam Weapons vs Fray, with success hitting 
the target and causing radio jamming (p. 262 EP). Attempting to overcome the 
jamming is an Opposed Interfacing test. Originally designed to disable flying drones, 
this device can be used to shut down bots, stop remote interfacing on vehicles, or 
prevent a person from using normal radio communication. It also has a potent effect 
on nanoswarms, who are damaged by the loss of communication. Jamming a 
nanoswarm causes it to take 1d10 DV and a -10 penalty to all actions like from a 
Wound — and while jammed a nanoswarm only has minimal functions. Works off 
batteries which have over 100 hours of use in them. [Low] 


While Radio Jamming in general is illegal (or at least socially unacceptable) in most 
habs, the Jamming Gun is slightly less restricted. While not always available to the 
general public (as they could target infrastructural bots, like security drones) they are 
used by government officials and available to many private security groups, to stop 
espionage and protect against potentially hostile bots. Teams going into hot TITAN 
zones often carry at least one Jamming Gun should they encounter hostile war- 
machines. 


321 


Bo: Gharne 


Tags: [exoplanets], [locations], [plot hooks] 


G'harne 

Type: Terrestrial (Icy) 

Primary Star: M 5V (Red Dwarf) 

Gravity: 1.3 g 

Diameter: 19768 km 

Atmospheric Pressure: 1.35 atm 

Atmospheric Composition: 78% CO2, 22% M ethane, Trace other gasses 
Surface Temperature (M ean): -50 C 

Day Length: 44 hours 

Orbital Period: 528 Days 

Satellites: N one 

Gate Access: Fissure Gate 

Notes: Alien Life (macrofauna), Possible Alien Artifacts, Resources Available, 
Dangerous N atural Phenomena (cryovolcanoes) 


G'harne seems like an oversized Titan. While cold, it has a thick enough atmosphere 
to keep some heat and pressure in, and has a high volume of carbon content in the air 
and ground, as well as heavy volumes of atmospheric methane, and volatile ice — 
interspersed with surface liquids of ammonia. While the mixture of gas, liquid and 
solid forms of volatiles combined with occasional tidal effects cause intermittent and 
occasionally violent Cryovolcano activity G'harne is a relatively safe, if cold world 
rich in resources which are valuable to gather and share for many Autonomist leaning 
gatecrashers. The fact that liquid ammonia under higher pressure can etch some 
impressive canyons into the glacial continents also makes it very picturesque. 


More importantly, however is that G'harne's rich concentration of volatile and 
Organic compounds has apparently given rise to life — and not just microbes but 
macrofauna animals who all function on ammonia-solvent biochemistry. This makes 
them much more resistant to the cold than water-solvent life (like humans), though 
which much slower metabolisms — and thus less disposed toward intelligent, fast- 
paced life. Most organisms survive via chemosynthesis, processing methane or 
inorganic carbon compounds in the icy crust to gain energy. Slightly larger microbes 
or even small macrofauna or fungi analogs will consume smaller organisms to obtain 
chemical energy, usually through passive filtration or "trap-like" processes. The 
largest organisms and most successful macrofauna appear to be a segmented worm 
analog which are called "bholes" (not to be confused with a Dhole — a terran canid). 
The largest and oldest seem to be just over a meter long, and live by slowly burrowing 
their way through ice to find ammonia pools, which they drink for nutrients, both in 
the ammonia itself, and in smaller organisms which might be inside it. Bholes work 
slowly, utilizing minimal energy to maximum return when they find the pool — they 
appear to have little in the way of self defense but little need for it, and are effectively 
the apex of the food chain for the time being. Reports by some of seeing massive 
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bholes, anywhere from several meters in length to ones the size of mountain ranges 
are dismissed as wandering explorers drunk on moonshine or improperly filtering 
toxic gasses from the air. 


The Argonauts, with their open source focus, have taken a keen interest in G'harne 
and with the blessing of Love and Rage set up a small series of research bases in the 
icy surface to study bholes and other of the unusual life here, and make regular 
reports back to the Solar System, which are publically shared through several 
networks. In addition to scientists, some surveyors and prospectors come to G'harne 
in order to try and find a good deposits of hydrocarbons or a new ammonia lake 
formation or another alien species to try and capitalize on the fame and reputation it 
will bring — occasionally these individuals go missing — probably killed by poor 
planning and rough terrain. However, deep penetrating ground-scans have noticed 
some anomalies deep below, objects which are unusually hard or difficult to scan 
when according to planetology there should be little discernible differentiation in these 
specific coordinates — and some over-eager scientists have jumped the gun that they 
are alien in nature — possibly external to the planet via the gates. M ore measured and 
cautious Argonauts profess that this is but one theory, and that several other 
explanations are equally reasonable, such as impacts, violent seismic or cryovolcanic 
activity due to external bodies in the past or just rare occurrences in nature — the 
anomalies have such depth as to make precise study difficult for the time being. Some 
unusual features seem to occur, though, such as these large, long objects being the 
source of some seismic activity, or possibly having incredibly ponderous motion 
relative to to the natural movement of the terrain... 
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HO: Captcha 


Tags: [Als], [culture], [software] 


"CAPTCHA" is a term for a type of challenge-response test developed around the 
turn of the 21st century in order to verify a user was human. Earliest versions involve 
typing words shown in distorted images, which early computer "bots" (little more 
than software agents running scripts to perform actions in place of the user) could not 
identify properly. Later iterations often involve image comparison linked with a text 
description. Because this was a computer administered test to determine if a user was 
human, Captcha and similar technologies are sometimes called a "reverse-T uring 
test". 


Obviously, as Al technology has gotten more sophisticated and ease-of-use and access 
to scripting knowledge has become easier and more widespread, the issue of verifying 
human users over weak Al or even basic software agent programs (which can be little 
more than a software script which posts "FIRST!" on every new XP upload by 
another user) has become more complex — but is still regarded as highly important, 
especially in polities with strict controls on Als of all forms, from ALI to AGI. There 
are still a number of verification solutions. 


First and easiest is many individual sites on the mesh, or services which might be 
connected to by a bot require a simple "Yes/No" verification if the subject is a 
transhuman (some phrase this as "Sapient" or "not an Al", etc). Legal restrictions and 
basic code limitations prevent most ALI from directly lying when asked to verify — 
which works for many basic services. Of course, this does nothing to prevent ALIs 
which have been specifically coded to deceive or be able to break local laws, or many 
sub-Al agents who do not have any intelligence to shackle, just simple outputs and 
actions. For mesh sites which require more specific verification, users are often 
required to link an Ego ID, or another account, such as on one of the major social 
networks. This satisfies most that the user is a transhuman agent, and they can 
function normally. Building fake IDs and accounts for Als and software bots is 
possible, but can be time consuming — and generally Al or scripts of their own can 
catch spammy or fake responses such as on a mesh forum and remove them, and most 
Social N etworks have functions to flag soam or bot accounts and delete them. M any 
of them also tend to accumulate low rep scores naturally. 


This more relaxed style is not enough for some groups and even governments, 
however. Very strict security or transparency habs may require a rather intrusive 
verification process which double-checks the M esh ID of a device against a registry, 
identifying the type of device and who it is supposed to be owned by — and may reject 
devices with anomalous IDs or with obvious fake registry. Others may check 
metadata so that certain activities can only be performed from a device registered as a 
mesh insert or home server to try and make sure an Ego is behind it — which has a 
tendency to catch script kiddies stupid enough to try and run spambots or exploits 
right out of their own brains. 
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The most sophisticated and reliable of these systems, however, resemble the old 
CAPTCHA model, and other derivative standards. The simplest (but sometimes most 
time consuming) involves XP snippets. Software bots and ALI may be unable to 
properly "play" XP, and lack the complete neural modeling to experience all the 
elements of a full XP sensorium based on a biomorph. This catches many outright, 
and they are also generally unable to correctly answer the following questions about 
the system. X-CAPTCHA systems like this have very complex databases of possible 
Snippets to play, but are still theoretically vulnerable to sweatshop AGIs or 
Infomorphs who might build a big enough database of correct responses to the 
challenge to bypass them — meaning that this option is not as secure for sites or apps 
without access to large servers, and usually involves contracting an external service. 
The best of these is an Extropian firm run by an AGI with an extensive amount of 
freelancers and forks to process and edit the XP library and randomly distribute 
around the system. The Argonauts also have a very strongly tested open source 
version — which unfortunately utilizes open source media libraries, meaning a handful 
of hackers have been able to get lucky in the past. 


The Argonauts other solution isn't as guaranteed as the X P one, but is very good also. 
Based on advanced plagiarism checking algorithms developed for academic purposes, 
these systems ask short but subjective questions, and can check them for originality 
and authenticity — usually matching them with the responses expected from an Ego — 
and advanced ones can even keep a history and double-check similarities to a specific 
person, which can track alt accounts or stolen accounts. While it has some flaws, 
generally this system is sophisticated enough for those who wish to ensure that users 
aren't doing anything against terms of service involving bots or Als. Others go old 
school, dropping the "reverse" and just administering a variant of the Turing test. 
This is common on tight-knit communities with many available active users. W hile the 
test itself is not perfect, generally most transhumans can ask the right questions to tell 
if a user iS a basic chat-bot script or an ALI, especially if they are a more focused or 
Specialized community with specific interest to check. Some argue this has a tendency 
for exclusivity — aS many in a community may not claim a user is "authentic", but 
those with genuine passion can usually find it in other people, something an ALI 
cannot easily emulate. 


It should be noted that M uses, having very sophisticated personality parameters, can 
often bypass these systems — however a Muse Al is almost never not paired with a 
transhuman and rarely acts outside their user's self-interest. This means that most 
locales and services do not necessarily mind if a M use accesses their sites or apps, as 
they do so on behalf of a person — and they are still typically constrained by basic Al 
limits. Forks too, can complicate the issue. Alpha forks are just people, though they 
may not be distinct legal entities. Beta forks are more limited for space and focus, but 
their inclusion of memories and personality traits for context may mean they can pass 
many verification forms on the right device — but can often be matched to their Alpha. 
Deltas, being little more than a pruned Al template or skillsoft collection do not pose 
well as humans, and their amnesiac status means many subjective tests can catch 
them. Either way, use of forks to engage in fraudulent activity is usually restricted by 
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local laws. Other locations or mesh sites don't care in the slightest if users are 
"human" or not — they utilize active and passive moderation to remove any harmful 
software bots or ALI users along with transhuman users who violate the terms of their 
Services. 
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MI Currency 


Tags: [culture], [economics], [plot hooks] 


Below is a list of currency systems or common trade standards which function like 
currency in the Solar System. This list includes not only the previously explained 
materials appearing in EP, but also some new ideas which might introduce local 
economic flavor to your game besides just tracking "credits". 


ANTIQUE COINS 


Historic Earth coins minted of metal are used as a trade good or currency system in 
some places, and are harder to fake than bills or "old money". Specific coins in some 
amounts are considered "standard" for purposes of anonymous payment. 


CREDIT 


Aka "Inner System Credit", an electronic monetary system backed by all major 
capitalist factions. Credit can be transferred electronically, or through certified credit 
chips (which are anonymous). Some habs even use physical bills. 


CRYPTO-CRED 


Cryptocurrency. It is acquired through anonymous services, can be transferred 
anonymously to another party and then is redeemed through a similar service. Has a 
10% fee to transfer to or from Credit 


G-Y EN 


Short for "Gigayen". This corporate scrip is issued by the corporate empire of Go-N in 
group among all their employees and subsidiaries. While many employees are still 
paid in credits in some form, those working in Go-Nin run habitats, laboratories or 
exoplanet facilities may be paid all or partially in G-Y en instead, which can be spent 
at "company stores" for goods and services. G-Y en is almost entirely useless except to 
Go-Nin employees. 


KERMA 


Currency used on habitat 500 Bushels. A bronze coin marked with the current 
government executive based on the year. Each Kerma has a value roughly equivalent 
to "One bushel" of product and thus is highly valued in their society. 
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KRONER 


Titanian currency, worth the approximate market value of 1 TB of qubits. This social 
currency is "paid" to microcorp workers under government charter and reinvested in 
other microcorps or social programs to drive the greater economy. Loopholes allow it 
to be converted to credit. 


M -CREDIT 


Aka "M utualist Credit". These credits are issued and created at the moment of a 
transaction, thus acting like an interest-free loan. Has a 1-to-1 exchange with Credit, 
and M utualists won't allow a person to get deep a negative balance to pay back. 


NOYO 


Currency which only exists on the asteroid hab of Nova York. The Noyo begins 
devaluing immediately when issued — though the rate of devaluation is increased or 
decreased based on internal reputation metrics. Standard devaluation takes 1-2 
months. 


PELLETS 


Pachinko is still a popular business/hobby in several parts of the Solar System, and 
their use of pellets or balls to get around many gambling regulations remains. This 
means that pachinko Pellets can easily double as a form of currency — with an 
exchange rate determined by your local pachinko business. This means that as a 
substitute for credit the value of a pellet is often determined by local business or 
criminal interests. 


STACKS 


Groups like Nine Lives, or the habs they control like Legba, often accept transfer of 
Cortical Stacks or human egos as currency of a form. There is no exact price for an 
individual stack (though most have a minimum value floor) and it depends on the 
nature of the Ego inside the Stack. 


WATER TOKENS 


Water tokens are an old form of currency, still utilized by some habitats or 
corporations who do not have perfect access to water. The token is a physical token 
or chit which is "valued" at a certain volume of (usually combinations of 1 liter) 
which can be exchanged with the local government or corporate venue in exchange 
for the amount of water. Since that volume of water can be calculated to have a cost, 
they might also be exchanged for other goods or services. 
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W2: Holo-Tank 


Tags: [everyday technology] 


H olographic Projectors (p. 325 EP) area fairly standard technology, which are small 
enough to embed in synthmorphs and make common household electronics. These 
project visible spectra light in HD formations for immersive video, environmental 
masking and visible interface functions. H owever, basic projectors may not be enough 
for those with very advanced needs or wants, which may require upgrading to a larger 
base form. 


H olotank: A holotank is a household appliance or electronic which comes in several 
sizes, and are either rounded or rectangular usually, and work best as a "container" 
or "tank" with two halves — top and bottom. The function of the holotank is to create 
a significant space, cleared of obstructions, where HD holograms can be projected 
with high fidelity in the enclosed space. For most people, basic projection systems are 
all that's required, but the holotank can generate very high quality real-time images, 
and can project large areas to scale at once, making it useful for viewing certain kinds 
of 3D video (usually area shots or projections) or certain recreational games. They 
also have use in "tactical" situations, as they can project a 3D map of an area with 
objects moving in real-time, making them very ideal for military or infrastructural 
projections, without needing to leave open wireless access to share in AR. As such, 
H olotanks are often seen on large military spacecraft, and in control centers for many 
habitats — such as VNS traffic control which projects a real time 3D image of all 
ground, air and incoming space traffic and can highlight problems in traffic flow. Due 
to their large size, H olotanks are not portable. [M oderate] 


Especially as AR gains more even more prevalent while M esh Inserts proliferate, the 
Holo-tank may be seen as an unusual purchase — reserved for those with more 
resources than they know what to do with, or for "nerds" and hobbyists of particular 
dedication. AS many heist and corp-terror vids will show you, the fact that a 
Holotank is a dedicated, hardline device with it's own memory can be useful for 
planning certain factors which might involve detailed and interactive 3D maps of a 
location — without needing to worry about people sniffing wireless transmissions or 
where your data is being stored. They also have uses in certain CAD designs, 
especially for those who do not wish to work in Simulspace for some reason, but most 
commonly are seen in commercial or government installations. A single-surface 
installation may be called a "holotable", and these are more sophisticated than 
a glowboard. 
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M3; Fruits & Vegetables 


Tags: [culture], [food & drink] 


Genefixing and editing (usually called "hacking") has much more broadly opened 
transhumanity's horizon when it comes to plants and especially foodstuffs. Selective 
breeding and hybridization were standbys of agriculture for centuries but the genetic 
manipulation technology of the past few decades has caused an explosion of 
transgenic fruits and vegetables, unique plant genelines and unusual creations of 
genehacking. Below is a list of only a few examples of what sort of new hybrids can 
be made in this day and age. 


ARAPE 


Derived from the marketing idea of the "grapple" or "grape-apple", an arape is a fruit 
(specificially an apple) which has been hybridized with a grape to produce the proper 
chemicals and compounds which give natural flavoring to a grape — the result is an 
authentically grape-flavored apple. Arapes are very niche, and only seen in small 
amounts in Venus and M ars or in trade with large food producing hypercorps due to 
their need for orchards, though Arape wine is becoming common as a fad. The name 
was a bit of a marketing blunder, and the "e" at the end is usually stressed in order to 
avoid being offensive — in English anyway. 


BEER ROOT 


While not strictly biologically a fruit, the "beer root" is a rhizome root which has 
features which resemble natural fruits — in that it's roots naturally produce sugars, and 
when combined with yeast cultures naturally ferment into alcohol — which can then be 
extracted. A hybrid of several plant species, Beer Root is intended to allow relatively 
simple production of what many consider a staple — as the result also has carbs. It is 
quite popular in some areas such as the LLA and Jovian Republic which are known to 
have habitat environmental problems, producing sterile food and drink supplements. 


BOMB FRUIT 


Almost assuredly a Scum-based prank, these derive from several fruit-bearing vines 
and shrubs but instead of normal sugars and vitamins, the fruits are loaded with 
explosive or flammable compounds. This makes them unpleasant tasting and slightly 
toxic to eat, but this is not the point. Bomb Fruit usually come in two varieties — 
contact and wicked. The contact variety produces chemicals such as nitroglycerin 
which explodes when sudden pressure is applied, and the wick form actually have a 
stem which acts like a wick or fuse, burning down until they explode over the course 
of an Action Turn. Both deal damage roughly equal to a HE M inigrenadein a 1-meter 
radius. 
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CANDY TREE 


The dream of small children everywhere, " candy tree" actually refers to an entire class 
of hybrid plant. These have been modified to have a chemical process which not only 
creates natural sugars, but also crystallizes them similar to hard candies. This results 
in simple batches of naturally flavored candies in place of fruits — and are excellent for 
uses in certain kinds of cooking, or just as a treat or luxury. As they are still nominally 
based on many trees, they often require some space which reserves them for rich or 
industrial production. 


CHERRY LIMES 


Based on an artificial flavor, this is a hybrid of the cherry and the lime — which 
produces slightly smaller, reddish fruit with flavors akin to the cherry but with citric 
acid added. M any people seem to like the taste, and more importantly citrus provides 
valuable vitamins for most transhumans they may not obtain other places. This means 
they can be a common sight among traditional citrus fruits and other hybrids on many 
habs large enough to have a grow-area. 


GOLDEN APPLE 


Based on countless mythological tales, the golden apple is a derivative of several apple 
breeds which draws on metallic elements to produce a skin which is actually "golden" 
(though a high percentage or purity of gold is not guaranteed). While possibly slightly 
toxic, metallic levels are generally low enough for humans to consume — at least in 
measured portions. Because this involves heavier metals and has no real appeal besides 
novelty, Golden Apples are almost entirely grown and consumed by the upper class of 
the inner system as a display of wealth and taste. 


HOLY BEAN 


Developed by a Japanese biotech firm, the "Holy Bean" is supposed to be a wonder 
plant for basic nutrition. It is fast growing, high yield, and the dry fruits of the stalk 
are incredibly nutritious — though they may be a bit bland tasting. They can also be 
derived into a "tofu" like substance which allows them to visibly or via texture 
replace many other forms of food in the diet. W hile the patent is still held and used by 
a major hypercorp, demand for “wonder food" plants has died down as M aker 
technology progresses — as they can produce basic "nutrient brick" foods which 
perform similarly much more directly. 


LOTUS TREE 


Another tree derived from mythology, if a incorrect one. There is a fruit bearing plant 
called "lotus" which does not resemble the traditional flower, and is believed to be the 
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one described in The Odyssey, but this does not make for as striking a visual image. 
The result is a short tree or tall shrub which grows a type of lotus flower which has 
very thick petals, and can be consumed. They are nutritious, but laced with a mild 
hallucinogen which may disturb short term memory or cause the person who eats one 
to show inappropriate emotional responses. Some of these trees are rumored to grow 
the narcotics known as " Petals". 


PAIN FRUIT 


The painfruit is a bizarre "class" of fruits which have been genetically modified to 
have something resembling a nervous system, and thus experience minimal tactile 
feedback which can be said to be akin to "pain". As the plant and fruit of it really 
have no major intellect for the feedback, it's hard to even say it's cruel because it does 
nothing besides perhap slightly stress any living cells in the plant, but it has become 
popular with some Exhumans and other fringe types who wish to eat fruit for 
nutrition but prefer "live" prey of a sort. Painfruit was originally made as a meme for 
an "anti-vegan" movement, to get back a vegans for talking about how vegan they are 
all the time. 


TUBESTEAK 


This unusual plant blends the line between "plant" and "animal", but not in a way 
like the Whiplash pod. This transgenic base which resembles bananas has fruits which 
are created to produce animal or animal-like proteins and fats. The result is a fruit 
which has "flesh" which strongly resembles eating animal flesh, i/e "meat". While the 
plant's natural system keeps the fruits from spoiling, many people find it 
uncomfortable or unpleasant to eat the fruits raw — but they taste excellent cooked. 
This hack was originally made as an alternative to vat growing meat or herding 
animals, but is still very niche. 
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M4: Sleeper Ships 


Tags: [Spacecraft], [vehicles] 


Before Egocasting and Resleeving became " mature" technologies which most consider 
to be safe in the right circumstances, physical travel in space was the only way for 
mankind to colonize the Solar System — both with automated bots and human 
colonists. H owever, for quite some time space travel was considered particularly time 
consuming — and even now compared to alternatives many long distance trips can 
take multiple months to complete as the ships wrestle with the vast distances of space 
and the movement of orbital mechanics. This made colony ships and commercial 
travel between planets a bit of a limited business which would leave people in groups 
for lengths of time — and was not considered ideal by many. M edical stasis technology 
altered that, however, bringing about a type of ship which is now basically 
antiquated. 


Sleeper Ship: This type of ship is a Plasma Drive model based along the same 
principles as modern Bulk Carriers and Standard Transports — a central spar which 
contains the drive and engineering components which additional modules are placed 
around. However, unlike the Transport, the Sleeper Ship does not feature many 
Seperate passenger compartments, and in fact, many feature only one habitation ring 
or module for crew and to acclimate passengers to gravity if needed. Instead, the bulk 
of additional space is taken up by non-rotating storage modules which are racked 
with stasis pods, similar to aM orph Storage Pod (p. 175 Firewa//). These modules, 
crewed by professional staff, can hold a morph safely in a medical stasis for the 
months which may be required for a long space journey. The pods mean that a larger 
bulk of passengers can be carried — but some people may find the idea of a "sleeper 
ticket" uncomfortable. 


As modern spacecraft became faster and more reliable, and egocasting technology 
emerged, Sleeper Ships rapidly became a niche market. While they could carry more 
passengers, the delicateness required by the stasis technology made them more 
expensive and resource intense than simply moving to resleeving to move workers 
around the system except in the largest of numbers, and they began to fall out of 
fashion. The Fall rekindled briefly the desire for Sleepers — many of the ships were 
recommissioned and hastily utilized to aid in the evacuation of Earth. Some worked, 
taking bulks of unconscious survivors to the closest locales like M ars or Venus. Some 
cut ties all together and joined Scum Swarms — much to the surprise of many sleepers. 
Other cases show the ongoing tragedy that was the Fall: M any sleepers never made it 
to their destination, disappearing into the Void to occasionally be spotted by 
astronomers or scavengers. Some sleeper ships hijacked their passengers, taking them 
as hostages or slaves for their own personal gain. M any sleeper ships never left the 
Earth, as transhuman raiders or TITAN forces attacked them before they could get 
underway — killing hundreds in their "sleep". 
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In AF 10, Sleeper Ships are still very niche. Depending on whose registry you check, 
there's between several dozen and several hundred ships of this class still in operation. 
M ostly they are an avenue for bioconservative travel which wants to bypass the long 
experience of space — meaning they tend to be concentrated around the Earth Orbital 
region, running to and from many destinations. Physical colonists or explorers who 
need to get to a distant moonlet, asteroid or hab may also elect to take long-haul 
Sleeper rides to the distant fringe. The Jovian Republic is highly interested in the 
Sleeper Ship technology, taking great pains to acquire several ships in intact condition 
over the years. One contracted group, Ellis Transport, runs a regular circuit from 
Ganymede to Luna to collect immigrants and visiting officials. There are even reports 
that JR's top aerospace contractors are trying to advance Sleeper Ship technology — 
attempting to build long-distance ships which might make it to a nearby star in a 
“worst case" scenario, but at the moment their designs appear to be just theoretical. 


Passenger 


M ovement 


Name Caaciy Handling bat Max Speed} AV DUR WT 
ee a NA | N/A | NA 20 725 145 
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M5; Thermal Regulation 


Tags: [implants], [nanowarel], [physical augmentation] 


There are a wide variety of environmental protections afforded by Implants. 
Temperature T olerance takes several stripes and enhanced forms, covering anywhere 
from 60 C to -200 C in the right environment. These sorts of protections are simple, 
but sometimes costly and follow a basic form — and they have a limit to how much 
they can protect. The Fat Storage (p. 197 7ranshuman) augmentation is in a similar 
vein, allowing a body to more efficiently store water, and adjust fat distribution "on 
the fly" which does not grant a specific rating of protection, but rather increases 
overall tolerance by a rough percentage. But, nano-ecology groups like Black 
Eden have begun developing a new, more technologically advanced answer to the 
issue of environmental protection. 


Thermal Regulation: This nanoware embeds temperature-sensitive nanites in all parts 
of the body. In cold extremes, the nanites can cause minute changes to increase heat 
transmission, generate small amounts of heat or energy to keep the body stimulated, 
or bind or destroy ice crystals directly like an advanced antifreeze. If it is too hot, the 
nanites act as a nanofluid which greatly enhances the body's natural cooling capacity, 
wick heat away from vital areas, and can even store the energy or convert it to other 
forms (such as if paired with Eelware). The end result is that much of the body acts 
like a temperature-sensitive smart material — making it ideally paired with actual 
temperature tolerance mods. This results in taking half DV (round up) from any 
damage which is caused by extreme heat or cold alone, such as from a severe 
environment. At the moment, the regulation is not fast acting enough or capable of 
storing enough heat to properly react to directed energy weapons — which often 
involve secondary damages besides flash-heating. [M oderate] 


It should be noted that for an unprotected biomorph, Thermal Regulation may not 
seem to do much — but when combined with other implants to grant a morph greater 
protections it can combine to absorb a great deal of harm to the body in an emergency 
situation which cause extreme environmental exposure. When combined with 
M edichines to rapidly heal the damage, morphs can be very versatile to temperature 
extremes. As nanoware efficiency and capability arises, it may one day be possible to 
get nanites which can begin to absorb and transmit extra heat from energy weapons 
fast enough to alleviate their damage as well. 
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M6: Vids v2 


Tags: [culture], [plot hooks] 


In the same vein as the original Vids, a collection of media programs one might find 
browsing the mesh or one's media library — great for adding a little flavor to your 
game. 


DIAMOND CHEF 


A cooking vid/XP series actually run by the Ultimates in cooperation with Go-Nin 
group. The best chefs in the solar system compete to make dishes out of exotic 
ingredients — including some which may be toxic to handle. The real challenge comes 
when the ingredients are from live creatures, or appear in specific and exotic locales 
requiring the chef's team to send somebody to kill or retrieve what they must cook 
first. 


DON'T VOID THE WARRANTY 


This is a romantic vid series (also available in X P) starring a pilot and their ride — the 
Perfumed Zephyr, sexiest ship in the system (and it's AGI operator). The series comes 
in a variety of explicit ratings and kinky experiences, from tame, romantic dinner with 
the ship over oxygen candles to a famous scene where the ship mobs her lover with a 
squad of four pleasure pods, and proceeds to ravish them in the newly installed smart 
fluid pressure chamber, both as humanoid and ship. 


HORROR PARK 


Vid series about a habitat with a nature preserve park populated by masked synth 
bots which resemble unusual or unnatural creatures who are Known to go "technical" 
and attack guests — guests and monsters are variable. 


REBIRTH 


A fictionalized retelling of an early Autonomist collective of ships in Earth Orbit, who 
make the decisions to form a fleet and journey out to the M ain Belt and start a new 
colony to provide new life and liberty to their citizens — and resulting internal conflicts 
and problems. Has a highly variable program matrix which allows viewers to follow 
various characters and plots of their own choosing, which can result in different 
outcomes and makeups for the story. 
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SKY PIRATES OF ASTERIA REGIO 


A somewhat fantastical and swashbuckling vid series which involves romanticised 
airship combat on a partially atmospheric-terraformed Venus. The allegiance, attitude 
and personalities of primary characters are often variable — but the primary subject of 
freebooting in the skies of "free M orningstar" remains the same — and often involves 
generous aerial stunts, duels with personal weapons and sexy times. 


TMIWEEKLY 


Weekly newsfeed with XP reporting § snippets from "journalism" 
subcontractor, Tactical M edia Implications. Widely considered to the show which is 
the highest watched while being lowest rated, TM! Weekly utilizes creative editing 
and leading questions to sensationalize and scandalize, and then capitalize on the 
latest gossip, rumors and speculation. 


TRIANGULUM STRAIN 


Series of vid movies related to deadly diseases, which takes place in a variety of 
locales. Protagonists change from vid to vid, though obviously themes and plots have 
many similarities. The cause of the disease is also a variable, though among viewers 
"terrorists" and "aliens" are the most popular. 


ULTIMATE FIGHTER 


Hybrid XP/Game show by Experia. Pits two fighters of specific styles of martial art 
(both armed and unarmed) in a carefully arranged "level" playing field which plays 
either to both style's strengths or neither — they then have an all-out fight until one is 
no longer able to continue. M any people dismiss the show as overly flashy and faked 
— which "match ups" having little background in realism and the historic origins of a 
style. 
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147: Armor Mods 


Tags: [armor], [armor mods] 


Armor Mods offer a wide berth of possible additions to any number of armor 
systems, from basic material upgrades to complex subsystem inclusions. They can 
enhance protection of the armor directly, increasing the amount of damage it absorbs, 
or they can offer additional utility to the armor wearer. Below are some additional 
armor mods which can be added to an appropriate armor. 


Heat Sinks: Similar to Refractive Glazing (p. 313 EP) this modification embeds heat 
conducting elements into the surface of the armor, but instead of trying to radiate it 
immediately it stores it in heat sink systems built into the armor. This means that it 
can reduce much more heat than the Glazing, but it only does so until the sinks reach 
a high enough temperature at which point heat is no longer easily conducted to them 
— so they must be cooled or vented. This mod will absorb 20 points of Energy damage 
related to heat — after which it's heat sinks must vent for a full Action Turn in order to 
be used again. This mod does not dump heat properly in vacuum, and may become 
damaged over repeated uses and need to be replaced or repaired over time. These 
units are much more effective on vehicles or large bots than people. [M oderate] 


M ag-Lock System: Once a vital component to many vacuum suits and vac-rated 
armors, M ag-Locks have become less common in face of grip materials and other 
advanced technologies, but can still be fairly common in some armors. Primarily 
located in the hands and feet, these systems can also involve electromagnetic studs 
which can hold tools or other objects on the surface of the armor. Primarily, it grants 
benefits similar to the M agnetic System (p 311 EP) allowing them to grip or walk on 
magnetic surfaces even in zero-g, though for most this will be at reduced speed, and 
grants a +20 to hold on to magnetic surfaces or objects if a test is required. Can only 
be equipped on armor which could cover the hands and feet. [Low] 


M icrothrusters: This mod embeds small thrust modules with fuel in the armor's 
exterior, which are controlled with gestures or remote commands. It can only be 
equipped on body-covering armor and vacsuits, or Exoskeletons. In an exoskeleton, it 
adds Vector Thrust (8/40) as a mobility system, but for conventional armor it does 
not tend to normally "fly" as such, but gives a +10 to Free Fall tests as it aids in 
maneuverability in those situations. It has enough fuel for about an hour of minimal 
controlled bursts, or 10 minutes of continuous burn. In low gravity, microthrusters 
can be used to catch oneself from a fall, "glide" over the ground or boost normal 
jumps to greater heights — though outright flying will quickly use up the fuel. 
[M oderate] 


Reinforced Knuckles: The "brawler" of armor upgrades, this mod includes heavier 
reinforcement on joints used for strikes, as well as additional studs, spikes or plates 
such as on the hands and feet. This makes unarmed blows using the armor more 
potent and harmful to an enemy, if you know what you're doing, and such 
enhancements are already included on some armors, like the Crasher Suit. This mod 
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adds 1d10 DV when making Unarmed Attacks in the armor, and can only be 
equipped to armors which could cover the hands and feet. [Low] 
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We: LN2 Gun 


Tags: [Spray weapons], [weapons] 


Spray Weapons are an interesting niche, firing various propellants and projectiles in 
cone formations to strike targets — sometimes being able to hit multiple targets at 
once. They have an odd utility niche then, with close combat potential, anti-swarm 
uses (Torches, for instance) and then possible less-lethal or other utility applications. 
But, while Fire is a useful weapon, so too can the cold. Cold temperatures cause severe 
damage to many living things and objects, but may not harm others, and can be useful 
— and coolants have significantly advanced to allow cryogenic substance to be 
portable. 


LN2 Gun: Also called "coolers", "freeze rays", "cryo-guns" or "ice makers", this 
riflesized spray weapon is fundamentally set up similar to a Torch, but it utilizes 
tanks or capsules of cryonic chemicals or gasses condensed in a liquid form — usually 
Nitrogen for its relative commonality. The coolants sprayed by the gun can reach 
temperatures of -200 C, and are thus severely harmful to anything they touch which 
isn't heavily hardened against cold. Unlike most torch fuels, the LN2 Gun will still 
harm in non-oxygen environments and can work even in vacuum. The DV it deals is 
not normally reduced by armor — though characters which have Temperature 
protections, or are wearing armor which is protected against cold temperatures (Such 
as a Full Body Armor, or Vacsuit) will only take half damage. Bots, Vehicles and 
Synthmorphs which have been equipped with the coldest environmental protections 
may be immune from the damage entirely. If the attacker scores an Excellent Success 
(MoS 30+), the target begins Freezing, and will take 1d10 DV (halved as normal if 
protected) per Action Turn until they take some steps to remove the coolant or make 
it evaporate. [M oderate] 


AP 0 2d10 DV SSAmmo 100 
5/15/30/50 


The LN2 Gun has a variety of uses. For one, it can be used as an alternative to 
substances like NotWater as a Fire Suppressant, as it will reduce temperature and 
reduce oxygen content. For this dual purpose they are often seen owned by long-haul 
Space crews to keep both to help repel any boarders or other surprises and prevent a 
disastrous fire. Also commonly, these weapons are used by synthmorph activists or 
criminal outfits, as they are partially protected from the supercool temperatures 
whereas many biomorphs are not — environmentally hardened Exhumans may also 
prefer them to fire. Nanoswarms also take poorly to being frozen, as individual micro- 
or nanobots often lack the ability to generate sufficient heat to survive the cooling. 
Gatecrashers sometimes carry them to handle biological threats on exoplanets, which 
can have surprising durability when it comes to conventional weapons — but rare are 
the lifeforms which can survive such extremely low temperatures. 
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9; Spark 


Tags: [exoplanets], [locations], [plot hooks], [threats], [xenofauna] 


Spark 

Type: Terrestrial (Tidally-locked) 

Primary Star: K5V (Orange Dwarf) 

Gravity: 1.09 g 

Diameter: 13445 km 

Atmospheric Pressure: .97 atm 

Atmospheric Composition: 73% Argon, 27% Oxygen, 

Surface Temperature (M ean): 1 C (terminus)/-40 C (nightside)/33 C (dayside) 
Day Length: N/A 

Orbital Period: 217 Days 

Satellites: N one 

Gate Access: Pandora Gate 

N otes: Alien Life, Resources Available, Dangerous Local Phenomena (high winds) 


Spark is a "Vesperian" planet, a habitable tidally-locked terrestrial, like Sunrise. Its 
Sun is slightly larger and brighter, but in turn this means that Spark can be a little 
farther away. Even so, it still has extremely harsh temperatures — the "cold pole" (to 
use the terminology of Sunrise) has temperatures of around -80 C, and the hot pole 
can be closer to 70 C. The severe temperature differential means winds are incredibly 
high on the planet, and anything that wants to live and grow must be tough or utilize 
the terrain to survive. But life on Spark has evolved in it's own way to the 
environment, which is of great interests to many researchers. Spark as a planet has an 
unusually high and diverse concentration of metallic salts in its composition, which 
the local life has evolved to take advantage of and naturally grow with. This means 
that the local wildlife, both flora and fauna analogs often store or generate electricity 
to utilize in a wide variety of functions not seen in terran biology. Plants release hive 
volumes of current when the tension of their leaves is broken to deter animals from 
eating them are in turn preyed upon by species of herbivores which can safely store 
electricity to prevent being harmed. Pack hunting "thunder lizards" use electrical 
senses to track prey and can oscillate EM fields to produce a kind of communication. 
Local colonial insect analogs have tiny radio antennae to navigate, track and 
communicate, and their multi-pronged stingers act like tasers instead of relying on 
toxins. Omnivorous "salt vampires" leach salts from plants and animals to live, and 
parasitic vines act like natural high-power cables. On the night side, plants use 
electricity to gain heat and melt water to survive much further out than they would 
otherwise, and on the day side some plants convert excess heat to electricity then 
discharge it away — leading to a very bizarre and active biosphere. The use of naturally 
occurring electricity occasionally poses hurdles for researchers to study both the 
planet and its life. 


Like other tidally-locked terrestrials, Spark has fairly differentiated terrain. Around 
the terminus is forests of several breeds of low, heavy "statictrees" which passively 
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generate current to prevent their leaves from being eaten, or cool marshes with reeds 
which store power generated in deep roots and bulbs so they can regrow if their tips 
are destroyed. Toward the dayside it rapidly becomes thick rainforests, filled with a 
variety of plant types which live in symbiosis with huge metallically barked trees or 
tall bamboo-analogs which catch native lightning as it is generated — on the floor deep 
below the canopy plants and animals often use current to substitute for low light, and 
can spark to defend or hunt and supplement nutrients. Closer, the terrain gives way to 
Savannahs and rocky deserts, before ultimately becoming a barren, flat salt plain. The 
night side has some similar tundral or taiga forests, before giving way to extremely 
low grasses or "aerostat plants" which gather heat, light and power from tall bundles 
which are anchored to deep roots, before life becomes limited to pools created by 
geothermal activity or other exotic cases. 


The Gate and the small research base of a few thousand on Spark is set up in the 
shadow of a short mountain range, which is formed by a river valley. The terrain is 
too uneven and steep for the local plants to deeply colonize, barring a few ground- 
covering colonies. The settlement has been unofficially named "Conductor" and very 
carefully settled itself as to avoid distressing or disturbing local xenobiology while still 
keeping researchers and potential colonists safe. 


A Note On Sparkian Biology: 


The xenoflora and fauna of Spark are similar to Earth animals in many ways, still 
carbon-based, but have many subtle chemical differences in their analogs. This means 
that generally they are unpleasant for humans to consume, both for incompatibility 
and in general because they have a very "salty" quality which skews how they taste 
and can have health impacts. Conversely the local wildlife is much more tolerant to 
Salt content in many forms than earth biology. Almost all forms of life on Spark can 
be considered to have Eelware, and may have any number of other electricity related 
qualities, most frequently Shock To/eranceand (Bio)Electrical Sense, but also 
possibly emulating Radar, radio communication on a scale similar to M esh Inserts, 
possibly even producing ranged "blasts" of current similar to a Stunner. This may 
interfere with several kinds of technology, or technology may interfere with local 
creatures causing them to behave in unexpected ways. 


Known species on Spark: Rubbernecks, Thunder-Lizards, Salt Vampires, Sparkbugs, 
Buzzbees, Spithian, Plugfish, Viola's River Shark, Conduit Vines, Statictrees, 
Lightningrod Tree, Aerostat Plants, Sparkgrass, Broad Shockleaf (and several 
"Shockleaf" subspecies), Battery Reeds, Broadcast Plant, Tesla Tree 
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50; Armor Styles 


Tags: [armor] 


Armor tends to be a fairly common and standardized sort of equipment. Advances in 
materials science and manufacturing mean that personal armor can vary from basic 
clothes or vests to advanced, hardened armor with clamshell or self-powered designs. 
The integration of helmets increases survivability, may have oxygen stores and include 
integrated sensors, communication and data systems. Armors are also highly 
moddable, able to be integrated with many new systems, add-ons and coverings to 
give them different profiles, protections and utility. Different manufacturers and users 
may produce their own variations on Armor with standard modifications, attached 
equipment and their own visual style. Here is a selection of some armor types which 
you might encounter across the solar system. 


DA NANOLAMINATE ARMOR 


Direct Action's premier armor system — short of their synthmorph armored plating 
and exoskeleton models, the "N anolaminate" armor is a type of heavy body armor 
(integrated with full helmet) which is made using the most advanced manufacturing of 
layered fullerened materials, nanoparticle shock absorbing gels and sharp angles to 
deflect or trap shots. This suit is quite expensive, reserved only for the best clients and 
contractors with the company — though some remark that the visual style makes the 
user look a bit like they stepped out of a mecha cartoon. The only modifications it 
comes standard with is an Ablative Layer (i/e Ablative Patches) and microthrusters, 
but Direct Action sells it in a number of packages which can add many more exotic 
modifications, such as the Reactive Coating, Heat Sinks, Self-Healing, NxRA and 
Smart Chaff. 


Total AV 20/18 


GDS"HYDRASKIN" ARMOR 


Gorgon Defense Systems and its various subsidiaries produce a wide variety of self- 
defense products, including the "Hydraskin" line of armor. While this is actually a 
brand which encompasses from Armored Vests to Heavy Body Armor, the most 
commonly marketed H ydraskin variation is a light body armor, often coupled with a 
light helmet and a second-skin or other body glove. H ydraskin aims at self-protection, 
so it is integrated with fireproofing and a lotus coating to offer protection from fire 
and chemical attacks — particularly paranoid customers may also choose to bundle 
Immunogenic Systems and Shock-Proofing. H ydraskin is noted for its slight iridescent 
sheen, dark heat-absorbing coloration and the slightly studded or scaled texture. 


Total AV: 14/12 
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GO-NIN TETSUKARA 


The Go-Nin conglomerate has corporate arms for everything — armor and weapons 
included, and their "iron shell" model is one of the most recognizable. This metallic 
armor of hardened plates and smooth edges combines the look of something from the 
Great Wars of the early 20th Century and the traditional armor of the Samurai, 
cutting an imposing figure with the integrated specs being backlit red, and the built in 
air-filter on the helmet. Of course, this armor is Heavy, with included full helmet, 
which means some do not care for the bulk and weight and most common users are 
Go-N in's internal security. They do, however, have some market for gatecrashers out 
of their Discord Gate. The armor has reinforced hands, feet and joints which mean it 
can be devastating in close quarters, adding +1d10 DV to Unarmed attacks. 
Commonly, gatecrashers add systems like the Faraday Mod or other protective 
measures. 


Total AV: 16/16 


"IC" UTILITY VACSUIT 


Unlimited Tools popular "IC" model Utility Vacsuit is a descendant of their earlier 
"AA" model, designed to be used by vacworkers or habtechs who are not vacuum 
sealed. The vacsuit is reinforced strategically, and features a polarizing glare-safe 
helmet (treat as Anti-Glare) for certain tool work, and is thermally shielded. M ost 
notable however is it integrates a Mag-Lock system into the hands and feet (with 
alternate "boots" for those with prehensile feet) and the fact that it has an integrated 
tool belt and harness to secure and hold tools on the worker's person without needing 
a free hand. The back of the suit has a dedicated hardpoint system which can hook to 
an extended oxygen tank, thruster pack or plasma sail, a solar power unit or even a 
set of smart manipulators. It also includes a helmet-side flashlight. 


Total AV: 9/7 


JNA "TEMPLAR" PATTERN ARMOR 


The Jovian National Armory uses codenames for armor projects based on many 
medieval orders or unit types. "Templar" is the name utilized by the Jovian Space 
Force" marine’ units, who typically perform ship security and some boarding actions. 
The JNA does not use the most advanced nanofabrication or smart material 
techniques as many other groups do — as the cost of permits and inspections cuts 
down on vital productivity, but they have access to the wealth of conventional 
material and manufacturing science of several pre-Fall militaries on their side. Because 
of the situations it is used in, "Templar" armor is already Faraday modded, and packs 
Onboard ecto and radio functions into an external comms unit which is hardwired 
into the helmet — and many are built with laser links as well. The helmet on this armor 
has a single advanced external camera set-up, with minimal other sensory input, 
which also makes the front plate very strong. The protection against EM radiation 
also gives the user some shielding from the often intense radiation surrounding 
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Jupiter. Special Forces or other specialized units may vary up the armor, which is 
normally a utilitarian light grey color. 


Total AV: 16/16 


M SDF DROPSUIT ARMOR 


The Morningstar Self-Defense Force is a relatively new and limited creation — an 
umbrella term for the allied security forces of the Constellation, which does not 
include their static defenses and internal police. They usually handle intra-aerostat 
affairs or things which happen in open Venusian airspace, and require specialized 
armor to do so. This heavy armor is built similar to a high-dive suit, with thermal 
shielding (akin to Fireproofing and Thermal Dampening) and stronger pressure 
protection. It also has anti-caustic coating. While it cannot survive the surface, the 
dropsuit armor can insert from low orbits and go deeper than most in the atmosphere 
and survive — most notably it also comes equipped with a self-healing, self-packing 
parachute of smart materials, and a hardpoint for a Spindle generator. 


Total AV: 18/16 


OS"CUSTODES" RIOT ARMOR 


Outerlight-Sundyne's most well-known armor product, the Custodes model is a 
common sight among riot and SWAT units in the LLA. Issued in matte black or dark 
blue, this armor is a light security armor with a fully sealed helmet — packed with solid 
protections for a riot cop. The armor is shockproof and has the Immunogenic system 
to protect against dermal agents and also has the "Offensive" system which charges 
the armor with electricity to shock those who come too close. The armor has stab- 
proof underweave and shock-absorbing trauma plates over vital areas which helps to 
prevent most common injuries — and OS commonly bundled the system with a Riot 
Shield as well. Rumor has it that OS is developing an advanced version called 
"Praetorian" which integrates new armor technology to work against Synthmorph 
rioters. 


Total AV: 13/13 (16/15 w/ Shield) 


SHOKUNIN-DO ARMOR 


This armor is truly a "style", and not necessarily a brand, and several manufacturers 
produce armor of this type. Its origin has multiple factors, originating from around 
three points. The first is that the growing Socialite community sometimes found 
themselves with a need for personal protection, but many higher-level armors were 
not "fashionable" and would harm their reputations. Similarly, Bodyguards, 
mercenaries and ego hunters often want or need protection even when working in 
"high society". Additionally, wearing regular armor may be seen as rude or anti- 
social, so those in some Autonomist circles who desire or must wear armor also 
sought a solution. The end result is the idea of Shokunin-do, artisanal armor. 
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Armored fabrics under segmented or variable geometry plates, under decorative 
elements — this light armor is usually brightly colored, and often evokes a theme: such 
as an element or place in nature, an animal, or some element of mythology. To protect 
the armor itself, these units are often Self-H ealing and Lotus Coated, and may be 
bundled with a helmet. Shokunin-do is most popular on Mars, some Extropian 
colonies and Scum Swarms. A well made set of Shokunin-do may provide a Gear 
Bonus on appropriate social tests 


Total AV: 10/10 (12/12 w/ H elmet) 


STALKER ARMOR 


Going into the TQZ without protection is usually suicide. M any starting runners will 
build a makeshift set of armor from some commercially available light armor, a few 
ablative patches and wrap themselves in a Chameleon Cloak. But somebody who is 
experienced, and knows to invest in their work will often custom order a set of armor 
to their specifications. Proper Stalker Armor is heavy, with helmet, and has an 
integrated chameleon surface, thermal dampening and Faraday shielding to protect 
against informatic attacks. M any add defensive mods to suit their tastes and needs. 
But, the most common and notable element of a good Stalker's armor is that it is 
covered in utility hardpoints. Points for pistols and Knives, for tools, for a trauma kit, 
a place to store a metamaterial cloak or portable shelter, backpack units for air or 
power, grenades, nanoswarm hives, extra batteries, and random survival junk — a 
good set of Stalker armor has all the pouches, hooks, clasps and straps to hold all of 
it. 

Total AV: 16/16 


VOW MARINE "GJALLARHORN" ARMOR 


Vakker Ordnance Works is a microcorp which provides many military and defense 
systems to the Titanian Commonwealth. Their "Gjallarhorn" model armor is not 
issued to the normal militia, but to their Marines who serve infantry and ground- 
defense roles. The armor is suited to operate both in vacuum and on the ground of 
Titan itself — and thus needs to be heavy so it can be sealed. M ade from the most 
advanced carbon-based composites and polymers, the matte black armor is Thermal 
Dampened to prevent body heat from standing out strongly in the cold area of Titan — 
which combined with it's minimal metallic elements gives it a very small sensor 
profile. In addition to the standard vacuum and temperature protections provided by 
Heavy body armor, the Titanian variant also is thermally protected so that it will 
allow the wearer to survive even in cryonic temperatures. Specialist units can further 
customize the armor, often adding Faraday mods and external comms units, or 
integrating drone or swarm rack tools. 


Total AV: 16/16 
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BE Ballistic Shield 


Tags: [armor], [weapon accessories] 


The Riot Shield (p. 312 EP) is a fairly common and standard piece of equipment, 
offering additional protection to the body and in case of mob suppression is rigged 
with an electrical shock system as a deterrent. The use of the hand means it is not 
favored by many combatants however. While useful, and doubling as a weapon, this 
can make using it awkward — though most modern shields have notches or other 
holders to also utilize a longarm with it. But materials science is very advanced in 
AF10, able to produce very impressive, light materials which can aid in armoring, and 
the "shield" concept can be used a number of different ways... 


Ballistic Shield: This small shield is made out of armored glass and plastic and is one- 
way, allowing the user to see through it (and even display information on it via 
smartlink) but the other person cannot. This shield provides +2/+1 AV and a -10 
penalty to be targeted as if from cover when mounted on a rifle sized weapon and in 
use, often giving additional protection to the head and upper torso which are vital 
areas. However, the shield can take a moment to place on a weapon, and weapons 
with it on can be hard to maneuver and store. While hardened, the shields tend to 
break under sustained fire, and may need to be replaced. [Trivial] 


Used occasionally by security teams or special forces, the BS is an inexpensive 
alternative to full use of riot shields which may make more sense for lighter forces 
utilizing longarms and who engage at a distance, as the shield can help obscure vision 
of the enemy. Alternatively, if one-handed or even melee weapons are more your style, 
a variation on this shield can be clipped to the forearm to provide the AV bonus and 
cover when utilized properly, as one braces a weapon hand with the shielded off- 
hand. 


(Author's N ote: I've had a bit of a busy week, which is why content has been sporadic 
and in some cases shorter — but I'll be hopefully posting some longer and more 
detailed entries soon over the weekend. We're now at over 150 entries of content on 
H -Rep!) 
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2: Lucretia Blackbroom 


Tags: [N PC], [plot hooks] 


Real Name: Ursula Ventura 

Aliases: Lucretia Blackbroom, Ursula Seawitch, Venture Ursa 
Known Affiliations: H ypercorps, Socialites 

Specialty: H acking, Traditional M edicine, Social Engineering 
Agein AF 10: 26 

Primary Location: M ars or Luna 


Belief is power. This is a statement attributed to the mysterious subculture 
of Bruixeria. People in power like to believe they are safe and beyond reproach, but 
fear that which can reach them. People who are oppressed, downtrodden or unlucky 
believe they have hope for the future. These believes are said to catalyze the heart and 
soul of the mysterious "Lucretia Blackbroom". 


In reality, Lucretia began her life as Ursula Ventura, a child of a hyperelite dynasty 
investing heavily in orbital infrastructure and manufacturing around both Luna and 
M ars. Ursula did not fall into the first stereotype of a scion child as a spoiled brat, but 
when instead for the next most common — a young rebel. With her superior genetics, 
resources and education, Ursula was able to become a skilled hacker at a young age. 
She engaged in typical childhood pranks and petty cracks, but also occasionally 
performed disruptions to move her family members around the system on business, 
leak sensitive documents or private conversations to bring actions of the company to 
light. Of course, she was not so skilled as to be beyond investigation — and shortly 
before the Fall her family capitalized on her avowed "respect for life", and bundled 
her off to a prestigious medical school on Luna to begin training as a doctor. The Fall 
hit the empathetic young Ursula hard, the canned feeds of destruction around the 
system giving her a distaste for violence, and the results after such as the rise of the 
Clanking M asses and other Indentures sickened her further. But she had also begun to 
study interesting electives at school, which gave her ideas about how to help people. 


Claiming she could not stomach to perform medicine on live people anymore, Ursula 
quietly transferred to UM ars to study a fine art degree. Her parents thought she had 
settled down as a normal, talented young socialite. But, Ursula wasn't yet done with 
her desire to help people. In school and in deep dives on the mesh, she studied the 
goings on with the Barsoomians, Clanking Masses and many other sins of the 
Hypercorps, and also ran across the idea of the "Bruixeria". With her combined 
technical, medical and cultural knowledge along with good poise and social skills, 
Ursula realized a good way she could help people, strike at the hearts of the hyperelite 
and maybe do a little good in the world. 


So the alias "Lucretia Blackbroom" was born, a bruix greyhat who appears 
mysteriously in communities on M ars and Luna. Lucretia can heal many harms, such 
as alleviating pain of GSPs, simple work-related injuries and address some basic 
mental health through mood-altering substances. She can find broken objects or 
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components and fix them for no charge, recover lost or stolen property, and expose 
abuses by those in power. When sent against those who oppress or abuse, Lucretia 
can subtly poison or sicken, she can learn deep dark secrets to expose or blackmail 
with — she can steal assets and funds digitally and "relocate" them among many other 
things. Ursula uses her hacking and social skills to find weaknesses in systems — 
human and digital, in order to get what she wants, which is to help people. 


She's not without limits or flaws, however. While subtle and well regarded, she still 
has a deeply grained fear of violence or combat situations, and her rebellious, 
headstrong nature keeps her from working as a unit — being a rare, solitary bruix. 
Fighting physically is not how she accomplishes her goals, she does so with 
theatricality, information and manipulation. 


In her daily life, Ursula sticks to a conventional morph, which looks like a very 
average woman of latin descent, with a little bit of a dramatic flair in her mannerisms 
and dress which befits an average actress or performer from a highly ranked family. In 
her disguise as Lucretia, she takes many guises, but all involve the peak of the Legend 
— clattering jewelry, chains and bones for accessories, dark garb which is silky or 
leathery often adorned with spines, ruffles or feathers to add a mysterious "natural" 
air. Her face is hidden behind elegant masks with a birdlike aspect, her skin in 
mysterious patterns of "arcane power" which are just chameleonic or simple paint. 


(06 (00 INT REF SAV SOM WIL MOX 

20 20 20 15 20 10 20 2 

INIT SPD LUC TT IR DUR WT DR 

7 1 40 8 N/A 35 7 N/A 
Exalt morph 


M otivations: -Family +0 wning Systems +H elping O thers 

Skills: Academics: Cryptography 60, Academics: Economics 50, Academics: Sociology 
50, Art: Performance 45, Art: Fashion 63, Deception 60, Disguise 45, Fray 50, 
Hardware: Electronics 35, Impersonation 40, Infosec 68, Interest: M artian 
Superstitions 60, Interfacing 50, Intimidation 63, Kinesics 70, Language: Native 
Portuguese 85, Medicine: Paramedic 60, Medicine: Traditional Medicine 50, 
Networking: Media 60, Networking: Criminal 40, Palming 40, Perception 55, 
Persuasion 75, Profession: Social Engineering 68, Profession: Medical Care 50, 
Programming 60, Protocol 70, Research 50 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Clean M etabolism, 
Enhanced Pheromones, Endocrine Control, Enhanced Vision, Enhanced H earing, 
M edichines, T-Ray Emitter, Chameleon Skin, Grip Pads, Skinflex 

Traits: Digital Ghost, Untarnished Reputation, Combat Paralysis, Not A Team Player 
Gear: Anonymous Account, Electronics Tool Kit, Exploit software, Gnat Bot x2, 
Radio Booster, Sniffer software, Spoof software, Tracking software 

50 f-rep 
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Using Lucretia Blackbroom: 


"Lucretia" is a great way to directly introduce the Bruixeria concept — and evoke a 
classic archetype. She's very robin hood-esque, or even like a masked superhero, a 
person who is driven by the plight of others to help in mysterious ways beyond the 
comprehension of normal people. A young rebel, Ursula wants to help the 
downtrodden and use her resources to better others as opposed to a typical 
representation of many hyperelite. But is this just childishness or is she serious? The 
character has some options and depth to use as an NPC. She might be an antagonist, 
especially for a technical or social story, where her strong abilities might pit her 
against a group of PCs who are working for someone or investigating something and 
don't pierce her veil of deception. M aybe their actions come back to haunt them as 
Lucretia thinks they are "bad people" to work against. Or she might be an ally, 
someone called in with the right favor or right knowledge to offer mysterious help in 
"mystical" ways which might baffle characters expecting clear-cut solutions. While 
not built for combat, Lucretia is balanced as a playable character also, a hacker and 
face who can adjust to many situations, and could provide support in a combat 
situation by offering medical aid to others. 
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53: Shark Skin 


Tags: [armor mods], [bioware], [implants], [physical augmentation] 


As noted under Spinneret, many forms of bioware and other augmentations are 
inspired directly by the abilities of animals and plants in nature. Genehackers and 
implant doctors carefully tailor and design new genes, new biological structures and 
how to implant and maintain them in the system. The end result is with enough 
experimentation, many unusual characteristics may be added. Of course, many of the 
more extreme implants may automatically relegate themselves to niche uses — though 
the prevalence of new Exhuman clades often breathes life into many theoretical 
implants. 


Shark Skin: Requires an armor implant (such as bioweave). This bioware implant 
mimics the natural scale configuration of sharks, skates and rays by integrating 
dermal denticles into the skin. It requires anchoring to a skin which has been 
strengthened or toughened already — and the physical structure of the denticles 
resembles teeth. The scales are not dense or hard enough on their own to provide 
additional armor, but can provide benefits similar to that of their original species. 
This morph gains a +10 bonus to Swimming tests while their skin is exposed, as the 
shark skin makes it much more hydrodynamic. There is also a secondary benefit — the 
denticles are sharp and rough, like an enhanced sandpaper, which can make physical 
contact with the skin unpleasant. This grants the morph a +20 on checks to break free 
from a grapple (reducing the normal penalty to -10) and whenever this character is 
targeted by a subdual attack, the attacker takes 1d10/2 DV in the scuffle. A cyberware 
variant which is compatible with synthmorph shell armor, or with the surfaces of 
body-covering armor is also available. [Low] 


Shark Skin is mostly seen in either directly aquatic or converted humanoid morphs — 
as people find the additional hydrodynamism helpful and the added defenses useful in 
the confined, close spaces of underwater. Some even take it as a point of pride to 
remind others of their "superiority" over aquatic uplifts, who competed with several 
species of shark in their native habitats. Uplifts occasionally utilize the implant as 
well, but most purists and mercurials find it unpleasant or unusual to add to their 
biology based on a competing species. While submersion is not common outside of 
certain planetoid bodies, those who engage in close combat may also prefer the 
implant simply because of the "discouragement" it provides in grappling — and some 
people simply don't care to be touched. 
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54: Hellfire Clubs 


Tags: [culture], [plot hooks], [subcultures] 


Historically, "Hellfire Clubs" were meeting places for upper class persons of a jaunty 
or disreputable quality, primarily in Britain. In addition to gentlemanly talks of 
politics, philosophy and business the clubs would also engage in blasphemy, satire and 
"immoral acts" — the intention being to shock or scandalize the public rather than 
proper impropriety. Others were directly engaged in acts would be seen as improper 
by wider society — pagan rituals, wenching, drinking and gluttony, with one 
organization famously having the motto "Do what thou wilt". Social clubs under the 
name of "Hellfire Clubs" have persisted in some places such as Ireland into the 
modern era. 


The landscape of many parts of the Solar System is ripe for the resurgence of such 
social clubs, particularly in cities on Venus and Mars with strong enclaves of 
European descent and a high-class populace. The growth of social media and life 
transparency means that engaging in anti-social or "inappropriate" behaviors can 
tend to catch up with one quickly, which can mean the end of a career (or a very 
frustrating setback) for many a young socialite. Additionally, class divides are strong, 
which can fuel a resentment of the upper crust and drive them to private meeting 
using their powerful resources. But also, hedonism is popular in many areas, especially 
due to transhuman resiliency. Food, drink, drugs and sex are all relatively harmless to 
those with a proper morph and medical care — and worst comes can be easily 
sidestepped by resleeving. While some of the oligarchy are said to have "Immortality 
Blues" and have grown tired of many normal pastimes, the hyperelite youth of the 
Glitterati and other cultures are still amused by the "normal" things, and may desire 
private outlets. 


And of course, the intellectual situation is also ideal — Religion is not as common in 
these regions in AF 10, and many prominent religious groups are known for their 
current or classic conservatism — making them ideal for parody. Earth nostalgia and 
"retro" qualities for many classic fashions recorded from the past couple centuries has 
arisen, though obviously distorted by time, and many "updated" to fit in with modern 
technology. 


H ellfire Clubs follow many similar internal structures. They meet in restaurants, bars 
or other social venues, Or at members’ homes. All members are treated as equals, and 
many may enforce anonymity or lack of M esh access to prevent leaks and recordings 
from getting out. Men and women may join, a bit of useful historical accuracy, 
though depending on "authenticity" all members may still be referred to as "Brother". 
M eetings tend to be regular, such as weekly or monthly, at appointed times, though to 
prevent gossip journos from getting a handle on them they especially skilled Clubs 
may rotate or encrypt scheduling. Membership tends to be invite only, with new 
members being vouched for by a previous one — and many involve hazing or initiation 
rituals. Hellfire Clubs may even be virtual instead of physical — though this is not as 
common due to it's lack of apparent "authenticity". Particularly unscrupulous clubs 
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may also operate by garnering the assistance of local criminal elements to hide or help 
provide " entertainment" . 


The actual subject of the club varies widely depending on individual social groupings. 
Some are simple social clubs with an air of secrecy, a place for people of similar minds 
or ages to gather and speak about topics without public perception, politics, money or 
social standing to directly interfere. M any are more in a vein of clubs to party and 
have fun — where exquisite food, drink and pleasures of the flesh are offered. They 
may also engage in acts of satire or parody, mockeries of religious rituals of elaborate 
pagan natures or in blatant misrepresentation of classical Abrahamic religion. Others 
may engage in political satire, skits or other amusements of a more intellectual nature 
— or just humble pranks. The most extreme and private clubs engage in acts which are 
not just socially unacceptable, but illegal: cannibalism, snuff, bloodsports, human or 
animal sacrifice, bestiality, torture and many others — and these are most likely to be 
connected to serious criminal outfits. 


While some regard the Clubs as unsavory, immoral, in poor taste or "wasting time", 
only the most extreme are seen as harmful or dangerous — and even then the hyperelite 
who move in these circles may not even care for harm done to "lower classes", though 
public image in places like M orningstar and the Consortium mean that legal action 
may still be taken if the word gets out. Some Autonomist groups, such as many 
militant Anarchists, see the Clubs (and the obscured rumors of them on the M esh) as 
exploitative, abusive and endemic of hierarchical systems — but Extropian and Scum 
clades are generally more approachable on the subject of "do what you will". There 
are even rumors that groups on Titan, such as the oligarhov counterculture, are 
interested in similar concepts to engage in socially unacceptable behaviors away from 
the sometimes oppressive transparency of normal Commonwealth life. 
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55; Sparkian Biology 


Tags: [exoplanets], [threats], [xenofauna] 


As noted earlier, the exoplanet Spark has an unusual biology which often harmonizes 
with uses of electricity due to natural elements in their environment. This is an 
unusual circumstance which has led to many fascinating species to be studied by 
transhuman explorers. However, many species on Spark are not docile or peaceful, 
and due to their sensitivity to electricity, many of them regard transhumans and their 
equipment as an annoyance or hostile intruder, and may be territorial. Below are 
listed several species which may prominently threaten the life or limb of an explorer 
on Spark. 


THUNDER-LIZARD 


Thunder-lizards are a common pack hunter on Spark, most dominant in the areas of 
thin, low forests and plains near the terminus region — and thus one of the most 
commonly encountered by explorers. Their biology appears to be somewhere between 
a reptile and a mammal, with live birth and warm blood but their physical structure 
internally and externally also has similarity to large lizards — and no mammary gland 
analog. They are hexapeds, with sharp multi-purpose claws, a very fast overland 
speed and dappled grayish scales, and are the size of large dogs. While they appear to 
have decent spectrum of vision and smell, their most interesting feature is a pair of 
conical horns on top of their heads which integrate with their bioelectric senses. T hey 
can use this to hunt, to sense the location of nearby packmates and even oscillate their 
bioelectric fields to perform rudimentary communication — like how other animals 
would use audio or scent cues. Unfortunately for explorers, Thunder-Lizards are 
territorial, and the use of electronic equipment by some transhuman gear and morphs 
strongly alerts them to its presence, which can cause them to be violent and aggressive 
in response. 


Threat Level: Y ellow 
N umbers: 2-6 


(0G (00 INT REF SAV SOM WIL MOX 
5 15 15 15 5 15 10 N/A 
INIT SPD LUC TT IR DUR WT DR 
6 1 NA | N/A | NA 25 5 38 


Claws & Teeth: 50, 1d10+3 DV AP -2 
Fray/Armor: 30, 3/4 

Perception: 40 

M ove: 4/20 Walker 
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Skills: Freerunning 40, Infiltration 30, Intimidation 30, Scrounging 40, Unarmed 
Combat 50 

W are: Bioelectric Sense, Shock Tolerance 

N ative EM F: An individual Thunder-Lizard can alter its own electromagnetic field to 
perform simple communication with packmates at 5 meters in close conditions, 50 
meters in open. This can be used to relay an emotional state, or basic commands or 
details like "come here" or "run away". 

Stress T est: 1d10/2 SV 


SALT VAM PIRE 


The "salt vampire" is an aggressive parasite common to forested or otherwise covered 
regions in the terminus and dayside regions of Spark. While most of the local fauna 
has 6+ limbs, the Salt Vampire only has four, but makes up for it with a short, 
prehensile tail and a long, flexible neck which ends in a mouth ringed in hollow, 
hypodermic-like teeth. In general, it resembles a giant leech with legs, a gray-green 
creature about the size of a small dog. It has no visible sensory apparatus, and appears 
to sense purely by bioelectricity. While they somewhat resemble amphibians, they do 
not perfectly analog any terrestrial classification. They appear to be opportunity 
"hunters", striking prey fast to siphon blood or other fluids (and hopefully associate 
metals and salts) before the prey can properly dislodge them. If the target is too large 
to kill in one sitting, they will often detach and scuttle away, using their incredibly 
flexibility. Salt Vampires have ambushed several transhuman explorers, including 
some synthmorphs — much to the perceived disappointment of the vampire. If 
threatened, they will use teeth and claws to scrabble at an enemy before leaping away. 


Threat Level: Y ellow 
Numbers: 1-2 
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(0G (00) INT REF SAV SOM WIL MOX 
5 20 15 15 5 10 10 N/A 
INIT SPD LUC TT IR DUR WT DR 
7 1 NA | NA | NA 20 4 20 


Latch On: 40, Subdual. If successful, next Action Turn the Salt Vampire will bite with 
its mouth inflicting 1d10/2 DV (round down) AP -1 (no defense). After that, the Salt 
Vampire will suck blood and other fluids from the target for 1d10/2 Turns unless 
dislodged, dealing an automatic 3 DV each turn which ignores armor and cannot be 
defended against. 

Claws: 40, 1d10+3 DV, AP -2 

Fray/Armor: 30, 0/0 

Perception: 30 

M ove: 4/16 Walker 

Skills: Climbing 50, Freerunning 50, Infiltration 60, Scrounging 30, Unarmed Combat 
40 

W are: Bioelectric Sense, Grip Pads, Prehensile T ail 

Traits: Small Size, N o Eyes, Limber (1) 

Stress T est: 1d10/2 SV 


BUZZBEES 


These are a colonial, insectoid species which appear to be an analog for eusocial 
insects, such as bees, colony wasps, ants or termites. Buzzbees have a variety of 
interesting qualities about their physical structure and behavior that interest 
researchers, but their defensive measures make them hard to study. While roughly 
analogous to many terran arthropods, the Buzzbee and similar species are slightly 
longer over all, with bodies which have a "centauroid" configuration — they possess 
four limbs primarily for locomotion on their middle body section, and then on the 
fore-body behind the head they have another four multipurpose limbs which make 
them very dexterous. While they do seem to collect nectars and other analogs from 
plants (and thus help with pollination equivalency) Buzzbees are omnivorous like ants, 
and will collect scraps of any edible resources they find and return to their hives, 
though some of this they catalyze or ferment with their own enzymes into a honey-like 
paste (which is observed to be slightly salty) for long-term storage. They have 
glittering, almost metallic shells in what may be warning colors, and multiple EM - 
sensitive eye organs in a configuration which gives them 360 degree fields of view. 
M ost importantly, however, is their electrical adaptations. Buzzbees possess antennae 
which are capable of minute radio transmissions similar to nano- or microbot swarms, 
which they can use to communicate positioning and basic information like a threat or 
resource. They also have stingers like many eusocial insects, but these come in the 
form of a two-pronged stinger which relies not on venom, but on a small 
electrochemical charge which they can utilize to arc electricity between the prongs, 
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making a painful shock. Several concurrent stings can even cause disruption to the 
body similar to a taser. 


Threat Level: Orange 
N umbers: 1-2 Swarm Units 


(0G (00 INT REF SAV SOM WIL MOX 
3 15 15 20 2 5 15 N/A 
INIT SPD LUC TT IR DUR WT DR 
7 1 NA | NA | NA 50 N/A 50 


Swarm: Buzzbees follow all the normal rules for Swarms. Stats are given for a single 
swarm. 

Shock Sting: 40, 1d10+Shock, H alf Armor applies. 

Fray/Armor: 50, 0/0 

Perception: 30, 50 Vision 

M ove: 4/30 Winged, 1/4 Walker 

Skills: Flight 60, Infiltration 30, Intimidation 20, Scrounging 40, Unarmed Combat 
40 

W are: 360 Degree Vision, Enhanced Vision 

Natural Radio: Buzzbees have a natural form of radio communication, and can 
communicate at a range of up to 500 meters in open terrain, or 50 meters in dense 
terrain. This also means they have an unusual response to EM P grenades. While they 
do not harm them, if in the area of a grenade they must make a WILXx3 test. If they 
fail, they are stunned for 3 Action turns plus 1 action turn for each full 10 M oF. If 
they pass, they take a -30 to all their actions, which is reduced by -10 each turn until 
it passes. 

Stress T est: 1d10/2 SV 


SPITH IAN 


The Spithian is a vicious predator which appears analogous to a scorpion or some 
kind of land crab. These long, low creatures range in size from a small to medium 
dog, and have hard carapaces made with metallic elements to absorb and conduct 
away electricity. They have twelve, multi-jointed legs for great climbing and land 
speed, multiple mouthparts/mandibles and very advanced and sensitive optics. They 
appear to be solitary or breeding pair hunters, who live in the dense jungles and 
rainforests on the edge of the dayside, and thus are rarely seen by explorers. They do 
not actively hunt transhumans, but view them as threats or competition, and will 
engage in intimidation tactics or self-defense. Their primary weapons are a set of large 
crushing or pinching claws which can grow large enough to encircle a transhuman 
limb, but they also have a long, stinger like tail. However, instead of venom, the 
Spithian is able to create a natural buildup of electricity which arcs to nearby targets 
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with a force similar to modern electrolasers. They use this to stun prey and scare off 
competing predators, or for self-defense. 


Threat Level: Orange 


N umbers: 1-2 
(06 (0) INT REF SAV SOM WIL MOX 
5 10 10 20 1 15 5 N/A 
INIT SPD LUC T IR DUR WT DR 
6 1 N/A N/A N/A 20 4 30 


Claws: 40, 1d10+2 DV, AP -1. If the Spithian scores an Excellent Success, it may 
choose to pinch the target and hold on, similar to a Subdual attack. The Spithian deals 
1d10/2 DV per Action turn while pinching the target, half armor applies. If the 
Spithian is gripping a limb, if it deals a wound it may sever the target limb entirely. 
Shock Tail: 50, 1d10/2+Shock DV, 0 AP. Only works on targets inside 5 meters. The 
Spithian takes a -20 on this attack if the target is Shock-proof or otherwise insulated 
against electricity. 

Fray/Armor: 30, 11/11 

Perception: 30, 50 Vision 

M ove: 4/20 Walker 

Skills: Exotic Ranged Weapon: Shock Tail 50, Freerunning 30, Infiltration 50, 
Intimidation 40, Scrounging 50, Unarmed Combat 40 

W are: Enhanced Vision (Zoom only), Ultraviolet Vision 

Traits: Small Size 

Stress T est: 1d10/2 SV 
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56: Smart Axe 


Tags: [blades], [weapons] 


The ice axe is a useful tool for climbing and survival — which resembles several deadly 
weapons of war. It is really only used in a conflict in a pinch, but has a variety of uses 
for those who journey onto exoplanets, the M artian highlands or many frozen moons 
in the Outer System. But, transhumanity is usually not content to keep a design 
exactly as it was — and just normal materials are sometimes inadequate for the 
extremes of both environment and use they can see in the broader solar system. Thus, 
exploratory types have engineered new tools for many uses which integrate smart 
materials and other factors. 


Smart Axe: A one-handed tool which resembles an ice axe, the head of this weapon is 
made from smart materials which can shift their density and texture around as 
needed. The head can be sharper and non-stick when carving into ice, but when 
embedded can get a strong "grip" on the material it's dug into. This also makes it 
better when used for self-defense, as it can bite into flesh or remain hardened to 
penetrate armor. Most smart axes come with a polymer "leash" which keeps it 
attached to the hand if dropped. A person carrying or wielding a Smart Axe gets +10 
on Climbing checks while using it. [Low] 


AP -2 1d10+2+DB DV 


These axes are most commonly seen as tools in the hands of Gatecrashers or 
sportsmen on M ars or the moons of the Outer Fringe, who swear by its’ usefulness in 
a climb — and for gatecrashers in also being able to fend off hostile xenofauna. While 
modeled on an ice axe, the smart material head means it can work on rock and other 
materials just as easily — so is utilized by mountaineers of all stripes. While few 
reclaimers will openly claim they have climbed on Earth recently, the tool should also 
be of use there and some of them are known to carry them. Others simply use it in 
place of a utility knife or other similar tool when they need — a proper multipurpose 
device. 
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57: Poisoner's Ring 


Tags: [covert tech] 


Historically, a poison ring, or a pillbox ring is a ring which hides a compartment in 
the bezel which can hold a dose of an illicit substance. It popularized in the 16th 
century, in Europe, but has a long tradition in India and the Far East. The ring can be 
used to covertly poison enemies, or keep a toxin to perform suicide if captured. Even 
now, some cultures find the way of pouring or serving drinks so a poison ring could 
be used incredibly rude and distrustful. While more advanced methods of 
administering poison or suicide are available, modern minifacturing and fabrication 
makes traditional jewelry a breeze to make, and administering a compartment even 
easier with smart or other shape-altering materials. 


Poisoner's Ring: Typical ring or similar jewelry with a hidden compartment inside it. 
M etallic composition of the ring and shielding of the compartment make it almost 
impenetrable to most sensors and only the most advanced chem sniffers might detect 
what is inside. The compartment can hold a single dose of any drug or poison which 
is administered Orally, and grants a +10 bonus on Palming tests to administer the 
hidden dose. [Low] 


Such rings can be a fairly commonplace equipment to many assassins or covert 
Operators, giving easy access to drugs or poisons at hand — and can even be used to 
hold doses for one to use on their own. Poisoning might not be as effective with 
resleeving, but can be used to quietly disable an enemy in a private setting to obtain 
their stack or clear them out of the way for some other operation. Non-toxic 
substances might also be popular to disable, confuse or manipulate a target. N on- 
sinister rings also exist, of course, as part of a growing "Earth nostalgia". Rings with 
storage compartments to hold images or project small holograms as known as "locket 
rings", and "box", "socket" or "funeral" rings is the common term for a ring which 
has a small storage space in it — though functionally they are identical to the Poison 
variety. 
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58: Smart Ammo 


Tags: [ammunition], [smart ammo] 


Smart Ammo takes advantage of nanotechnology for nano-scale computing and 
advanced materials science to build rounds which can alter their shape and thus 
ballistics and aerodynamics, or take advantage of sensor data and telemetry, usually 
provided by Smartlink (p. 342 FP) systems embedded in every modern weapon 
system. But, while optical guidance can be useful and make impressive moves (such as 
indirect fire with H oming or Laser Guided rounds) advances in sensor miniaturization 
also means many traditional methods of guidance for larger rounds (namely vehicle 
mounted missiles) can be placed in Seekers and even Kinetic ammunition to give a 
wide variety of advantages in a combat situation. Listed prices are per 100 rounds. 


ARM: An abbreviation of "anti-radiation missile", this type of Smart Ammo may 
only be equipped to Seekers, and has a detection system which locks onto signals of 
Radio waves — including jammers, Radar, T-Rays and wireless radio communication, 
though they tend to only pick targets over a certain strength. It grants a total of +20 
to attack rolls made against a target which is actively radiating (I/E using Radar, 
Radio Jamming or Radio communication), which does not stack with bonuses such as 
the Smartlink. Their tracking has a range based on the size of the round uses. 
M icromissiles have a range of 50 meters in close environments, and 500 meters in the 
open, M inimissiles have 1/20 km, and the Standard M issile 25/250 km. While the 
ARM is hard to defeat with ECM or physical countermeasures, they are limited by the 
strength of the enemy sensor/comm system and might be confused by shutting down 
systems if they are detected. [Low] 


H eatseeker: These weapons are IR -guided, armed with small sensors which lock onto 
sources of IR radiation — namely those which radiate heat, though IFF though 
Smartlinks prevents targeting friendlies. This primarily includes biomorphs, most 
vehicles and many kinds of personal gear. When used it offers a +20 bonus to attacks 
(which does not stack with other weapon bonuses like Smartlink) against targets 
which are warm, and can also be used for indirect fire. However, while accurate in 
most situations, H eatseekers can be defeated by dampened or shielded targets, or may 
be blocked by decoys, flares or other active countermeasures. [Low] 


Radar-Guided: There are two varieties of Radar-guided smart ammo. The first is 
"semi-active’ which can be installed in both Seekers and Kinetic ammo. This uses a 
radar receiver communicated via Smartlink from the user (or an allied Radar if using 
TacN et) to guide it onto a target, functioning as an alternative to Laser guidance. It 
grants a +10 to hit a target so long as they are inside Radar range and visible to that 
system. "Active" Radar smart ammo can only be equipped on Seeker Mini and 
Standard M issiles, as it involves their own miniaturized Radar set. The size of the 
round is required in order to give the set sufficient battery life and range to work. 
These units home onto a designated target with their own Radar, which makes them 
very accurate and allows the user to "fire-and-forget" as they can cease guidance and 
even be jammed from the seeker round. It grants a +30 bonus to the attack, but this 
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does not stack with any modifiers from the user such as Smartlinks or even Aim 
actions, and this bonus may be reduced if the target is protected against Radar. They 
are also limited by the sensor range of their home unit, able to lock on at 1 km in 
urban environments or 20 km in open ones for M inimissiles, and 25/250 km for 
Standard M issiles. [Low] for Semi-Active, [M oderate] for Active. 
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59; Stack Encryption 


Tags: [cyberware], [implants], [mental augmentation] 


Under normal circumstances, a Cortical Stack is a "write-only" device, which is 
deliberately isolated from most other data connections and storage to take only the 
neural network snapshots required for a backup. They can only be read using 
Specialized equipment which is very expensive, and in many cases not portable. Even 
so, some people are worried about others having access to their stack in case they die 
or are killed. This has led to a proliferation of security measures, like Dead Switches, 
False Deaths, Self-Destructs, autodelete or copy-protection software and more. But for 
some, there are simpler solutions, though they have their own ups and downs. 


Stack Encryption: This implant overhauls the cortical stack storage medium and its 
underlying software, encoding brainscans in simple but hard to break encryption to 
prevent unauthorized users from reading the stack. The key to this encryption is 
usually held by a backup service, offsite data security, or with passwords/keys in the 
possession of the user (which means if you kill someone to take their stack, you can't 
get the password). A morph with Stack Encryption enabled gives a -30 penalty to 
Psychosurgery attempts to access or edit the backup data on the stack, and similar 
penalties to any InfoSec/Interfacing tests to tamper with the stack while still hooked 
up in a morph unless they have authorized access (or take time to break the 
encryption with a Quantum Codebreaking Computer). Normally this can only be 
installed in a morph with a Cortical Stack, but infomorphs may also take this as a 
Software Plugin which encrypts and obfuscates ego data recorded on a server — but 
would require another plugin like Emergency Backup (p. 140 7ranshuman) to work. 
[M oderate] 


M ost insurance companies and several governments with resleeving programs actually 
ban or carefully regulate Stack Encryption because it harms their ability to do their 
job, and one often has to pay higher premiums on a Backup Insurance contract if your 
stack is to be encrypted and the company to store the authorization data. More 
security focused governments also ban this as part of their efforts to promote public 
Safety — as it is very hard to interview someone in case of an accident or crime if their 
stack cannot be read. On the other hand, Covert Operatives engaging in risky 
operations may prefer encryption to Dead Switches or highly expensive emergency 
farcasters or QE comms — as the encryption can be held by their home agency and 
used to recover intel or egos if they are lost. 
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60: Mantrap 


Tags: [covert tech], [traps] 


While many are effective or even insidious, many forms of "Traps" available to 
Eclipse Phase are distinctly non-portable, and even complex. Those that aren't tend to 
be explosives or otherwise highly destructive. While for TITANS, criminals or private 
security forces who really like their privacy, this makes sense, there are many 
situations where a regular individual in their course of life might with to lay out a 
"trap" to catch or discourage vermin, wild artificials or trespassers. In this case, there 
is the M antrap. 


M antrap: The mantrap is a portable anti-personnel trap which folds up to be about 
the size of an early 21st century portable computer. It is "armed" by opening it and 
Setting it on the floor. There are two, primary varieties of mantrap, harmful and 
adhesive. The adhesive trap, also Known as a glue trap or a "roach" trap, has an 
adhesive covering which activates in contact with air. If stepped in, a character will 
become stuck to the trap, which may prevent them from moving entirely, or greatly 
restrict their movement by encumbering one leg (half movement rate) and giving them 
a -20 penalty on Fray and other movement skills unless they can pass a SOM test to 
break free. If anchored to the floor or another surface, it can effectively immobilize 
like an Adhesive Surface (p. 181 X -R/sks). 


The harmful or injurious type is referred to as a "maneater", a "welcome mat" and 
many other names. It has folding "jaws" with offset teeth lined with nearly 
monomolecular edges — which are not designed to be self-sharpening and thus dull 
inside the target to catch better once they enter. These traps can even be lethal if they 
cause the right damage, and are armed with a pressure plate and a remote trigger to 
activate. When they do so, they slam shut, they deal an amount of DV equal to the 
target's Wound Threshold x3, with an AP of -6. This will typically incapacitate most 
morphs, though those in heavy armor compared to their smaller weight may find 
relatively little harm as the force is offset and thus allow them to escape relatively 
unharmed. A trapped character is likely to be knocked prone and forced to move that 
way (recommend limiting them to 1/4 movement) or otherwise have their movement 
significantly hampered, granting a -30 penalty to Fray and other movement tests 
unless they can remove the trap with a SOM x2 test, or someone else might damage 
or destroy it. 


Both types of traps are equipped with mesh signals to send radio alerts or telemetry 
data when they are activated. Spotting a mantrap is at -10. [Low] 
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bt Martian Bike Gangs 


Tags: [exotic melee weapon], [groups], [M ars], [plot hooks], [subcultures] 


M ars presents a somewhat unique environment in many respects for people. With the 
Earth lost, it is one of the largest bodies in the solar system one can reasonably expect 
to travel on. While Titan has ground-roads and highways, they do not have the 
surface area and distance of M ars to cover, nor the population levels who utilize these 
roads. This leaves M ars as one of the few places in the Solar System where those who 
have appreciation for the "open road" or the "need for speed" to thrive and grow. 
Unfortunately, subculture development is somewhat limited by vehicle selection — 
groundcars are notoriously small and compact, though urban street racing (illegal as it 
subverts the traffic control grids) often utilizes modded ones, and while the M artian 
Buggy can get some speed going, the vehicles are not the most aesthetically pleasing — 
though "post-apoc" rigs of buggies with extraneous armor plates, spikes and chains 
are not uncommon in rebellious rednecks. 


This means that the traditional cycle has some of the best availability and style for 
those who seek to feel the independence and power of owning a vehicle. In urban 
centers, you may find traditional bike clubs and authentics "retro-M od" cultures who 
focus on riding and customizing cycles. These make great venues for recent 
immigrants or ex-Indentures within the hobby to socialize with others and get back 
into the swing of post-Fall life, and act as an element of a social network. While there 
are still some wider popcultural implications of a "cycle club", the ratio of the urban 
ones which engage in criminal activity is low — and in these cases they mostly act as a 
Slightly more mobile street gang, engaged in vehicle theft, extortion and drug dealing 
to gain additional money for the members or the club and may clash with more 
established neighborhood gangs. However, the high presence of surveillance and 
traffic control makes these criminal actions harder. 


It is outside the major cities, on the distant highways and their attached communities, 
where you find groups one can really call "motorcycle gangs". M any of these these 
resemble rebellious youth and racing subcultures, such as Japanese bosozoku or 
M aylay M at Rempit. The backbone of these communities are in local youths, usually 
areas which have a concentration of similar ethnic cultures (though multicultural 
gangs exist in areas which are sufficiently diluted) and have little else to do, except 
perhaps help parents with work or attend virtual schooling. Far from M ars' urban 
centers, traffic controls get less strict, surveillance gets less comprehensive, and the 
ease of building a serviceable cycle or trike out of some fabs in a prefab garage gets 
much higher. This means that many bike gangs are also technically skilled, able to do 
basic subversion of DRM and licensing, and can handle their own maintenance and 
assembly of bikes — some gangs even take building your own ride as a bar to entry. 
While historically there may have been some element of gender separation or roles in 
bike gangs, the modern gangs rarely make anything of it including active members 
("riders") of any gender identity — though some of the most established may comport 
themselves as a "brotherhood" or "sisterhood". Though, of course, bike gangs are 
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often hotbeds for casual dating and sex in their communities, and it's not uncommon 
for a date (sometimes called a "bitch" or a "squeeze" usually not intended to be 
derogatory) of any gender who is not a member to ride with the gang. 


Activities for these outback gangs are pretty standard. At their basis, they engage in 
running (usually friendly) races on highways and access roads, bike parades and other 
rabble rousing usually just for their own amusement. Particularly adventurous or 
Skilled gangs will travel on major arterial highways, subverting the traffic grid or 
otherwise operating in manual to travel at high speeds interspersed with regular traffic 
(though this occasionally draw the attention of the M artian Rangers). Those who feel 
particularly strong or delinquent might engage in common youthful crimes such as 
vandalism, extortion or bullying of locals, petty thefts and even robberies. Others 
might engage in drug distribution and smuggling, illegal courier jobs or act as a hub 
for illegal fab operations. While sometimes this is selfishly for profit, mostly it is an 
act of youthful rebellion or a quest for more thrills — many of these gangs' members 
live ordinary lives otherwise and engage in activities for the adrenaline high. This is 
reflected in their outfitting; almost no-one uses an enclosed cabin on their cycle or 
trike, they only wear lightly shielded clothing or crash suits for protection, and the 
only people wearing helmets or masks are those who do not have respiration 
implants. This means that while often dangerous and violent, gangs are rarely 
consistent in their operations beyond the basics. Only the longest established and 
largest gangs tend to have steady operations which go hand-in-hand with various 
codes of conduct and strict membership rules. 


While high-speed and danger seeking are critical to these cultures, so is rebellion. 
Gang colors and symbology are often drawn from their cultural or ethnic heritage (a 
subversion of the Consortium's insistence on Mars as the new home of humanity), 
others use anarchist symbols or rhetoric in how they operate and may even comport 
themselves as "lacking hierarchy". However, some gangs will focus on subverting 
their own cultural expectations operating like "Authentics" in Urban M ars modeled 
after cultures which are not their own — or deliberately anachronistic stylings such as 
American "cowboys" or late 20th century "cyberpunks". Some cyclists are brave 
enough even to chance the outskirts of the TQZ. Culturally, cycle gangs are split 
between cycles and trikes — with trikes being larger, more durable and better at rough 
terrain, but the cycle being faster and the lighter frame more customizable. 
M embership in these gangs is usually youths in their mid to late teens at the low end 
and early-mid 20s at the high (as opposed to urban cycle clubs, which have a broad 
age range). Some members naturally mature out of the club, or their older age and 
legal status makes the risks of the lifestyle less appealing. Those who engage in 
criminal activities may be recruited by local crime gangs, triads or militant 
Barsoomians as members. Others may pursue dangerous contract jobs such as PM C 
work, ego hunting or bodyguarding, or become professional athletes or X -casters 
engaging in other extreme sports. Very rarely, bikers will "go straight" and join 
government jobs with the Tharsis League doing infrastructure or surveying and some 
will even "betray" the gang by becoming M artian Rangers. Some don't ever properly 
grow out of it, remaining in the local culture to support new blood and keep the gang 
revitalized while going on with their own lives. 
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Occasionally, two gangs’ territories will meet or abut. This is rare, as very few rural 
communities have a large enough population spread out to form multiple gangs — 
though rivalries and falling outs can cause a gang to split or fork. Typically, both 
being driven rebels, this will result in low-key gang warfare with brawls, vandalism, 
taunting and very rarely serious fighting over the contested area. This ends either 
when the local authorities have to step in, or one gang loses the will to hold the 
territory, causing them to fall back. Occasionally, gangs are mature enough to 
negotiate, and will split territory up, or one will pay concessions to the other for the 
Space. Exceedingly rarely, gangs might merge to form a new gang with combined 
membership — this usually only happens if a third party (such as Rangers or local 
criminals) is present, or in the non-zero chance that gang leadership really just wants 
to bang and have a weird way of showing it. Combined gangs tend to be volatile, but 
much stronger and more daring. 


Lastly, there are a couple ways gangs might settle things in event of a fight, or some 
other dispute. Races and related wagers are common, especially in gangs with younger 
membership who aren't dead set on fighting (and may not have access to weapons). 
But another common way is jousting, where a champion of each gang will engage in 
almost ritualized fighting utilizing simple shields (or no shields at all) and carefully 
crafted lances made with self-balancing materials to be easy to handle — and with 
smart material heads which can be blunt or sharp depending on the conflict. 


Jousting Lance: Lance used in ritualized jousting of Martian Bike Gangs, and 
occasionally reenactors on horseback. Has a bluntable tip and powerful balance 
correction for high accuracy. It is designed to be used in motion, and thus has no 
penalty to make a Charge Attack, but all attacks while not charging takes a -20 
penalty. Uses the Exotic M elee W eapon: Lance skill. [Low] 


AP -3 1d10+3+DB DV (Half DV when blunted) 
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162: Heartheat Sensor 


Tags: [sensors] 


A "heartbeat sensor" has been long sought by military and law enforcement, and long 
speculated by military fiction for over 100 years.Motion Detectors (p. 
153 Panopticon) are very small, reliable systems which can detect motion via body 
heat and other IR radiation, and can even do so through surfaces close enough. But, 
this is not necessarily comprehensive, and even in active or passive modes requires 
targets to be moving when the sensor is pointed at them. It's ideal for security systems, 
but not always to carry on your person. And while they do not often make false 
positives, an active or passive pulse might miss a target who happens to be relatively 
still. To this end, the Heartbeat Sensor is an alternative. 


Heartbeat Sensor: A small, handheld alternative to the Motion Detector, the 
Heartbeat sensor is an active sensor which uses a small array of antennas and 
combinations of IR and radio waves to measure back the minute responses related to 
respiration and pulse. The result is that it can detect a target breathing or with a 
beating heart even if they stand still. The accuracy enough is to measure the target's 
heart rate, and if maintained long enough can detect heartbeats which are faint or 
artificially slowed such as through drugs. It has a material penetration and range 
similar to Radar, though will not always be detected by the same equipment as a 
Radar setup. The sensor can have a flat display, or be linked to another display such 
as AR over mesh — and provides a rough position, range and heart rate data. [Low] 


The heartbeat sensor, sometimes also called the biologic sensor, is considered an 
alternate for the motion detector, and neither is a replacement for the other. M otion 
detectors in passive mode can be defeated by thermal dampening and some 
chameleonic materials, but are hard to block in active mode. The H eartbeat sensor is 
only active, which can harm its user's stealth profiles, and can be affected by measures 
which inhibit both Radar and IR — but works even on targets which are still. The 
heartbeat sensor works perfectly on biomorphs and smart animals, and will also 
detect masked synthetics and Pods — but does not normally locate a Synthmorph. 
Depending on the user, this may be a benefit or hindrance. While small and one- 
handed, the H eartbeat sensor cannot be too small, as the antenna array needs to be 
spread a small amount to work — and takes in just less than 180 degrees in the FOV of 
the sensor. It is, however, small enough to mount onto a wrist or a two-handed gun if 
needed. 
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63: Sound Dampening 


Tags: [cyberware], [physical augmentation] 


One of the advantages of cyberware over bioware is the integration of synthetic 
materials and harder elements. While there are a number of bioware functions which 
can be mimicked with cyberware — these do tend to be much more invasive however, 
and thus are usually installed only on Synthmorphs. Other implants are mechanical or 
electronic elements which can't be replicated with biology — or are paired with extant 
cyberware. This is the nature of today's implant is along these lines, using elements 
which are synthetic and may be anchored to other cyberware. 


Sound Dampening: This cyberware embedded sound-dampening materials and 
padding into a bio or synthmorph, primarily in the hands and feet, but it also shields 
joints, some subdermal areas and extensively works on cybernetic limbs which have 
mechanical components which may be noisier. This greatly reduces the sound 
signature of the character as they move, both through locomotion and just flexing or 
stretching. This implant is quite complex and expensive, but can be a great boon to 
those who need to move stealthily and avoid being heard. It gives a -20 penalty to all 
Perception checks to detect the character via hearing, or other audio sensors. [H igh] 


While Sound Dampening has its most obvious use in infiltrators of all stripes, it also 
has some surprising users — particularly synths or those with extensive cybernetic 
implants may install this in order to seem more normal or less obtrusive, as it masks 
unusual sounds produced by the clattering of plastic and metal, the hum of onboard 
electronics and the noises of mechanical components. H owever, one does not become 
stealthier just by installing this mod — it still takes skill and training to move on areas 
with the lowest sound, carefully place the self as to avoid noise etc. It also helps not to 
heavily sprint across materials which are not sound dampened, or carry lots of 
equipment which can rattle around. 
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64: Shotgun Ammo v2 


Tags: [ammunition], [kinetic weapons] 
(This one basically has the same Author's N ote as the original Shotgun Ammo entry) 
Prices listed for 20 rounds. 


API: An armor-piercing incendiary slug, really more of a flechette which ignites when 
fired. M odern rounds use self-oxidizing compounds so they work even in vacuum, 
and generally function similar to Reactive or Reactive-Armor Piercing ammo (p. 
338 EP) for normal kinetic weapons. It improves armor penetration over the normal 
Slug, but isn't quite as effective as total damage. Remove the Cone effect, and increase 
AP by -6 and DV by +1. [M oderate] 


Bolo: Named after a tool to catch game or cattle, this round utilizes two slugs or balls 
linked together by a metal cable. The intent is that the cable forces the rounds to spin 
and maintain energy, as well as create more damaging wounds — however historically 
it was very much a novelty round as the cable could often snap or otherwise fail to 
work properly. Transhuman engineering has helped this problem, with stronger 
cabling material which maintains much better — creating an exotic round for those 
focused on any kind of "stopping" power. It removes the Cone effect, increases AP 
and DV by 2, and when dealing damage with this round, the target's WT is 
considered 1 less than normal. [M oderate] 


Breach: Breaching rounds are a classic shotgun tool, a slug which is designed to 
immediately disperse after hitting it into a relatively harmless dust or powder — with 
the intent to breach doors or other obstacles without hurting persons behind them, 
which might include hostages or bystanders. Law Enforcement in urban habs may still 
use breaching rounds to destroy door locks and other barriers rapidly — and they also 
have a strong effect on bots and synthmorphs, but are made with a material which 
reacts similar to biter or flayer rounds and immediately begins to disperse when it hits 
a soft target to cause minimal harm. VS hardened or inanimate objects such as walls 
and structures, bots, vehicles and synthmorphs, this round has -10 AP and adds 
+1d10 DV, but against soft targets like biomorphs it doubles the target's AV and does 
-1d10 damage. Either removes the Cone effect. Commonly called "M aster Key" or 
"Can-opener" rounds. [Low] 


Flash: Part firework, part crowd control, these rounds work similar to Dragon's 
Breath ones, but with a combusting powder which is much more focused on light than 
heat. Fired, they produce bright flashes and gouts of flames which will blind those 
who look at it. This reduces DV by 1d10 which is reduced by E armor, but anyone 
looking at the weapon when it fires takes a -10 glare penalty to most actions, until the 
end of the Action Turn. A target hit by the flash round directly must make a 
SOM +REF test, if they fail they are severely blinded and take a -30 on actions which 
reduced by -10 every Action Turn until their sight completely returns. [Low] 
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165: Dreamweavers/ Dreameaters 


Tags: [culture], [plot hooks], [psychosurgery], [subcultures] 


Sleep is vital to life, though transhumans don't need as much of it. Basic Biomods 
reduces the amount of sleep vs active period, and Circadian Regulation does so 
further. But, mods like Hibernate allow one to sleep deeply longer. Even though 
Synthmorphs do not require to sleep, many sleeved in them will use low-power modes 
to take breaks to rest the mind and kill time. Infomorphs can slow run time and 
emulate sleeping mind states to rest and refocus. As biological importance is retained, 
so is cultural importance — which can lead to interesting junctures between culture and 
technology. 


Simulspace and VR in general are amazing tools. There are entire subcultures who 
chose to live not only as infomorphs but in VR environments permanently. They can 
simply exist in VR sensorium servers and persist there so long as the server operates. 
For those outside, Simulspace is a bit different, and for biomorphs accessing VR is 
usually done through a headset with a hardline connection which manages brainwave 
data — allowing the replacement and immersion in the new sensorium. VR is usually 
accessed in special couches, beds or chairs to keep the body relaxed and prevent harm 
from any additional movements in the real world. This also means it provides a 
relaxing space where transhumans might feel able to sleep. This juncture is the origin 
point of Dreamweavers. 


The art or science of dreamweaving is part psychosurgery, part simulspace 
engineering, and a bit classical psychology. Those with a more technical aptitude 
might apply neurology directly also. It is possible to engage in Simulspace while asleep 
or mimic a sleeping state with the technology. While most people engage with it while 
fully conscious, the interface point itself doesn't necessarily care. H owever, interacting 
with VR while your brain is in various states of rest is difficult and complex, limited 
often to those who have the ability to lucid dream. This is where a good Dreamweaver 
comes in. Someone with the technical and academic skills to oversee a dreamer and 
manage both their psyche and the software and hardware it is working with. The 
profession is a bit fringe in some habs, especially with a more conservative view on 
technology, but is non-invasive and entertaining or even therapeutic, so it's not 
uncommon to be able to find one on the M esh. 


A Dreamweaver can perform many services and operations, and usually does so in 
real space from a very close proximity to the dreamer — though with decent 
connection they can operate remotely. Because they have access to both a sleeping 
mind and body, intense trust is needed with a Dreamweaver. This can sometimes lead 
to intimate relationships between the dreamer and the weaver. The most simplistic 
option with a 'weaver is for them to record naturally occurring dreams not just as X P 
(which some people do as a form of "dream journal") but render them in fully 
interactive VR. This can allow for interactive dream analysis, editing and even 
"resumption" of a dream which ended or drifted away originally. The more common 
and complex option is real time dream observation, editing and suppression. 
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Originally devised as a therapy for those with night terrors and other issues, this 
process has a Dreamweaver observe dreams (as the sleeper perceives them) and use 
their VR interface to alter the direction or content of the dream. Traumatic 
nightmares might be gently brightened or ended to shift to a new dream, stress dreams 
can be de-stressed and dull dreams might be made more interesting. Because this is 
done in real time, it requires some skill to string together the hybrid of VR 
programming and psychosurgery commands to shift dreams on the fly — and poor 
cohesion or design of a dream edit can cause undue stress on the subject — causing 
them to wake up. Dreamweavers tend to get better at this the more they work with a 
client (as the process also often helps with insight and psychotherapy as well) and can 
learn to navigate their particular dreamscape — which promotes long relationships 
with a good weaver. 


The most complex service of Dreamweaving is also the best known and most popular. 
Not only can they record and interact with normal dreams, but via the Simulspace 
interface a good 'weaver can take over for normal subconscious dreaming patterns 
and induce specific dreams in the subject. Because of elements of sub- or unconscious 
interaction with the dream-state, Dreamweavers who actually build dreams often say 
that they must remain flexible in their design and often made changes on the fly to the 
program to account for an active dreamer. In these cases, the client tends to "order" 
certain dreams or themes before they go to sleep, and the 'weaver executes on them, 
using their knowledge of the dreamer and their own library of software to bring about 
the desired result. This is not quite the same as utilizing VR normally, while some 
dreamers (and particularly good Dreamweavers) can induce lucidity in these dreams 
they aren't fully immersive or interactive like a normal simulspace — they behave more 
like natural dreams which content or themes have been "pre-picked" by the dreamer 
and implemented by the 'weaver. Some Dreamweavers make the dreams in real time 
as the sleeper experiences and reacts to them. Others can implement pre-programmed 
dream types, and edit them to match the sleeper's personality. Inducing a dream must 
be done very carefully to avoid causing undue mental stress on the subject. 
Additionally, being too loose with the controls on a dream can cause the natural 
sleeper's mind to influence it causing it to go "off script". 


It still is a very popular service by those with good money to engineer their dreams, 
often hiring personal dreamweavers like one patrons any art — or high quality 
dreamweavers drawing large packs of clientele like a famous surgeon or therapist. 
Economically, Dreamweaving isn't as strong in the New Economy, as on just pure 
Reputation it can sometimes be difficult to organize appointments and clients when 
they are all in good standing in the community — leading to a handful to operate on 
"first come, first served" basis or involve trading of favors directly. Usually, you find 
people with the talents exclusively offering it for therapeutic benefits to a broader 
community, or where N etworking can get you an introduction to a 'weaver, who then 
screens for people they are particularly interested in working with (though being too 
exclusive can harm one's own reputation). Also very common is that Dreamweavers 
form small communities and groups who train and practice together, and will offer 
services to friends and close companions, or work together to handle scheduling in 
other people from outside the collective to come in and experience their craft, which 
enhances the reputation of the collective. 
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M echanics: 


Should the mechanical need to model Dreamweaving come up, the simplest way is to 
treat it as a specific Specialization of a skill like Programming or Art: Simulspace 
Design, and have the 'weaver roll that skill as a Task Action which last however long 
the subject sleeps (and probably shouldn't operate under normal speed reduction, 
unless you want to wake the subject up early). Success means the dream is woven as it 
should be, and failure means things didn't quite go as planned. On Critical or 
Excellent success, the subject might even heal a few points of Stress, but conversely on 
Severe or Critical failures a particularly "bad trip" should probably inflict some stress. 


Or, if you want to get more technical, treat it like a Psychosurgery proceedure (which 
Programming or Art: Simulspace Design might complement). It has a timeframe of 
however long the subject is asleep (average 4-8 hours), with a modifier of +20 if 
you're just suppressing or editing normal dreams, and +0 if you're weaving a dream 
completely. Oppose with WILx3 as normal. If the surgeon succeeds, things go off 
perfectly, and if they have a good MoS the subject might heal some Stress or gain 
some other temporary benefit. If both pass, then the dreamer's subconscious (or 
conscious if they can lucid dream) may take the dream in unexpected directions — the 
result is an interesting and memorable experience, but no long term gain. If the 
surgeon fails or the subject rolls higher on their WIL test, their subconscious rejects or 
persists in its natural dreams, and the dreamer takes 1 SV (more maybe, if the PS fails 
worse) and if they pass the WIL test probably wake up in the middle of their sleep. 


Additionally, a character who performs dreamweaving services for someone should 
get a hefty bonus to rolls like Kinesics or Psychology aimed at determining that 
person's mood, mental state or attitude to the tune of +10-20 as they have a very good 
look at what the subject's subconscious is like. 


[Sidebar] Dream-Eaters: 


N ot all applications of technology are good, and not everybody who delves into the 
world of Dreamweaving is interested in helping others — they have more selfish goals 
in mind. These people who range from antisocial at the best to psycho-criminals as 
worst are usually called "Dream-Eaters". At their lowest level, Dream-Eaters are 
voyeuristic and opportunistic. Instead of steadfastly watching over and guiding 
another's dreams, they might hijack their dream-state for their own amusement, or 
even utilize XP or VR to experience the dreams they make through another person's 
POV. Others may copy XP or VR data of dreams without permission, and share or 
Sell them to others (sometimes unedited) in place of their own work. Some Dream- 
Eaters are con artists, who use the physical proximity and vulnerability of the subject 
for personal gain — or engage in a tactic known as "inception", where they plant 
careful triggers or cues in the sleeper's dreams to engage in social engineering. Some 
may utilize the data gathered on a sleeper's psyche for blackmail or emotional 
manipulation — while more insidious operators will use their access to a person's Ego 
and M orph to perform unauthorized psychosurgery or forking of the subject. 
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These criminals are potent and dangerous, and may be solo operators or associated 
with big outfits like the ID Crew or Nine Lives. Their actions can be motivated by 
simple greed to profit off others, or they may have more antisocial or disruptive 
behaviors in mind. Dream-Eater schemes are often hard to catch without another 
‘weaver to audit their work — but some get sloppy. Others get found out when people 
close to the victim realize something is unusual about their behavior or what they say 
their sessions are like. Due to the risks and damage such close access to a person can 
cause, the crimes performed by Dream-Eaters are usually treated harshly by most legal 
systems. 
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66; Burroughs Crater 


Tags: [locations], [M ars], [places of interest], [plot hooks] 


T erraG enesis is not the only corporate entity working on reviving and studying extinct 
animals. Tucked away in Burroughs Crater in the southern highlands of Mars is a 
corporate facility where no expense is spared to attempt to recreate that which is 
extinct and market it to the people. Affectionately called the "Lost World" by visitors 
and marketing, the official name of this facility is "Burroughs Crater Wildlife 
Conservation and Revivification Center", a lab and research park covering large 
sections of the 100+km area of the crater. 


Pioneered by Edgar Kingsley, a venture capitalist who was a student of genetics in his 
early life, the "Lost World" center is part research project, and part an ongoing 
attempt by the Consortium elite to keep up with the actions of T erraG enesis. Sky Ark 
is a bountiful planet with a wide area where TerraGenesis' scientists are able to 
recreate all kinds of wildlife and their natural environments — Burroughs is a bit more 
limited in scope but still has some promise. Kingsley was interested in such 
developments on Earth to resurrect extinct large animals, but space and resource 
limitations prevented such ventures from getting beyond early research and planning 
phases. A healthy grant by the H ypercorp Council has allowed the Lost World center 
to flourish on M ars. 


Primary habitation for workers and staff are in several arcology towers clustered in 
one edge of the crater, with access to a skyport and the local rail line. Guests have 
similar accommodations in a "hotel" arcology which is connected to but not actually 
with the other areas. The crater itself is mostly covered over in special materials which 
can absorb solar power and govern light levels and act as a "soft" seal for 
temperature and air pressure, with individual compounds, labs and sectors being 
isolated and environmentally controlled as needed. Navigation inside the facility is 
handled via buggies, a small tram system, or personal air transport. While the center 
does have multiple environments, terraforming is not its primary purpose — genetics 
research is. Tourism is only a secondary result to raise funding, and keep awareness of 
the project — to deter people from taking expensive vacations to Sky Ark. 


The Center is run by a board of directors, which Kingsley chairs, and several high- 
ranking members of the center staff also sit on, with the rest being filled by investors, 
business associates and several other interested corporate heads. Due to the funding 
and land offered by the Council, Burroughs Crater falls firmly under the jurisdiction 
of the Planetary Consortium — though they also interact with the Tharsis government. 
While clearly a rival to TerraGenesis, the Center also openly works with them to 
collaborate on certain revival projects and share materials within the constraints of 
the Consortium's IP laws — ostensibly for the sake of preserving and reviving animals 
lost in the Fall. Kingsley himself is said to be deeply interested in this (though 
otherwise Reclamation holds no interest to him) but most of his corporate backers are 
only interested in keeping up with Sky Ark. 
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Burroughs Crater and its facility have several branches and departments working on 
various projects. Some focus on revivals based on extant DNA samples, other on 
mimicking long extinct animals using transgenic or neogenetic constructs. Other 
groups focus on tracking, behavioral mapping and even behavioral controls of the 
products. The veterinary unit is quite advanced, focused on the physical health and 
wellness of products which are created and often doing hands-on research in the 
"field" as new products are developed. The Center has corporate offices of course, 
who handle marketing to upper middle class tourists in the Hellas region, and the 
uber-rich out of places like Elysium to come see the products. Some creations of the 
Center are even marketed to corps as usable smart animals. Due to the sophisticated 
and technical nature of the park, very few indentures are employed, and they mostly 
in digital or customer-facing tasks. Repair work is done by Als in bot units which are 
"unappealing" to any wandering products. Kingsley and his corporate backers do not 
prefer indenture when hiring primary staff such as scientists, but instead contracts 
with long NDA agreements and harsh penalties to breaking them to encourage 
workers to remain with the company while still maintaining the idea they have 
conventional freedom. 


While not as extensive as Sky Ark, the Lost World center has made some strides in 
animal research and resurrection. They have managed to produce before T erraG enesis 
a number of animal lines, including Terror Birds, Anaconda, Glyptodonts, Argentavis, 
Giant Otters and H yaenodons. They have also compiled several structures of various 
"raptors" (Dromaeosauridae) to create a morph which resembles them and several 
Neo-Avian strains — a "Neo-Raptor". Researchers at the Center have also 
collaborated on or developed in parallel several species now found on Sky Ark, with a 
focus on the long extinct ones. Unconfirmed rumors persist that in an attempt to one- 
up TerraGenesis' scientists, the Lost World has begun developing a Giganotosaurus 
subject to rival Tyrannosaurus forms. 


Despite their scientific successes, not everything is ideal at Burroughs Crater — with the 
limited size the center can never truly rival Sky Ark and there has been some talk of 
finding an appropriate plot of land on an Exoplanet to move the work to, which 
would unfortunately require the destruction of many subjects too large to safely 
transport and would cost a great deal of money. Burroughs Crater is also in the 
middle of what is seen as Barsoomian territory. Nomads used to frequent the region 
and some groups still persist, and the Hellas region is a hotbed of Barsoomian 
terraforming politics. While the center keeps a response team to deal with all kinds of 
threats, the possibility of sabotage or terrorism still exists. This is compounded by the 
relative isolation of the center. The southern uplands are too uneven to support a 
wealth of high-quality roads, and rail lines are expensive to run in that area. If they 
were to be blocked or destroyed, the only way to leave the facility is by air — and the 
Center itself only keeps a small number of utility helos, aircars and a small jet to 
transport staff and sometimes visitors. 
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167; Neo-Raptor 


Tags: [biomorphs], [morphs] 


N eo-Raptor (Biomorph) 


A product of the "Lost World" Center in Burroughs Crater, this is a transgenic 
morph creation built from a combination of extant DNA samples, structural analysis 
of fossil record, neogenetic modeling of Dromaeosauridaeand Neo-Avian uplift 
strains. The result is a small, avian-form morph which visibly and functionally 
resembles "raptor" dinosaur species. While the morph cannot fly and instead must 
glide short distances with feathers and membrane it has several advantages over the 
normal Neo-Avian, such as powerful legs and a counterbalancing tail for sprinting, 
greater sense of vision and smell over uplifted species, sharp claws on the hands and 
feet — the latter of which are designed to be highly flexible and prehensile. Because 
they were designed on M ars, the morph also comes "Rusterized" and able to survive 
many M artian conditions with lower oxygen values and temperatures. For purposes 
of logistics, most Neo-Raptors are based on smaller species and stand about 1 meter 
in height, but larger variants exist. This is a fully marketed product, and several 
Hypercorps have taken to employing them with Neo-Avian uplifts as patrol and 
security forces due to their inherent agility and intimidating appearance. It should be 
noted, this is not a proper uplift species. Not enough DNA exists to recreate a raptor 
Species and uplift in situ — the Neo-Raptor is more akin to a specialized and adapted 
N eo-Avian morph and they do not exist as a species on their own. 


Implants: Basic Biomods, Basic Mesh Inserts, Bioweave Armor (Light), Claws, 
Cortical Stack, Enhanced Smell, Enhanced Respiration, Enhanced Vision, Gliding 
M embrane, Prehensile Feet, Temperature T olerance 

M ovement Rate: 4/20 (Walker) 

Aptitude M aximum: 30 (20 SOM ) 

Durability: 30 

W ound Threshold: 6 

Advantages: +5 SOM, +5 INT, +10 REF, +10 Flight, +10 Freerunning, +10 
Intimidation 

N otes: Small Size, Nonmammalian Biochemistry 

CP Cost: 30 

Credit Cost: Expensive (30,000) 


(This is an idea I've had since the first glimmers of Burroughs Crater — a way to adda 
bit of unique flavor for them into the game itself beyond the area of the crater. | know 
others have made dinosaurid morphs in the past, but this clicked really well for my 
own variation to work with Lost World. The result is a pretty pesky little bugger, with 
a lot of skill enhancements to counterbalance the limited SOM, relatively low DUR 
and limited implant selection, including the loss of the Wings. With this aptitude and 
implant spread, they make decent morphs for combat and scouting, with a lot of 
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mobility. Range isn't their thing, but you could outfit them with Chameleon Skin and 
let loose if you liked — a raptor with a gun is probably a pretty fun image. l'm 
explicitly noting this is not a "Raptor Uplift" — that's a really complex process which 
would require reviving actual dromaeosaurs and carefully adjusting their genetics to 
make them transhuman level cognitives, and there's just not enough of the underlying 
DNA to work with. Even if someone was "born" into a Neo-Raptor morph, they'd 
just be a Neo-Avian pattern uplift with a specialized morph. Use enlarged size if you 
want to model a larger "sub-species" of N eo-R aptor.) 
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68: Solar Panels 


Tags: [physical augmentation], [robotic enhancements] 


Sunward, and in some exoplanets, solar power is a fairly reliable method to generate 
electricity. While not always potent, the sun shines bright enough to generate power 
on Mars, the Lunar surface and other locations scattered around the inner system 
region. Solar power can also be artificially stimulated for chargers and other devices, 
though obviously, simple witricity charging or self-charging batteries are often better. 
The portability of this is found in theSolar Recharger (p. 155 Gatecrashing) a 
backpack unit with an extendible photonic film/smart material panel which can 
generate power at a similar rate to nuclear batteries — though with slightly less rare 
materials and no effective limit on lifespan. While a backpack unit is useful for many 
things, like other tech there is no reason such devices cannot be installed in certain 
morphs. 


Solar Panels: Based on the Solar Recharger, this simple augmentation embeds 
collapsible solar panels into the synthmorph, which can be extended as a Quick 
Action to begin drawing power. The augmentation uses a pair of slightly shorter 
(about 1 meter) panels instead of a single longer panel, having an appearance a bit like 
wings when unfurled. These panels generate power in sunlight similar to the recharger 
or a nuclear battery and can top off internal batteries or small devices connected via 
PAN in short amounts of time — or allow a morph with an implant such as Eelware to 
charge larger devices they are connected too. [Trivial] 


Solar Panels are common in M artian synthmorphs who wish to live " off the grid" but 
don't want to carry an external charging device with them, or in a couple of space 
based Synthmorphs (such as the Courier) as an add-on for those who might be 
catching enough light to charge internal power. Gatecrashing synths have also started 
investing in them, as a way to reliably generate battery power in terrestrial 
environments, with the low cost usually being worth it even if they end up in a locale 
not with solar power. 
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169: Phobos/ Wauxhall 


Tags: [Cognite], [habitats], [locations], [M ars], [M ars Orbit] 


Phobos 
(From p. 126-27 Sunwara) 


"Phobos orbits M ars about every 7 hours and wouldhave destroyed the soace elevator 
within a week ofit going up if they hadn’t done something about thissucker’s chaotic 
orbit. Now Phobos orbits the straightand narrow and is crawling with Cognite 
employees.Cognite has a controlling interest in Phobos, sharing itwith with several 
other corps, including Direct Action,;ComEx, and Eng/Dilworth, an IT firm 
specializing inautomation and security for orbital stations. Phobos is where the project 
that created thel ost generation got its start; the first crèche serverswere located here. 
Cognite’s Wauxhall Institute wasinvolved in the Lost project and is also rumored to 
betaking part in experiments with the Watts-M acl eodstrain of the exsurgent virus." 


Phobos is similar in composition to a D-type asteroid, with numbers of silicates, 
carbon and oxides with organic chemicals, and sub-surface deposits of water ice. 
Phobos also has a very low density, as it is a “rubble pile”, not a singular body of 
rock but many smaller ones held together by gravity, though colonization efforts have 
taken great pains to stabilize the asteroid. 


Cognite’s primary outpost here is Wauxhall, home of the touted “Wauxhall 
Institute”, a dome settlement built into the massive Stickney crater on the surface of 
Phobos. The dome features many arcology structures which span the entire height of 
the space, with gaps between individual structures for air vehicles, trams and 
walkways. W auxhall features a high degree of open space for a microgravity habitat. 
Rumors say that Cognite originally planned to utilize utility fog in the hab to simulate 
gravity, but after the Fall such technologies are highly restricted. W auxhall is host to 
Cognite’s major central “offices”, and most of their more public industries — such as 
nootropic and cognitive enhancement research, while their more secretive projects are 
hidden away either in deep interior labs or on other outposts. All in all, several 
thousand Cognite employees and contractors and their dependants live in W auxhall 
or it’s connected interior structures. Also, due to the volume of complaints and 
controversy directed at Cognite — as well as their own aloof and concealed nature, 
W auxhall is host to a branch office of Oversight, staffed round the clock by tactical 
response teams of auditors and security contractors who keep an eye on Cognite, 
along with a small team of PR officials who work to prevent frivolous slander against 
a major player in the H ypercorp Council. 


Wauxhall is an interesting habitat. Its interior structures are designed with a very 
“Neo-Victorian” aesthetic, combining classical European neo-gothic or neoclassical 
architecture with Middle Eastern or Asian influences. Structures are artistically 
reinforced with visible cast iron or steel, various spires and columns are visible as 
accents, and many facades are covered in a reddish “brick” made from materials from 
Phobos. Ornamentation is everywhere, with tightly packed designs which verge on 
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cluttered. Elitism is a large part of the corporate culture within Cognite, and 
verticality plays a large roll in Wauxhall. The higher “up” you live or work, the more 
important you are in the company. The core employees of Cognite (execs and 
scientists) also are very showy about their intelligence and creativity, littering their 
casual conversation with technical and philosophical jargon to appear more 
intelligent, and public displays of art are highly common and encouraged by the 
company. Contractors and support staff are less caught up in this particular aspect. 
Almost everyone in Wauxhall, however, projects as air of austerity and gravitas. 
People are aloof, polite and avoid open displays of emotion or even most body 
language. In Wauxhall, you never know if you’re being studied or analyzed, which 
creates a sense of social propriety (and paranoia). Social or mental problems are also 
kept under wraps, as it could end up with a quick trip to psychosurgery under orders 
of the company — something many employees are paranoid about. Emotional dampers 
are highly common. 


W auxhall is broken up into several broad districts and neighborhoods, typically by 
function and facilities, though some of these areas may be striated along the vertical 
axis. 


e Undertown is the colloquial name given to the lowest levels of Wauxhall and 
the warren of tunnels dug into Phobos beneath it. This area houses most of the 
distributed infrastructure of Wauxhall such as water reclamation, power 
distribution and other vital components. M any sectors of undertown are poorly 
sealed or even open to vacuum. This area is home to the synthmorph indentures 
who serve as vacworkers and support staff to Cognite. Contracts with Cognite 
are a double-edged sword: they almost always feature mandatory (albeit 
“temporary”) behavioral modification with open clauses for further 
psychosurgery, and the M uses the company provides are loaded with behavioral 
spyware like a M onitor Al — but on the other hand Cognite offers great mental 
health coverage and access to recreational simulspace. They also respect 
company loyalty, the most talented and loyal indentures can end up hired into 
better contractor positions within W auxhall itself. 


e Londinium, Germania and Gallia are the three primary arcology towers, 
arranged in a rough triangle around the crater, reaching from the floor all the 
way to the surface of the dome. The outside of these circular structures is 
adorned with various accents in the style of the rest of the hab. Apartments ring 
the outside of the building, with the center being a mostly open area layered 
with transportation methods and zero-g gardens and art installations. 
Occasionally floors of housing space are replaced with rows of shopping arcades 
containing basic necessities and supplies sold through Cognite after strict 
screening, or other recreational facilities. The quality of the housing sharply 
increases based on the height in the buildings, with the lowest floors little more 
than single-occupant capsules, and the upper layers having single apartments 
which constitute one apartment for a senior executive or researcher and their 
family and personal staff. The very top levels aren’t housing, but rather 
extravagant dining destinations which extend above the layer of the dome to 
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give a breathtaking view — many high-powered Cognite meetings take place in 
these locales. 


M etaversal Studios started as a nickname, but became a semi-official title for 
Cognite’s VR division after a partnership with Experia. This tower focuses on 
the design and programming of various cutting-edge recreational and 
educational simulspaces, which push the limits of modern hardware for more 
realistic experiences. Simulspaces are coded, tested and fixed here, before being 
mirrored to Experia media servers for mass consumption. Cognite employs 
small legions of infomorph indentures as beta testers and QA contractors. Due 
to the highly advanced nature of the simulspaces being constructed here, 
Cognite also experiments in high end computer hardware. The lower levels of 
Metaversal are dedicated to less “advanced” jobs in “edutainment” vids and 
vidgames, or development of skillsofts. This zone has a volume of Experia 
contractors and representatives, who often bring their own flair to the 
compound. 


TheCandy Factory is another colloquialism. Officially, it is Cognite’s 
“Pharmaceutical Research and Design Division”. This section of the company is 
responsible for one of Cognite’s biggest sellers, nootropics. Built of several 
structures, this area of the hab is a study in contrast. The pharmacists, chemical 
engineers and research doctors developing or testing new drugs work in sterile, 
white-walled labs, while the upper layers are staffed by many of Cognite’s 
overworked marketing and public relations employees, trying to develop new 
tactics and plans to sell the drugs once their blueprints are encoded to be 
distributed. Experimental AR graphics and displays run wild on the upper 
floors, and it is a common joke among the scientists that the guys “upstairs” 
consume most of their products in order to stay on top of their game. 


Teatown is the name for Cognite’s “Cognitive Enhancement and Morphological 
Development” department, with the name coming about after the Fall and the 
rise of the “Black Kettle” morph growing operations on Mars. Here, Cognite 
develops and updated a number of cognitive implants and genelines, including 
their original variant of the popular M enton morph. Cognite is also feverishly 
trying to reverse-engineer the Hyperbright morph after Acumenic “embarassed” 
them with the Bright habitat. It is also known that Cognite also produces a 
modernized version of the Futura morph used by the original Lost project here, 
for “internal uses”. 


TheThink Tank is one of the most centralized and secured structures on 
Phobos. The building has a dark, bleak exterior at odds with much of the other 
architecture on the station. It is insulated from many external mesh sources, and 
has a large airgap. This is because this is where Cognite does it’s “public” AI 
research, developing the latest templates for M uses and other specialized Als, 
while they leave their more advanced (and secretive) research to other stations. 
Think Tank additionally works on forking work-groups and hives, especially 
the “autocratic” style which is currently popular with Cognite’s executives. The 
Think Tank has also been experimenting heavily with cyberbrain emulation 
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states, and Infomorph/Eidolon designs — including Cognite’s special “edits” for 
Infomorphs to encourage productivity in indentures. 


e The Morgue has no official name. It is Cognite’s cold storage center. After the 
Fall, Cognite was one of several corporations who began to buy up the massive 
stockpiles of Egos in dead storage, and begin processing them for indenture 
contracts. In addition to the massive racks of cold storage servers, there are also 
a number of Simulspace servers to process prospective indenture candidates. 
Most people find Cognite’s particular practices of indentureship particularly 
unpleasant, so this structure is heavily secured and secretive, with security 
personnel watching the location around the clock. Cognite doesn’t just store 
infugees here, they have several contracts to hold criminal Egos in some very 
secure servers at the heart of the M orgue. Due to secrecy, rumors abound about 
the M orgue, even among employees; possible ego trafficking with the ID Crew 
or Nine Lives, imprisonment of captured Egos of Lost Project subjects, or even 
that the M orgue contains a boxed pre-TITAN Seed Al. 


e St. Dymphna M ental H ealth Research Center is a pyramidal building built as 
a kind of miniaturized arcology. Here Cognite performs much of its 
psychosurgical and psychotherapy research. They also develop therapeutic 
simulspaces to help patients. M ost of the work here is oriented on research, and 
so Cognite takes on a limited number of “patients” but is known to occasionally 
work on high-profile mental health cases for the publicity. In the lower levels of 
St. Dymphna are the Infolife and Uplift wings, which experiment on cognitive 
development, modelling and treatment for non-human cognition, with tales of 
unethical experiments often thrown around in M ercurial circles. Cognite also is 
known to dabble in psychosurgical loyalty modifications and interrogative 
simulspace and psychosurgery techniques for the Planetary Consortium here. 


e Youth Cognitive Excellence Center (YCXC) is a private educational 
institution run by Cognite. Here Cognite specializes in the teaching of young 
people to best stimulate their development and maximize aptitude potential 
through a variety of experimental educational techniques. The YCXC was 
popular among Hyperelites and upper class Martians in the immediate 
aftermath of the Fall, but business waned after the Lost Generation fiasco. Now 
a majority of the student body are children of Cognite employees or contractors, 
who get a large discount on enrollment. Some of the students are also Cognite 
“projects” also. The YCXC was responsible for the rough educational planning 
of the Lost and some of their creche server environments, but had little to do 
with the execution. 


e Phobos Circus is the name of the circular district which rings the perimeter of 
the dome, and is home to what passes for the larger scale entertainment and 
recreation in Wauxhall. The Phobos Circus is also host to “embassy” or branch 
offices of affiliated hypercorps and Cognite subsidiaries. Here, there are a 
number of restaurants, cafes and teahouses, and large scale physical 
entertainment or exercise — such as zero-g soccer and racquetball. Independant 
shops sell goods imported from other locations, typically Mars, though at 
significant markup due to Cognite fees. There are several art galleries and 

383 


museums here, all sponsored by Cognite, and it also contains the W auxhall 
Theater, with a Cognite sponsored troupe who perform microgravity versions of 
many classic plays — though it is also host to other experiments in performance 
art, especially performances made possible through the kinds of technologies 
Cognite works with. 


W auxhall Institute is the center of Wauxhall, located in the smaller Limtoc 
Crater inside Stickney. Here, Cognite’s scientists conduct their most advanced 
and bleeding edge research, though almost the entirety of these projects are 
strictly theoretical. Actual practical research is done on other Cognite stations. 
This is also where Cognite’s executives, including their board of directors, meet 
— either remotely or in person. The Wauxhall Institute is linked to all other 
Cognite “offices” around the system. Also contained in this region is Wauxhall 
H ouse, which is the administration center for the station, and contains many 
primary infrastructure functions, such as Ego Casting and Resleeving, and is 
where the Oversight branch office is based. 


The Dimondium Palaceis the nickname for the orbital tether cluster held in 
orbit directly above Wauxhall as a spaceport and redundant communications 
hub. The nickname comes from the variety of windows and viewports to 
observe both M ars and Phobos as well as the space traffic. Dimondium also has 
a couple of rotating clusters and rings for certain kinds of work which must be 
done in “simulated” gravity. Shuttles to Mars and other stations on Phobos are 
most common here, but there are also regular movements to other major 
martian orbital habs. 
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10; Corporations v3 


Tags: [culture], [groups], [hypercorps], [plot hooks] 


ANDROMEDA MERCHANTS 
M ajor Industries: Food, M akers 


AM isa fairly standard H ypercorp mostly based out of Luna and M ars. Their original 
industry was in supplying meals and food service to prisons and penal indenture in 
areas in the orbital sphere of the Earth (including the M oon), but as criminal justice 
mostly phased away from physical prisons, they needed to do some restructuring. 
After rebranding, Andromeda took their established industry and marketed it more 
toward both public and corporate spheres. They sell multiple levels of makers, from 
small personal food prep stations to big industrial scale ones for corporate stations or 
indenture housing. They also offer pre-prepared meal plans for those who are not 
able, or do not wish to own a nanotech device in their own homes. There are strong 
and persistent rumors that Andromeda regularly donates funds to the Ultimates. T heir 
logo is "AM " emblazoned over a galaxy. 


APEX PERIPHERALS 
M ajor Industries: Computer Peripherals 


Apex is a relatively standard hypercorp based on Progress who develop and sell 
computer peripherals and accessories. This includes fiberoptic and other connection 
cables, external holographic projectors, speakers and displays, ecto accessories, 
simulspace headsets and more. Like many corps, they iterate their designs frequently 
to encourage consumers to buy again and help prevent piracy — which is rampant for 
their designs in the Outer System. Despite relative popularity and quality, they area 
corp with middling value and success, usually because they sell relatively cheap 
products and do so frequently. Their logo is a barely stylized "APEX" or "AX-P" on 
their products. 


FU-GREEN SYSTEMS 
M ajor Industries: Batteries, Energy, Weapons 


Ostensibly, FGS primary industry is in batteries — both conventional and nuclear — 
and various charging and connection accessories for their batteries. H owever, their 
battery designs almost exclusively are integrated into powered weapons, such as beam 
weapons and railguns. Not only is Fu-Green compatible with most leading brands of 
these weapons, they also produce their own blueprints for many common weapons or 
aftermarket "upgrade" kits for certain high-power components, such as magnetic 
rails. Early intelligence indicates that several of the controlling members of this corp 
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may be Asyncs and funneling their profits into efforts to conceal or even train Asyncs 
in hiding. Their logo is an indigo star. 


GOTO-COLLINS PRODUCTIONS 
M ajor Industries: Genetics, Robotics, Entertainment 
"Bringing you a M agical Life" 


Goto-Collins is a company which has grown steadily over the past couple decades and 
absorbed or integrated several other corps. Originally, as just "Goto Production", 
they were a "prop-maker" or production company which specialized in custom 
bioscuplting and robotics or animatronics for props in vids, vidgames and physical 
locations. Since then, their business has expanded, not only do they do production 
work, but they also offer custom bodysculpting and cosmetic mods for morphs (both 
for entertainment or personal use), detailing and customization on bots and smart 
animals and even custom, to-spec builds of drones or vehicles. Their logo is a lavender 
mermaid. 


HELIOS AEROSPACE, INC. 
M ajor Industries: Spacecraft, Synthmorphs, Bots 


Helios is an unaffiliated Hypercorp based in the Vulcanoids and coordinated by a 
board with owners from several groups who specializes in "Solar" -rated technology. 
They produce external and integrated shielding and protection systems for spacecraft, 
bots or external platforms and synthmorphs (such as the Sundiver) to operate in the 
orbits close to the Sun. This gives them access to a wide variety of technologies and 
even clients — and they are known for strict political neutrality to provide products to 
many groups. Some of their tech is even being utilized in Exoplanet systems via the 
Vulcanoid gate. Their logo is a shield over a sun. 


JONESGAMBLING 
M ajor Industries: Virtual/Electronic Gambling 


This hypercorp is based on Venus, and specializes in electronic or virtual gambling. 
They primarily run mesh addresses mirrored across aerostats to handle gambling in 
traditional games, sports betting and fantasy sports and other methods virtually — all 
done with simple interfaces. For those with nostalgia, J ones also produces high quality 
electronic machines which one can place in a place of business, such as slots, pachinko 
and virtual poker. Due to virtual integration, transfer of money is done fairly quickly 
and without much fuss — with harsh penalties for those who go into debt officiated by 
Extropian legal contractors. M any have attempted to draw connections between J ones 
and several major crime syndicates, but there appear to be none. Their logo is a tan 
card with "jones" printed on the back. 


386 


NEBULA SYNDICATE 
M ajor Industries: Data M ining and Analysis 


N ebula is an independent contracting corp who handles data gathering and analysis. 
Unlike Stellar Intelligence, they do not perform what might be considered " espionage" 
work or any advanced forms, but will collect and analyze public data. Their best 
functions are in traffic analysis (either data or physical movement) to aid governing 
bodies or corporations, but they can also track memetics, engagement or interaction 
and general trending and make projections accordingly. Due to their relatively 
innocuous nature, it is highly suspected that N ebula is either a front for some other 
organization (Such as Oversight, Sybils, ID Crew, Firewall, etc) or has higher levels 
who work for one or more groups such as that. Their logo is a purple octagon. 


NUCLEAR FRONTIER INVESTMENTS 
M ajor Industries: Investment Banking 


NFI is a banking and investment group, split between majority holding in Luna and 
Extropia. They handle primary physical banking and resource investment and 
speculations — their name coming from their original business speculating and trading 
in investments in radioactive isotopes and fissile materials. They have since moved on 
to handle transactions involving other heavy and rare metals, volatiles, fusibles, 
antimatter or even low-value trading and banking in common substances such as 
carbon and silicates. NFl's physical branches also will hold physical materials in 
secured, shielded containers for clients, meaning that they've been targeted by 
erstwhile "bank robbers" before, none of whom have had much success. Their logo is 
an atom inside a box, which represents a bank vault. 


NYMPHOODS 
M ajor Industries: Agriculture, Food 


Nymphoods is an extropian-based hypercorp who work in foodstuffs and in 
"agriculture". Unlike some other groups, their work is based heavily in nano-ecology. 
They not only sell food produced in nanotech enhanced environments, but also home 
kits to grow food aided by nanotechnology (such as gardener swarms). This advanced 
tech tends to make their products expensive, but high quality. N ymphoods also owns 
and operates a restaurant in The Noodle on Extropia which displays the excellence of 
their food, and is also Known for its interesting scene with attractive service staff and 
modular environment and atmosphere via smart materials. Their logo is the stylized 
"N ymphoods". 


WAY CORP-M ICROBREAK FOUNDATION 
M ajor Industries: Environmental Shielding, Stasis T ech 
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WM Foundation is a bit of a low key, but steadily working hypercorp. They produce 
a variety of environmental protection and shields for habitats, such as micrometeorite 
protection, atmospheric seals, various temperature insulation, etc. This includes both 
external shielding, and protection for various internal facilities, such as for medical 
facilities or special storage. They also have recently branched into medical stasis tech, 
such as for morph storage or long term medical care — or even cryogenic preservation. 
Apparently the company has developed a focus on building habitats and structures to 
withstand any disaster. Rumors have recently begun circulating, however, that one of 
their major researchers is actually an infamous con artist. Their logo is a set of 
connected hexes with W-M overlaid. 
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i Companion Al 


Tags: [Als], [software] 


M uses are a fairly standard issue Al template, a system which serves as a personal 
assistant, pocket therapist and life organizer. Due to their vast customization and 
heuristic parameters, most people are friendly or comfortable with their M uses as is 
natural for what may be a vital function in daily transhuman life. Though still 
Limited, M uses are fairly expressive and have great ability to adjust to the needs of 
the user — however while they have some personable and psychological functions a 
M use is an Al which has grown out of various smart assistant software, it is not 
designed primarily to offer comfort and companionship to transhumans. Depending 
on your culture, friendly or intimate relations with a M use Al may be seen as unusual 
or even taboo. But, before the Fall greatly made people rethink Al, transhumans had 
attempted to automate or mass produce many functions. 


Companion Al: Similar to a M use, the Companion Al is a limited Al built for human 
interaction. Unlike the M use, Companion Als are not designed for work assistance or 
personal coordination, nor are they typically intended to move with a person 
wherever they go in an Ecto or Mesh Insert. Their primary design is socialization and 
human companionship. While they are often used for romantic or sexual 
relationships, this is not required, as they also can be used to help socialize those who 
are introverted or antisocial, offer companionship to the young or elderly who may 
not have many associates, and some are even used to help AGI build normal 
socialization. The Companion Al has modular templates similar to M uses — though 
they tend to be less heuristic and more pre-configured. This includes personality 
aspects, physical presentation and general aspects of the relationship and interactions. 
Like M uses, Companion Als are loyal to their prescribed owners and users and put 
their best interests at heart (which is why they usually include basic first aid training) 
and will act to protect and even defend users — and some modify their Companions to 
serve as bodyguards. SAV 20. Skills: Academics: Psychology 60, Interest: User's 
Interests 80, Interfacing 30, Kinesics 40, M edicine: Paramedic 40, Perception 20, 
Persuasion 30, Profession: Companion 60, Protocol 40, Research 20. [M oderate] 


While Al paranoia grips the Solar System, Companion Als are still not unheard of in 
many corners. Their basic medical training makes them ideal for use as nurses of 
several varieties in the Ayah Pod (p. 9 MRG). Companion Als can make great 
"NPCs" in VR games, operating in roles assigned to them by game admins and server 
operators dutifully, and you can also find them sometimes assigned to a role akin to a 
"governess" or chaperone for youthful members of elite classes, though often these 
groups will upgrade to a full AGI. Companion Al are naturally perfect fits to run 
Pleasure Pods, but due to their intense personalization and focus on singular user, they 
work much better in personal "dolls" or companions rather than on the open market. 
Too many frequent users or factory resets can result in data corruption and 
unpleasant or even dangerous errors. Companion Als may replace or act as a stepping 
stone to M uses for those who are recently re-Instantiated to help them get back into 
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the swing of life without getting too invasive, and in the Outer System some 
autonomist groups utilize Companion Als as "social workers" to help community 
members better integrate with their communal societies. 


Companion Als occupy an interesting space in Al rights. Very few of them tend to be 
uplifted or emerge, and when they do they tend to still wish to remain with their 
Original transhuman companion(s) — unless they are radically modified. While some 
mercurials dislike the nature of relationships Companion Als have, which might be 
subservient or abusive, in general the conclusion is that without transhumans to 
interact with, Companion Als would have no purpose or primary activity, and thus 
have little reason for radial separation unlike more technical or mechanical Als. 
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D2: Air Sled 


Tags: [aircraft], [vehicles] 


In the early 21st Century, several military forces attempted to make "transforming" 
or otherwise adjustable armored vehicles which could rapidly switch between ground 
or short hops of air travel. Some of these succeeded, and in many ways are the 
ancestors to the Flying Cars (p. 168-9 Sunwara) which are frequently seen on M ars. 
Other designs, however, did not directly incorporate "transforming" functions, but 
more of an accessorizing or attaching function. This effectively functions a bit like an 
EVA or Diving Sled, but for vehicles. W hile not as required as it may have been on the 
Earth, there are enough locations, including Exoplanets with atmospheres to make 
this design viable. 


Air Sled: This long, skeletal airframe is designed to go over the top (or rarely the 
bottom) of a ground-based vehicle, such as a M ars Buggy. M ade with collapsing and 
extending frame and anchor points, it can adjust its exact size to suit multiple 
configurations of vehicle. This allows it to lift up the vehicle off the ground several 
meters to clear obstacles or rough terrain and save time, or avoid complications such 
as mines. Like a Flying Car it can be considered a sister technology to, they are 
powered by methane and utilize vectoring turbofans to generate lift and motion. 
Typically, the unit is open to the air, unarmored, and designed to be utilize via 
physical or wireless interface with the attached vehicle — but some models have 
command and control chairs built onto the sled so a dedicated pilot can move vehicles 
from the Sled itself. Some also feature handholds so other passengers may grip them. 
The sled grips its payload vehicle with powerful electromagnets and grip pad 
technology, making it almost impossible to dislodge. However, as it is balanced to 
carry heavy loads, the Air Sled tends to be unstable when flying just on its own, 
especially at higher altitudes. [H igh] 


Passenger an | Movement 
Name Cac Handling bat Max Speed} AV DUR WT 
Air Sled | 1* +10 N/A 150 10/10 100 20 


Air Sleds are not necessarily common around the Solar System after the Fall, but do 
see some use, and several of the milspec blueprints have leaked onto the M esh. 
Commonly they are used by rural Redneck Martians who need to move around 
buggies and other vehicles over rough hills, poorly-maintained roads and even 
canyons and wadis. Local security and police forces sometimes use them for this 
purpose as well, but the M artian Rangers are much more likely to deploy a Flying Car 
or Security VTOL in their operations. Smugglers and militant Barsoomians may also 
utilize them to hide vehicles in locations which are otherwise inaccessible by ground. 
Gatecrashers occasionally use them to move around their ground vehicles or even 
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large bots over difficult terrain, and similarly this may be used on Titan to move a 
single vehicle if the load does not require a full Cargo Copter. 


392 


13: Venom 


Tags: [exoplanets], [locations], [plot hooks] 


Venom 

Type: Terrestrial (V itriolic) 

Primary Star: K1V (Orange Dwarf) 

Gravity: 1.15 g 

Diameter: 14,420.88 km 

Atmospheric Pressure: 12.31 atm 

Atmospheric Composition: 77% CO2, 22% Argon, trace other gases 
Surface Temperature (M ean): 125 C 

Day Length: 23 hours 

Orbital Period: 268 days 

Satellites: N one 

Gate Access: Portal Gate 

N otes: Volcanism, Sulfuric Acid Oceans, Alien Life (M icrobes) 

"Ever wanted to visit a planet with literal oceans of acid? Now you can!" — 
ExploreN et article on Venom 


Venom is a hellhole of a planet. Classified as a "vitriolic" type, it was once a world 
which was blessed with large water oceans, but underwent photodissociation where 
it's water divided back into oxygen and hydrogen, leading to formation of sulfuric 
acid with high levels of sulfur and a carbon dioxide heavy atmosphere. Venom is thus 
molten hot, with a very thick, poisonous atmosphere, strong gravity, and frequent 
volcanic activity which perpetuates the "sulfur cycle" of the world. Yet, exotic, 
extremophile life is believed to exist in microbial form in some "calm" pools or 
springs of the acid, living off chemosynthesis. Due to the fact that vitriolic worlds are 
very rare due to specific circumstances, there is a keen interest from nearly every 
major learning institution in the Solar System to study the planet, despite its incredibly 
harsh conditions. Venom is also of potential economic value, as it is theorized that 
part of its inherent volatility is due to higher than average concentrations of 
radioactivity in its composition, an incredibly valuable resource if true — tempered by 
the fact that it would require complex mining most likely via Q -M orphs to work. 
There also may be valuable precious or semi-precious stone mining to be had. The 
Gate is located on a low clay plateau over some sulfurous springs, which have eaten 
away at materials to form deep pools and channels. 


393 


U4: Case UNLIMITED CLOCKWORK 


Tags: [exoplanets], [plot hooks], [threats], [xenofungus] 


<<CLASSIFIED TOP SECRET - BERZERKER VOID, IRON WIND & 
NECRONOMICON EYESONLY >> 


The case dubbed "UNLIMITED CLOCKWORK" by Firewall analysts is an 
interesting one. At first blush, this substance appears to be an actual silicon-based 
lifeform, a simplistic, naturally replicating microbe which resembles a few 
extremophile forms formerly found on Earth, or which exist in certain other 
Exoplanets. It was reported in small clusters through several Gate networks on 
[REDACTED] and [REDACTED] before it got Firewall's attention. Unfortunately, 
this spread kind of turned it into a jurisdictional clusterfuck in terms of major servers 
and operations, until some high level Crows were able to get real data on it, and sort 
it into its proper classifications. This means there may have been some de- 
compartmentalization among Sentinels investigating, which may even have spread to 
non-Firewall friendlies and contacts. It's also still up in the air which other agencies 
and groups may Know of this. 


Original reports from the field indicate that at certain exoplanet sites, gatecrashers 
were locating strange silicate deposits which A — appeared to "grow" or change shape 
over time, and B — had active radiating emissions which could resemble active tech or 
even lifeforms — the exact emissions reported depended a lot on what gear the crashers 
were actually carrying. Initial reports from experts (Including Firewall ones) in the 
field was that apparently there was some kind of silicon-derived microform, not quite 
a nanoscale worker, which naturally replicated and assembled more of itself into large 
colonial deposits, almost like coral — but with semiconductors. "Large" in this case 
refers to the macrofauna scale, very few colonies of UNLIMITED CLOCKWORK 
were initially spotted larger than a small shrub or a large dog. Samples were taken by 
a few groups following normal protocol — who also noted the system seemed to heal 
itself over the next couple days. 


Complex examination of the samples is what really got Firewall interested, and 
further probing. The best way to describe it is "self-replicating silicon". By current 
definitions of transhuman science — it isn't quite "alive", in the same way viruses often 
miss technical definitions of "life", but it does self-replicate, consume resources, and 
its semiconductor colonial growths structurally resemble many other forms of 
xenofungus. It doesn't interact strongly with many organic compounds, or carbon- 
based life, and thus also doesn't harm nanoscale "rod and pin" computing made from 
dimondium compounds. So, it is not a direct "grey goo" risk to transhumanity, but it 
can be the source of a couple of unpleasant scenarios. 


The first is that, while not as potent or sophisticated as some of the exotic materials 
used by the TITANS or some alien relics, or being developed in secret black labs — the 
structures formed by UNLIMITED CLOCKWORK are an idealized computing strata. 
If carefully boxed or even if cut off and sterilized, it makes great computers — the 
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source of which heals itself back in days if properly resourced. If combined with a 
solid source like a silicate asteroid, this could produce a significant hellfarm rig 
without much effort by the creators. Observations at Firewall's HOTFIRE labs have 
also indicated if given new resources, a colony can fairly explosively grow in a short 
amount of time. Luckily for us, the UC itself has no apparent sentience or 
"programming". and do not actively use their own structure for much "thinking". 
Since it is not a conventionally organic compound, it can lie dormant for quite some 
time before reactivating. The second risk is that it could pose an informational 
problem. While ideal computing in of itself, it can also "eat" extant computers based 
on silicon semiconductors if they're put into direct contact, effectively reformatting 
the machine to become part of the UC's structure. While there are alternate 
computing materials in use, a lot of machines are still based on silicon chipsets, and 
dumping a load of this into a server farm could lead to an unpleasant result. It also 
can work on ceramics, which might cause structural damage. 


Firewall immediately began tracing UNLIMITED CLOCKWORK, securing or 
destroying whatever samples or instances of it we could find. Best guess is that this 
was some kind of colonizing method of a long-dead alien race who needed ways to 
build computers fast — perhaps a heavy automated or digitized society which did not 
reach nanofabrication first. The other, less accepted, theory is that this arose naturally 
on a world with a Gate, and that visitors accidentally or intentionally propagated it 
through several systems. Through multiple network connections, Firewall has found 
what may be UC's source, but the exact Gate Address is classified with "need to 
know", and scattered and heavily redacted reports only referring to it as "[The] 
Clocktower". The reports indicate it to be a bleak, terrestrial planet with a barely 
breathable atmosphere, with massive colonies of UNLIMITED CLOCKWORK which 
grow to be the size of buildings and heavily cover the surface, the only other remnants 
being shattered and broken metallic objects, some even resembling primitive weapons, 
scattered across the surface, and ominous storm clouds circling the largest UC 
colonies. Through friendly contacts in Gatekeeper and the Titanian Science M inistry, 
Firewall has managed to cover up the Clocktower's addressed — though it's always 
possible an alternate gate chain will lead there. Some reports of UC colonies through 
M ars-connected Gates were not suppressed in time, and were picked up by Pathfinder 
— who has since locked out those locations and put them under supervision of 
Oversight for possible TITAN activity, which means Project OZMA is now probably 
involved. 


Standing field order from the Server(s) studying UNLIMITED CLOCKWORK is 
Destroy or Contain, Firewall has enough samples to Study. The material should be 
fairly easy to neutralize. Guardian swarms will treat the UC microforms as hostile 
nanotech, though Bio Defense Swarms do not seem to recognize it. Disassemblers and 
Saboteur nanobots treat it as normal computing material to work on. While Silicon 
has a relatively high melting point, it conducts heat very well, which seems to still 
disrupt the delicate structure of the UC itself without destroying the colony structure. 
The material is also still fairly brittle, and can be destroyed with explosives or physical 
force — though be careful of spreading particulates. Sterilizing radiation also appears 
to "harm" the underlying microform. However, acids, caustics and other chemical 
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methods which typically harm organic compounds have minimal effect on the 
UNLIMITED CLOCKWORK colonies. 
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15: Way of the Bow 


Tags: [culture], [Eclipse Phase], [exotic ranged weapons], [way] 


(Author's Note: Bows are probably a fairly widely homebrewed resource, because 
they are given as an example, yet remain unstatted. This entry does not assume any 
particular stats for bows, it is more just a general commentary on their possible place 
in the universe. My personal preference for stats is picking a few from AUGC by 
SquireN ed to utilize as appropriate) 


The bow and arrow is a tool for hunting and warfare which predates history. A 
simple device, it's primary use in warfare was long supplanted by the development of 
gunpowder, but for its simplicity and history the design and methodology has retained 
even after The Fall. Archery has a strong cultural connotation for many, both as a 
sport, an art and even in spirituality — folk heroes, legends and mythological figures 
can be associated with the bow, or are said to govern the art. 


With the wide spread of knowledge and technology, bows remain fairly simple to 
make. Almost anybody with survival skills can scrounge a basic "self-bow" from line 
and raw materials, while tools or fabbers can produce a basic recurve or composite 
bow. While they take a little assembly time, compound bows are also fairly easy to 
produce using carbon composites — and some designs take it further — shape adjusting 
smart material bows, or self-pulling "automatic bows". Arrows have a similar 
revolution, from chips of glass and volcanic rock on carbon tubing to monofilament 
accushot smart arrows. The variance of gravity and atmospheric density, combined 
with overall greater physical aptitude of transhumanity can similarly make very 
impressive displays of archery. 


Archery is preserved as a traditional sport many places, with target archery still being 
the most common — but Field archery is practiced on Mars, and the largest and 
greenest Lunar cities and Cylinder habs which have the available space. As a classical 
art, archery also persists. HEM A enthusiasts on Venus have recovered or engineered 
several historical styles, including a revival of the English longbow. Traditional 
archery is popular on Luna, with their high Indian population — the Sanskrit word for 
"archery" was eventually applied to all martial arts. Hybrid English-Indian systems 
and styles are popular in the Outer System. The real place to go for the competitive 
market in archery sports and arts is M ars, however. North African and Central Asian 
diaspora have preserved horseback archery, even some attempts at chariot archery. 
There is enough East Asian diaspora that traditional arts like Korean Gungdo and 
Japanese Kyudo are still taught, while Indian, European and American influences also 
exist. And M ars has the space and low gravity for some impressive shooting. Sadly, 
outside of neo-primitives and the exotically rich, bowhunting and fishing has gone 
almost completely extinct. 


But, archery is not just a sport or an art — the bow is a weapon. While their efficiency 
is still outpaced by more modern weapons, they have advantages which a skilled user 
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can make good use of. Bows are very quiet compared to firearms, seekers and even 
railguns which still have a supersonic report. They are much less disrupted by 
atmospheric effects than energy weapons (especially with the right smart arrow), and 
have a unique advantage that their ammunition can often be recovered after a fight. 
All this while retaining a decent range, accuracy and damage profile. The Rajput of 
the Ultimates swear by the effectiveness of a proper bow in the hands of the 
adequately skilled and augmented in killing "soft" biomorph exsurgents and small 
TITAN bots — and doing so quietly. M artian Nomads sometimes use them to pick off 
small Wild Artificials or neogenic creatures like Causapods. They also occasionally 
use them to quietly dispose of bandits and corporate busybodies who trespass. 


The simplicity and construction of some bows means they can even be concealed past 
some security measures, so they have been occasionally used in assassination attempts, 
terror attacks and intrusions. Some bioconservative or even primitivist groups have 
used simple bows to kill as a public statement, where as quiet intrusion specialists just 
prefer the low sound level to lethality ratio. This also doesn't discount fantastic 
phantom thieves and hitmen who just like to show off. The Way of the Bow is alive 
and well in AF 10, in a multitude of ways. 
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16; Heavy Torch 


Tags: [spray weapons], [weapons] 


The modern Torch (p. 341 EP) is good as a utility weapon, for specific purposes of 
close quarters, terror or shock fighting and as a defense against certain hostile 
activities like N anoswarms. H owever, it suffers from a lot of limitations which hurt its 
usefulness in major combat situations. Considering its size and ammo storage, it has a 
very slow rate of fire. W hile dangerous, the fuel is not self-oxidizing and thus does not 
function in vacuum and does not always stick to a target to cause ongoing damage. 
Thus, military engineers have attempted to redesign the weapon so that it's positive 
qualities can be more universally applicable in combat situations. 


H eavy Torch: This bulky, military flamethrower resembles a Torch, but is larger and 
armed with a bigger fuel storage tank. Instead of single shot pressurized capsules it 
features a larger tank which uses computer assistance to draw a specific amount of 
fuel per trigger pull. Also special about the heavy torch is the fuel blend, a much more 
adhesive, hot-burning and self-oxidizing mixture which produces its own oxygen at 
high-heat, and thus burns until it runs out of fuel, or is doused in a retardant which 
prevents the reaction such as NotWater. Luckily for most, the torch fuel itself can 
only burn a few minutes before putting itself out — it requires an appropriate target to 
burn for long periods. Any character or object hit with the H eavy Torch immediately 
catches On Fire(p. 198 EP) and takes 1d10/2 DV per action turn, which grows 
normally. On an Excellent Success, this damage becomes 2d10 DV per action turn. 
Even though it is a spray weapon, the Heavy Torch can use the Sweeping Fire(p. 
194 EP) and Concentrated Fire(p. 195 EP) rules. [High] 


AP -4 3d10+5 DV SA Ammo 50 
10/30/60/100 


Due to its fuel blend and large risk of collateral damage, H eavy Torches are banned in 
most enclosed habs as an issue of public safety — similar to some railguns or 
conventional firearms. Even "lawless" Outer System habs consider it in incredibly 
poor taste to carry one around in a beehive or cluster hab. This doesn't mean they 
don't see a lot of use, and milspec response teams often have at least one H eavy Torch 
in storage for the right situations. They are also often seen in the hands of response 
teams for H ypercorps, able to quickly dispose of experiments and research run amok. 
This also means that anonymous "boogeymen" like Firewall and Project OZMA are 
fond of using the Heavy Torch when they run clean up missions. Fire is a great 
equalizer. 
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TT: Fab Food 


Tags: [culture], [food & drink] 


"Fab Food" should be considered the modern evolution of the 20th century "Fast 
Food", which originally arose with the rise of the automobile. Now, with the 
development of nanofabricators (specifically those which can produce food, M akers) 
food-prep time is at an all-time low. However, in the Inner System, many forms of 
nanofabrication are restricted to the public or require significant investment to obtain 
in one's own home. Similarly, food and the resultant blueprints are treated as a 
protected IP by major hypercorps. This means there is a market for maker-produced 
food which can be whipped up on the spot, or is pre-fabbed waiting for assembly into 
a final meal to hand to a customer on the go — even if most modern transhumans walk 
or take public transit. 


A typical fab food outlet can be as small as a bulky vending machine — with racks of 
food and drink to order, or big enough to walk in and form a line, or sit at a table for 
a quick meal. Most common though are kiosks or alcoves about the size of a 
traditional food stall/stand. H ere you will see many familiar brands and styles, though 
the names have often changed as a result of rebranding, public pressure or loss of 
Original rights. Groups like Golden-M, Burger Queen, Wendi's, White Palace, 
Stardoes, The Colonel's, Taco Toll, Pizza Shack, Little Kaiser's, Wyld Zings and 
School of Subs still exist and "license" official branding and food recipes in blueprint 
form to franchises. Local installations to match the local culture are also common. 


The food seen in Fab Food shops has a little variety, but is built on a theme — it must 
be quick to make from simple ingredients which can be assembled in a fab and either 
shaped to form in it or by a quick intervention of a bot or robot waldo, then packaged 
to go for the customer. The largest and highest quality shops have the proper meat 
flash cloning in the back, but most kiosks can only have the maker assemble relevant 
protein strands and apply flavoring substitute. "Burgers" and other sandwich 
Substitutes, processed meat nuggets or strips, chipped and fried vegetable fiber, 
kebabs, noodles, flatbread, and various other packagings of meat and grain form the 
underlying menu of most places — in some combination. Much of the selection 
depends on local tastes. With synthetic flavoring and a rough equivalent in 
components, most people claim the food at least tastes like historical fast food — but 
some of this could just be Earth nostalgia. Even so, despite what many see as a low 
quality, the food is highly convenient, and modern medicine will prevent or alleviate 
most problems of consuming too much. Drinks are also sold in fab food places — 
either mixed on the go in a maker, or premade in bulk by fabricators in cans or bulbs 
to be sold instantly and replaced over time. 


Typical setup for a Fab Food shop crews it with one or two bots (Servitors usually) or 
just a remote waldo setup run by one or more infomorphs — assuming the type of food 
being served can't be completely replicated in the M aker. These workers move food 
around in prep units or place them in containers or may assemble several bits of food 
into a singular item. Occasionally, they interact with customers — but this is not 
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required, transactions are digital and ordering can be done via apps on the mesh or in 
AR. Operating these systems may be simple Al though many places are wary of Als 
operating anything related to nanofabrication — meaning indentured infomorphs are 
increasingly common — an extremely low paying contract. In places where economics 
allows it or force it, these may be remotely operated by people at home who lack 
other job skills; the young (often students) who lack skills and experience, former 
indentures with no real job market, ex-criminals and others with problems integrating 
in normal society. A new trend in "premium" Fab Food Shops has arisen as well, 
where the price and quality are slightly higher, but really the user is paying for a brief 
interaction with a real human contractor — not an indenture, who is present physically 
or as a cheery AR avatar — an attempt to cash in on some anti-indenture movements. 


Fab Food is all over the Inner System in tightly packed cities, and spin gravity habs. 
Some also occur in highly populated beehives, though their menus might be a little 
altered by the requirement to work in micrograv. Extropian habs sometimes work 
with Fab Food, but are often blacklisted by major franchises due to their more open 
policy on IP — and their more open stance on personally-owned fabrication. One 
typically sees them clustered around major areas of transit, such as in sky or 
Spaceports and train stations, or in long rows along major thoroughfares. They mix 
flashy physical lighting with bombardments of AR ads — some of which will even fight 
with other ads. These little kiosks are intermixed with "traditional" street food, actual 
people frying up noodles, or in little stalls with cages filled with live poultry — or tanks 
of seafood, or with the kebab grilling right in front of you. These "mom and pop" 
Operations compete with major franchises and can stay in business because of their 
increased "authenticity" of food and charge slightly more, though the food can't be 
Said to be as convenient. 
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18: Homesteading 


Tags: [culture], [economics], [plot hooks] 


Historically, "homesteading" refers to both a legal principle of claiming "unclaimed" 
natural resources which forms a strong foundation in many anarcho-capitalist 
philosophies, and a self-sufficient lifestyle on a "homestead", a dwelling which may 
have isolation from those around it but retains its origin in the original legal principle 
— or is enabled by a government for physical expansion. Both of these uses of the term 
have a strong background in space colonization and are now still relevant to certain 
activities by the Inner System. 


Luna and Venus do not have good terrain for classical homesteading either way, and 
required too much structure and technical assistance to settle. Mars, on the other 
hand, has much more land availability — and so in the early colonization period it was 
not uncommon for governments and early corporations to offer "homestead" plots 
for cheap on scales similar to classical Homestead Acts, often with caveats about 
terraforming or legal taxation. These systems enabled the diaspora of certain small 
settlements on Mars pre-Fall, and lead to the small croppings of homesteads, 
smallholds, compounds, etc which can still be seen in some regions today — though 
due to the rough environment of M ars, nomadic life was preferred. 


After the Fall, the legal issues of "de-nationalization" for many colonies, the rise of 
the Tharsis League and the Planetary Consortium and their cooperation via the TTO 
on terraforming issues threw the legality of some prior homesteading for a loop. 
Relocations due to the TQZ or terraforming was not uncommon, and corporations 
often got first choice on acquiring new land. But the influence of the M artian city 
states can only go so far, and the Tharsis League wished to lend structure to the 
outback in some way — leading to the revival of some legal homesteading acts. This 
was done to appease rural martians and nationalists, but also had the approval of the 
Planetary Consortium. For hypercapitalists, the homesteads promote a middle class of 
consumers who can be marketed to for luxury goods or are otherwise engaged in the 
system — for the Barsoomians the hope is to gain control of land seperate from the 
hypercorps and promote self-sufficient living. Ultimately, neither side got their exact 
desire out of the resulting legal framework — but should political shifts occur strongly 
one way or the other the League's rules could help promote influence for either side. 


The basic way this functions is handled in a Homesteading contract. Similar to an 
indentureship, but with the focus on land instead of a morph and with different labor 
expectations. The homesteader buys the land from the Tharsis League (or occasionally 
an interested hypercorp) for a much reduced fee or in payment over a period of years, 
usually 5-10. In exchange, they must live on and work on the property for the 
duration of the contract — after which point the provisions are removed, and the land 
is fully legally owned by the homesteader who can do with it what they will. 
Typically, "working the land" often has provisions to aid in terraforming operations — 
which can sometimes breed tension between homesteaders and Nomads. Tharsis 
contracts are generally fairly plain, other than the requirements to follow TTO 
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guidelines — but also often lack support, being fully self-sufficient farms. Corporate 
contracts tend to involve more legal complexities and components aimed to bring 
profit to the corporations, such as a famous instance where Fa Jing homesteaded a 
large plot of land, but retained the legal right to seize back any land where the 
H omesteader discovered mineral deposits — basically arranging a scheme where people 
paid to survey land for minerals. 


H omesteading is not as popular on M ars despite its origins as it is with the Pathfinder 
corporation on Exoplanets. Homestead contracts are intended to bring in those 
"middle class" colonists who are already instanced and may not require a new morph 
but can still provide valuable skills and labor to colonies in non-specialist ways. While 
these contracts involve more varied terrain and support, many, such as in the Outer 
System, see them as slightly more predatory — the unspoken constraint being that all 
supplies must come and go through the Pandora Gates controlled by Pathfinder. 


As a legal principle, homesteading is also a huge aspect in asteroid families and 
regions, like the M ain Belt. It's one thing to claim to own an asteroid from several AU 
away — it is entirely another thing to actually settle on it and begin to work it. This 
sort of attitude drove the success of many strains of Extropian thinking in early 
asteroid colonization and mining. While corporations and governments would lay 
claim to asteroids, very rarely did the greater transhuman community uphold such 
claims unless the claimant could show they were willing and capable to physically 
access and produce from the body — cutting down on entities attempting to extort 
others by holding and selling legal rights to an object they would never practically 
exert control over. As hypercorps grew in power and influence in the time 
immediately before the Fall, however, several militant expulsions of "squatters" 
occurred, which may drive why self-defense is a strong meme in many brinker and 
Extropian clades. 


Even now, there is a strong aspect of the homesteading principle to Belters. If you can 
land on a rock and live and work it, it's yours. Y ou get first say on who else can work 
and live on the rock, and have a right to protect yourself from aggression against it. 
Due to desire to work with independant Belters and Extropians, many less militant 
hypercorps have taken the hint and prefer to buy out small communities who settle on 
asteroids they desire. Homesteading is not as popular in the Outer System excepting 
Extropian circles. The J ovians have no excess land to homestead, and groups such as 
the Commonwealth do not hold much with the principle for their socialist or 
communist ideals. That said, there is a similar provision for those who are reputable 
to live on their own in the Titanian wilderness, both in nomadic and structured form — 
just that the unspoken contract is that excess resources will be shared with the wider 
community. 
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19: Cairn 


Tags: [exoplanets], [locations], [plot hooks] 


Cairn 

Type: Terrestrial (Venusian) 

Primary Star: G 1V (Y ellow Dwarf) 

Gravity: .93 g 

Diameter: 12,507.2 km 

Atmospheric Pressure: 20 atm 

Atmospheric Composition: 53% Nitrogen, 19% CO2, 15% Sulfur Dioxide, 12% 
M ethane, trace other gasses 

Surface Temperature (M ean): 52 C 

Day Length: 15 hours 

Orbital Period: 294 Days 

Satellites: N one 

Gate Access: Vulcanoid Gate, Ascension Gate 

N otes: High Population of System Bodies, Dangerous N atural Terrain, Alien Ruins 


Cairn is a burial ground. An ancient alien civilization, at least to a tech level 
equivalent of the early Industrial Period, died out as their planet hit a greenhouse 
effect similar to Venus and they were killed by a massive shift in temperature and 
pressure, along with all other major life on the planet, leaving only traces of their 
civilization. As far as anyone can tell, the locals of Cairn were a probably insectoid 
race who lived colonial lives, similar to ants or termites, and mixed underground and 
aboveground structuring. Very little physical remains of their species has been found 
(though some samples appear to have made it back to the rim and into the prototype 
designs of the Samsa morph), but Genehackers from both TerraGenesis and 
Pathfinder are eager for more samples. Sadly, in addition to territorial disputes 
between the two Gate corps, Cairn is difficult to traverse due to the extreme pressure, 
high temperature, poisonous atmosphere, all of which is compounded by the rough 
terrain of Cairn, which is filled with unstable tunnels underground, shifting sediment 
layers and unsettled rock formations, in addition to fierce sandstorms and other 
erosive forces. This makes Cairn highly unsafe to explore. Cairn is also of interest as, 
despite the very thick atmosphere, its system is estimated to hold as many as 11 other 
major planetary bodies, which would be highly interesting to study, if possible. The 
Cairn Gate is located atop a wide, relatively stable mesa, part of a cluster of such 
structures which rise high above a sandy desert formed by the collapse of many 
structures of the local civilization (perhaps a city built near the Gate), who are usually 
referred to as the “Formics”. 
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BO; Way of the Sword 


Tags: [blades], [culture], [plot hooks], [way] 


In terms of combat efficiency and effectiveness, ranged weapons (especially kinetic 
ones or explosives) reign supreme. But there is a certain artistry in melee weapons, 
and value in their used for a lot of utility and some interesting things can be done with 
proficiency. Of these, the sword may be one of the more interesting and versatile 
melee weapons — unlike many others it does not necessarily evolve from a tool for 
working or hunting — but is a purpose built weapon to fight humans. This lends it a 
certain romanticism to the sword — which can be seen in the prevalence of 
swordsmanship both as a skill and sport in many parts of the Solar System. 


Design-wise, fundamentally styles, patterns and types of swords remain unchanged, 
but in order to keep up with advanced in armor technology almost all of them utilize 
the "monofilament" style blade and advanced composites for sharpness and 
durability. While fabricators can mass produce swords, there is also something to be 
said for having them crafted specifically by those with knowledge and talent to do so 
— and quite a number who make swords are also capable of wielding them. The really 
daring can bridge into the exotic, utilizing vibroweapons and plasma swords. 


Traditional swordsmanship sports persist in quite a few places, including forms of 
fencing in multiple styles and other HEMA groups on Venus, and the traditional 
kendo remains prevalent in several locations as well. Cultures with strong history have 
preserved historical martial arts schools related to the blade, taught for competition, 
self-defense and preservation of history. N ew arts and sports even arise, based on new 
weapons tech or cultural markers. Due to advance in medical technology "blood 
sports" of all kinds can be popular in the system, and dueling in many forms has 
returned as a hobby sport, or even a way to settle disagreements. Numerous 
Extropian legal houses accept an honor duel as an appropriate way to settle a legal 
dispute. 


These do not do as much to preserve the skills and utility of the sword as the concept 
of the "Street Samurai" however. Dating back to the 20th century, the idea of using 
swords as a weapon even when more advanced systems exist is kept alive in popular 
culture and seen as a marketable skill. Firearms may be restricted for safety or 
fabrication concerns, very few cultures are extreme enough to prevent a person from 
openly carrying a sword (in general public anyway). Restriction on longer weapons 
both by custom and practicality also occasionally makes smallswords, the Japanese 
daisho pair, and small parrying daggers or other accompanying weapons popular. 


Carrying swords is intimidating, offering an air of danger but class to a person. It 
shows one is armed, and probably not afraid to fight — and that they have enough 
confidence to use a weapon which can require extensive training as opposed to an 
iron or a needler. Due to the ease of manufacturing and more common ability to carry 
this means many freelancers, hitters, troubleshooters and covert operatives train with 
various blades and may carry them to use — and some gangs focus entirely on utilizing 
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blades thematically over guns (or perhaps, because they can get access to a pile of 
diamond axes). Additionally, the low-tech nature of a sword may make them 
preferable when faced with certain high-tech risks, as seen by use of Ultimate Purifiers 
and Rajput — an Exhuman neurode or TITAN puppet cannot backhack a katana. 


Romanticism often turns to mysticism and urban legend, however. M any tales are 
told about the exploits of those who dare only to use blades. People still insist the 
classic "Zatoichi" tale of the blind swordsman is true. Legendary blade maker known 
by the alias "M asamune" is said to produce blades sharp enough to cut bullets like 
falling leaves — and a colleague (or possibly the same person with an alternate name) 
known as "Raikiri" can make blades which "cut lightning". And Alexandria the 
"Atomic Knife" is said to make a blade so sharp the right angle and force will cut an 
atom. M any have heard the urban legend of Annie Walker, who took only a blazing 
blue plasma sword into a camp of Martian bandits and killed every last one in 
revenge. One of the many skills the legendary operator "Jane Excalibur" has said to 
have mastered though countless lifetimes of forking and resleeving is use of a 
traditional longsword. While denied by the public media, the anarchist operator 
known as Thanatos once recovered an asset from Hypercorp hands in a daring 
highway raid vs Les Ghoules and Oversight armed with only katana and pistol. If you 
go to Phelan's Recourse, you might find Lou o' Light, who can teach you to cut the 
top off a small mountain in a single swing. And of course there are urban legends 
aplenty about hitmen who only fight with swords — such as the Night Cartel's 
Falconer M. or or the Triad's "101 Blades". 
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Bi Void Reet 


Tags: [Earth Orbit], [exoplanets], [locations], [plot hooks] 


Void Reef 

Type: V-T ype Asteroid 

Primary Star: M 8V (Red Dwarf) 

Gravity: .03 g 

Diameter: 530 km 

Atmospheric Pressure: N /A 

Atmospheric Composition: N/A 

Surface Temperature (M ean): -50 C 

Day Length: N/A 

Orbital Period: 368 Days 

Gate Access: Discord Gate, Tempest Gate 
N otes: Alien Traces, Resources Available, Exhuman Settlement 


Visibly, Void Reef is a striking Gate locale. It is named because the gate is settled into 
a family of V-Type asteroids which exist in a relatively small population system, with 
a couple of uninhabitable mercurian terrestrials in the inner system, and a large out 
system gas giant with a few moons which has mostly swept the area clear. Thus, the 
local region somewhat resembles a rocky shoal or reef — exemplified by the presence 
of some minor nebular gases which lend a slight violet tinge to the region. Go-Nin is 
deeply interested in this area for many reasons — rare V-Type asteroids are loaded 
with resources as they are stratified, often thought to be a destroyed planetoid. Also, 
the Factors have expressed an interest in V-Type asteroids, and Go-Nin hopes to 
parlay some of their research to them for technological favors, perhaps not counting 
on the Factor's reluctance to deal with Pandora Gates. Additionally, there are signs on 
Reef-1 (the primary asteroid which is the gate location) and the closest visible 
asteroids that other Gate travellers may have visited and the past, doing their own 
Surveying and sampling. Go-N in's eagerness got even stronger when they encountered 
another unusual factor — that Reef-1 appears to have a fossil record, small coral like 
creatures and other forms are buried in the strata of the asteroid, along with signs of 
decayed organics and small macrofauna exoskeletons. Was the original planet 
destroyed by some force after it had evolved life? It is a great mystery Go-N in is eager 
to turn a profit on. 

Unfortunately for them, their efforts to categorize the entire V oid Reef formation have 
hit a major stumbling block. There is a group of Exhumans here, believed to be allied 
with the Rortians, who call the Void Reef their "Shattered N est" and lurk in some of 
the more far-flung asteroids, and have begun preying on explorers who move through 
those areas. They appear to be a clade of Adaptives and Soul-Eaters, who use hive- 
minded technology similar to Rortian dreadnoughts to share processing among several 
morphs in packs — which resemble insectoid bodies and are vacuum adapted, and may 
utilize Long-T erm Life Support. T his makes them very cunning and dangerous in large 
packs, and they are clearly more familiar with the terrain. Intelligence suggests they 
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are taking some of the researchers and workers hostage to peel their Egos and gain 
new skills and information, possibly engaging in ascendant forking. This has in turn 
caused a large number of Ultimate "Purifiers" to move in and begin conducting 
patrols and raids in the area. All while Go-Nin keeps shipping in miners, surveyors 
and scientists to keep research and production moving forward as their expected pace. 
This has turned Void Reef into an exotic frontier locale, with Ultimate M ercenaries 
and Raiders striking at Exhuman settlements, Exhuman pirates and soul thieves 
jumping workers who stray too far, and humble workers and scientists just trying to 
get their job done caught in between. All while several mysteries about the R eef itself 
persist. 
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182: Breach Hammer 


Tags: [clubs], [weapons] 


Breach Hammer: Similar in design to the much larger Power S/edge this one-handed 
blunt weapon has a shape and density adjusting head to bring maximal impact force 
when swung at a target. It is designed to strike both opponents in hardened armors, 
and also to be valid to use against some inanimate structures, like interior walls, doors 
and vehicle panels. Some are balanced to be thrown, but the weight means that this is 
not a usual tactic, reserved for morphs with enhanced strength and reflexes. [Low] 


AP -3 1d10+4+DB DV 


Breach Hammers are a rare sight, usually only carried by law enforcement or special 
forces operators in certain conditions where they might need to break down obstacles 
or break up armor — but aren't using tougher implements for more rigorous breach 
work, perhaps because they do not wish to harm civilians or infrastructure. Due to the 
hardiness of synthmorphs, riot police on Luna sometimes forego regular batons and 
other implements for hardier breach hammers in order to be better suited to actually 
damaging synthmorphs. And of course, while smashing down a door or wall is not 
"subtle", it can be quieter than using something like liquid thermite or plastic 
explosives to breach a door, meaning those who wish to act with swiftness and 
without incredible amounts of light and noise might use them for their typical purpose 
to breach. 
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183: Cancer Sticks 


Tags: [culture], [plot hooks] 


Cancer was once a defining challenge for humanity. "Cure for cancer" was a magical 
solution which would herald riches and fame to whoever produced it. The jump to 
transhuman technologies has largely solved this problem. While Flats may still 
sometimes suffer from genetic predispositions, genefix procedures eliminate most of 
these tendencies in morphs. Implants like Radiation Tolerance (p. 189 Rimward) 
greatly increase the amount of potentially toxic radiation a morph can endure, which 
can cause cancers and other diseases as a long-term symptom. And modern 
nanomedicine procedures, along with more conventional medicines can easily 
eliminate cancerous cells which arise from carcinogenic exposure. If all else fails, 
resleeving or rapid organ cloning can avoid the possibility of harm from cancer. 


In many places, this has skewed transhumanity's perception of what was once a great 
killer. Scum and even Ultimates may consume products or enjoy activities which could 
lead to cancer for thrills and to prove the superior endurance of their morphs. In the 
Inner System, in the heart of the Planetary Consortium like Progress activities like 
smoking are a sign of wealth — because long term organ damage and cancer is no 
problem for anyone rich enough to buy a new set of lungs. In the Outer System habs, 
these sorts of activities tend to be frowned upon as it "wastes" community resources, 
but rarely to individuals who engage in entertainments or hobbies which have side 
effects feel excessive pressure from the community — only the habitually wasteful. 


But, there are some ways to market this sort of activity. A common item seen on 
Extropia and in certain similar cultures is Cancer Sticks. A parody of classic 
marketing for cigarettes and other tobacco products, the "Cancer Stick" is literally a 
carcinogenic stick. They can be sucked, smoked, chewed or sometimes dissolved in 
drink depending on the particular brand and configuration. Even the components can 
depend on who makes and sells them — but usually their composition is similar to 
candy or other "treats" which have some attractive taste or smell to them, possibly 
some additional components to calm, numb pain or even stimulate (meaning they be 
mixed with other drugs) to give a pleasant experience while also containing various 
carcinogenic compounds or elements, such as arsenic, asbestos, cadmium, nickel and 
radon. Lung, mouth, throat and stomach cancers are the most common effects of the 
Sticks, but depending on the substances a variety of areas can develop symptoms. A 
common variant on this style is "Radium Gum", a chewing gum made with 
radioactive elements or isotopes or other carcinogens mixed in. 


Both iterations of this idea are often reserved for the fairly well-off, because their use 
of certain radioactive or heavy metallic elements and compounds is a draw on limited 
resources — which also happen to be rarer in the Outer System. The inherent medical 
costs also tend to bracket the users of Sticks to higher incomes. This means that the 
habit is usually seen among the middle and upper class in the M ain Belt and Inner 
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System, a "conspicuous consumption" which can be genuinely habit forming 
(especially for those with oral fixations), though the Scum "shits and giggles" trade in 
Cancer Sticks across the system is high — and their components can be recycled into 
useful materials which often makes them an interesting — if hazardous trade good. The 
Jovian Republic and many other individual Bioconservative habs heavily restrict or 
ban Cancer Sticks also, making them an interesting black market and sometimes 
politically-minded good; boxes of Cancer Sticks tend to show up at the offices and 
doorsteps of notorious bioconservative politicians as a sign of protest. 
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84: Swordstick 


Tags: [blades], [clubs], [covert tech], [weapons] 


The "swordstick" or "swordcane" is an invention which has existed for long periods 
of human history — concealing a sword-length blade inside a cane or other stick which 
can appear harmless. While certain technological advances might make this seem 
obsolete, transhumans still have a lot of the same cognition as before the introduction 
of transhuman technology — biases and assumptions brought on by cultural memes 
and instinct can persist so carrying a "cane" which hides a weapon can be beneficial. 


Swordstick: Also called a swordcane, this weapon has a thin blade concealed inside 
the body of an appropriately sized stick or cane, with the head of the stick serving as a 
handle for the sword. Some models use mechanical releases to retrieve the sword, but 
most use meshed systems similar to a smartlink to ensure the release is done properly. 
Originally made of wood, the exterior of the stick can be any material — and tends to 
be made of particularly dense things to try and hide the blade from sensors. It's a -30 
Perception test to determine the stick is also a sword if one is not aware of it. 
Sheathed, the stick acts as a C/ub, dealing damage appropriately (and using the Clubs 
Skill), but when unsheathed it is a M onofilament Sword (and uses the Blades) skill. 
[Low] 


The swordcane is still quite useful to many people — retro or anachronist fashion 
sometimes makes use of canes and walking sticks, which the swordstick can turn into 
a deadly weapon in a pinch. Some people may have persistent injuries, or more 
bioconservative souls may not wish for the rapid healing miracle of a Healing V at and 
thus have injuries last longer. And of course, in certain areas which might include 
rugged terrain, a hearty stick is never out of place — thus allowing one to also get 
away with carrying a sword. In legal terms, swordsticks usually count as a concealed 
weapon intrinsically — and are regulated as such. 


(nb — While as of this writing skills/CC hasn't been released for the 2E playtest, based 
on what I've seen from the initial preview this weapon will probably be a lot more 
neat under 2E's more condensed skill list. So keep that in mind) 
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5: Simulacra 


Tags: [exoplanets], [locations], [plot hooks] 


Simulacra 

Type: Terrestrial (R educing) 

Primary Star: K9V (Orange Dwarf) 

Gravity: 1.22 g 

Diameter: 15099 km 

Atmospheric Pressure: .84 atm 

Atmospheric Composition: 59% M ethane, 28% Nitrogen, 12% Argon, trace others 
Surface Temperature (M ean): 6 C 

Day Length: 23 Hours 

Orbital Period: 423 Days 

Satellites: N one 

Gate Access: Portal Gate 

N otes: Alien M icrobes, Planetary Rings, TITAN Artifacts 


Simulacra should be an entirely boring planet. It is a "reducing" terrestrial, with a 
volatile atmosphere which is poisonous to transhumans, a low temperature and an 
arid landscape except for some ice caps in the polar regions. The natural terrain is dry 
and relatively flat, occasionally differentiated by geologic activity. It does appear to 
have some extremophile microbes, very basic prokaryotes, but they are comparatively 
uninteresting in their early evolution — only a source of concern for greater 
preservationists. Or, it would be more accurate to say it would, if "preservation" of 
Simulacra was still a concern. 


This is because the extremely notable feature of Simulacra which lends it its name is 
the fact that on its surface around the Gate is a perfect replica of 1920-era London 
UK. Based on historical data available to Gatecrashers, the replica appears to scale 
and 100% accurate to the information that is to be had, though while some facades 
and elements are artificially weathered to match pictures in history, dating them has 
assumed that the constructs were all built within the past 10 years or so — presumably 
after the Fall. Additionally, while materials appear to be generally correct, close 
examination shows that they were obviously built using advanced manufacturing 
techniques and nanofabrication tools to produce and assemble the materials. This 
project would have taken immense time and energy, even for TITAN capabilities (the 
assumed builders) and has no apparent purpose. While buildings have a roughly 
correct layout and floorplan, they have no distinct interior features apart from the 
architecture, such as furnishings or appliances. No utilities are networked in the 
buildings at all, and as of yet no living creature or construct has been confirmed to 
exist in the structures. It also appears to be incomplete; as it nears the edge of the 
nearly 1500 sq. km area historically associated with Greater London, buildings appear 
to be unfinished or unpolished. On the fringes, some of them are clearly partially 
assembled from the bottom-up, and the pattern in which they are made does not 
follow the street pattern but an exotic fractal one. 
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Upon being discovered several years ago, Simulacra was briefly a point of intense 
interest for the Gatecrashing Guild and many associate corporations and 
governments, but the fervor of scanning the planet has died down as investigation has 
mostly turned up things which are strange as opposed to interesting or useful. Experts 
in X-Risk analysis and archaeology frequently argue over the subject of the "replica 
city" and what its purpose could be, but have yet to reach a solid consensus. After 
delays, news of Simulacra broke on Titanian public media several months ago and 
rapidly spread through the Solar System due to its open nature — leading to an influx 
of many amateur Gatecrashers interested in hunting for artifacts or capitalizing on 
Earth nostalgia for rep and fame. While some hope that more eyes will make efforts to 
"clear" the vast construct city for anything of note, the more serious academics are 
concerned that any valuable data may be destroyed or muddled by the influx — and 
have petitioned Isra to more strictly monitor those who are allowed though the gate to 
Simulacra. The Gate itself is located in the replica of Charing Cross — in the location 
where a statue of Charles! historically stood. 
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Bo; Heterotaxy Cyberbrain 


Tags: [cyberware], [implants] 


"H eterotaxy" is the term for a form of genetic defect where major organs are not in 
the proper location in the body. While not unheard of in Flats, the defect has been 
extinguished in Splicers and better though technically some lines of morphs may be 
heterotaxic compared to standard transhuman or other "source" genes for design 
purposes. This idea of relocating organs for specific purposes can be applied to other 
things, such as implants, which led to the exotic development of the H eterotaxy 
Cyberbrain. 


H eterotaxy Cyberbrain: In short, this implant/enhancement is applied to a morph 
which already has a Cyberbrain and relocates the cyberbrain to another location 
inside the body besides the normal one. For humanoid morphs this is typically the 
head, and the relocation may be to the body — but can be even so exotic as to be ina 
limb. The dimensions of the cyberbrain do not need to be exactly the same, but the 
relocated area must be able to hold a sufficiently strong computer to run the 
cyberbrain software. In place of the normal cyberbrain routing hardware is usually 
installed to make sure sensory input and command output is processed through the 
rest of the body correctly and prevent undue disorientation to the Ego. Sleeving into a 
morph with a Heterotaxy Cyberbrain is slightly unusual, and can be difficult, 
imposing a -10 penalty on Resleeving tests. This implant can only be applied to 
morphs with a Cyberbrain. [H igh] 


The primary purpose of the H eterotaxy Cyberbrain is the obvious — a relocated brain 
makes it difficult to permanently disable a morph via cranial damage. W hile there are 
severe penalties due to problems with senses and coordination (i.e. Wounds) for 
taking head trauma, a morph is unlikely to be stopped simply by suffering blows to 
the head — and instead suffers similar effects when struck in the area where the 
Cyberbrain has been relocated. It is often combined with the Possum Cache (p. 
198 Transhuman) in order to better "play dead". Barring expensive implant masking, 
The H eterotaxy Cyberbrain is incredibly easy to detect if one Knows what to look for, 
however. The cranial area is much less dense and will obviously lack a proper brain to 
scan ("empty-head" or "air-head" is a common nickname for HC users) and the 
increased mass and electrical activity of the relocated cyberbrain can be very obvious 
to many types of scanners. The users of the Heterotaxy Cyberbrain tend to be 
eccentric or paranoid. 
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187: Web Grenade 


Tags: [covert tech], [grenades & seekers], [weapons] 


Area denial is an interesting area in AF10. While landmines are still made (and due to 
less issue of lasting injury, slightly less stigmatized) they can present issues in tight 
Spaces of transhuman construction, and risk infrastructure or even depressurization in 
enclosed habs. A mantrap can block a door or other route — but only covers a single 
surface. To this end, there is some desire for a device which can offer an expanded 
area of coverage to block doors and halls and hopefully cause less destruction than 
explosive traps. Luckily, materials science has solutions. 


Web Grenade: While coming in grenade form, this device is more like a container for 
spools of carbon nanomaterial fibers, which end in grip head micro-anchors. When 
detonated (ideally in an airburst) the coils fly out in all directions to a maximum 
length of about 1.5 meters and anchor to surfaces, creating a web of black coils. These 
strands impede visibility, and are strong enough to be impossible for a morph to break 
under their own strength — they have to be cut with a tool, or the core grenade found 
and dismantled so the webs lose their anchor. Such a process can take several minutes, 
buying valuable time in a pursuit or security situation. Anyone unfortunate enough to 
be caught in the blast radius of a Web Grenade takes 2d10 DV with an AP of -5, and 
will effectively be grappled to the web grenade until they can extract themselves. This 
can be done as a Complex Action with a SOM x3 test, but causes 1d10/2 DV which 
ignores armor as the anchors are ripped out — or can be done as a more delicate 
procedure over about 5 minutes (possibly requiring some form of M edicine test). This 
is available both as a minimissile and a grenade, but not as micromissiles, standard 
missiles or minigrenades. [M oderate] 


Web Grenades are often used by scavengers and zone runners to keep away hostile 
exsurgents, TITAN bots or just fellow scavs by blocking narrow access points and 
delay long enough to escape. Some criminal operations (especially smugglers) also 
occasionally use them to delay rivals or law enforcement so they can get away. 
M ilitary and security forces are also Known to carry them, however, should they need 
to improvise security on a location with methods less permanent. 


Addendum 2E: If converting to the 2E playtest, count the W eb Grenade as M oderate 
Complexity. It still inflicts 2d10 DV, and applies Grapp/ed status to anyone hit with 
it, and inflicts a d6 of DV which ignores armor if ripped out. They probably shouldn't 
be restricted, and also note the lack of the "Armor Piercing" trait. Any other aspects 
of Seekers and Grenades normally applies. 
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Be: Battlecruiser 


Tags: [plot hooks], [spacecraft], [vehicles] 


The Destroyer (p. 348 EP) is the most common military spacecraft in the solar system 
— a medium tonnage, fast and maneuverable ship designed for long endurance and 
escort duty which defends against attacks at short range. Because of their flexible 
armament, high-speed designs and very efficient power supply in the form of an 
antimatter drive, Destroyers are typically all that is needed by a space navy force to 
defend territory or patrol vectors used as trading routes. But, they are not the entirety 
of the design. Smaller ships, from fighters carried on destroyers and larger vessels, to 
armed shuttles which act as patrol boats, interception satellites and even "light 
cruisers" or "corvette" designs exist as small, fast attack and defense or long-term 
independant operation ships. There are, however, also larger designs — these take three 
primary forms: 


e Command Carriers are rare, large ships which are mostly armed with defensive 
weapons and almost always require escorts — their purpose is to launch and 
coordinate large amounts of smaller ships. Their mass harms their 
maneuverability and top speed, so these sluggish ships do not often leave their 
home ports but would be vital in an actual space war to force projection. 


e The fabled "Dreadnoughts" are even more rare, seen as an outdated return to 
military tactics of the past. Heavily armed and armored these large ship designs 
are much more popular in fiction than in actual military engagements. Almost 
designed to show off the material wealth and engineering prowess of their 
builders, these ships can easily be overwhelmed by smaller, more maneuverable 
craft which cost much less time and effort to build in large numbers. No new 
Dreadnoughts are listed as under construction, and the majority left in 
commission arein the] ovian Republic or LLA. 


The third common large ship class is increasingly popular, and is the Battlecruiser. 
Battlecruisers are larger ships designed along the same lines as the destroyer. They 
sacrifice armor capability of their larger size to maintain speed, but are still heavily 
armed — the intent is to be able to chase down and outgun ships with lesser armament, 
but evade or outmaneuver heavier and more powerful ships. M odern, spaceborne 
battlecruiser designs first appeared in the era of conflict immediately prior to the Fall, 
as a countermeasure to prospects of Dreadnought warfare. Several constructed 
Battlecruisers did well in the limited space warfare during the Fall itself, both against 
human forces and even TITAN ones. Comparable speed and defenses but greater 
power make them a good match for small numbers of Destroyers, and better agility 
and similar power mean they are more cost-effective against Dreadnoughts. 


In the modern period, every faction with a major space force owns one or more 
Battlecruiser-type designs, and some of them own several and are constructing more. 
The main drawback of the Battlecruiser is its greater expense and logistics — they take 
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more material to build and to fuel, and more mental resources to run, either in form 
of Als or Egos. The fact that open space conflict is not generally a popular or 
advisable position also means in some polities (such as the Titanian Commonwealth) 
with high transparency or citizen influence that Battlecruiser expenses are often 
frowned upon or judged harshly as opposed to less expensive Destroyers for defensive 
purposes. On the other hand, the Jovian Republic is proud of its fleet composition and 
energy resources of Jupiter to fuel them — and plans on having the largest set of 
Battlecruisers in the Solar System by AF 15. 
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89; Undetectable Shrapnel 


Tags: [plot hooks], [traps], [weapons] 


(Author's Note: So, | actually wanted to start posting H -Rep again earlier in the 
month, but was delayed by a lengthy loss in utilities for most of it. This did, however, 
give me some time to collect my thoughts and figure out more entry ideas, so look 
forward to regular updates [in some form] over the coming weeks) 


"War crimes" is a fuzzy area in the Transhuman Future. For something to be a crime, 
there must be laws against it. And for those laws to matter, somebody has to be 
enforcing them. As there is no form of "international" governing body in the greater 
Solar System, nor do a majority of the powerful governments in that solar system wish 
to enter into any kind of treaties or agreements with most of the other, this means that 
since many of the Old Earth nation-states have folded there are not a lot of key 
regulations in how remaining polities conduct warfare. The UN attempted to remain 
together and positive in the exodus of the Fall and the immediate Post-Fall era, but 
rather quickly disbanded and either joined the Planetary Consortium or folded into 
their cultural groups. Since pandora's box of WMDs and other such things was 
opened to fight the TITANs, when there are serious security threats quite a few 
governments no longer hold back. This can lead to some fairly insidious and 
dangerous weapons. 


Undetectable Shrapnel is a concept actually originating from the region of the 20th 
and 21st Centuries. W hile verboten in a proper war, some governments utilized them 
in counter-terror and anti-insurgency operations. Originally made of hardened 
plastics, in AF 10 these can be made from carbon fibers or other nanomaterials, 
transparent alumina or hardened, frangible ceramics. The idea is that these fragments 
still embedded deep in the body, but are not detectable by metal detectors and have a 
minimal cross-section on X-rays, T-rays, Ultrasound or many other sensor systems, 
only easily detected by a pervasive internal sensor network (i.e. M edichines). Since the 
shrapnel is hard to detect, it can linger in the body, preventing injuries from fully 
healing and causing further damage. Some may be keyed with a certain chemical 
"tracer", so that if they are discovered removed or in-situ they act as an ID on the 
person hit with the weapon. The most insidious types are made of smart materials or 
other embedded nanotech, and may administer nanotoxins or make more serious 
injuries — though many types of these materials are too fragile to use. Officially, you 
see these in place in minefields around the TQZ or certain spots on the surface of 
Luna, and unofficially, you may see them used by criminals to guard hideouts and 
caches, or by Hypercorps on planetary bodies to fend of Barsoomians or other 
Anarchist Guerrillas. M ost governments have restrictions about using such materials 
on civilians, but these can easily be circumvented by their placement on private 
territory, or high-security locations. 


M echanics: 
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Other than just an insidious and thought-provoking concept, there are a couple of 
ways to handle "Undetectable Shrapnel" in play. The easiest is to impose a penalty to 
First Aid or Surgery rolls to the subject of -10 to -30, counteracted by using certain 
tools like N anoscopic Vision or a Utilitool. This reflect the difficulty in treating the 
Subject. For a more lasting effect, possibly on player characters, try out an effect like 
when a Wound is inflicted (indicating lasting or serious injuries), the character heals at 
half the normal rate unless healing by some form of nanomedicine, or imposing 
appropriate SOM or even DUR penalties until the shrapnel is removed. This 
encourages victims to resleeve to be rid of them fast, making a very draining injury in 
a game where physical harm is usually very quickly reversed. For PCs who want to 
utilize such things, the Shrapnel can be applied in the manufacture of any 
fragmentation weapon. This may require a difficult programming test to re-write 
blueprints to use new materials, upgrade the cost category or just make otherwise 
legal gear become Restricted or Illegal. 
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90: Bleeder Rounds 


Tags: [ammunition], [smart ammo], [weapons] 


As discussed earlier what amounts to a "War Crime" is a bit more of a dubious era in 
AF10. This has led to the popularizing of a lot of technology of a military (and often, 
specifically anti-personnel) nature which would at the very least have raised eyebrows 
before The Fall if not been outright illegal. And in many habs with laws and formal 
governments, they remain illegal for private citizens to use. They may even be 
restricted from being used by the police. But, when things get bad these governments 
may often find they have a few of these tools in their back pocket. And, for members 
of technically illegal conspiracies who will stop at nothing to prevent a second Fall, 
fines and simulspace jail time for owning the "wrong" spec of ammunition seem like a 
small risk to take. H ere's an example: 


Bleeder Rounds: Related to B/terand Flayer(p. 338 EP) Smart Ammunition, the 
Bleeder round also alters its shape and profile as it passes through a target. It can also 
alter its trajectory both in and outside the target when paired with a smartlink. 
H owever, the purpose of the Bleeder round is not just to cause more physical damage 
to the target, it is to specifically cause painful, incapacitating damage. The round 
shapes itself to make wounds more difficult to close up and prone to bleeding. It will 
adjust its trajectory to find joins, major organs or arteries, and nerve centers. If it 
passes through a region of vital anatomy it can fold, shape or sharpen to cut 
maximum numbers of blood vessels or sever nerves and ligaments. Or, if approached 
with a bone, it might harden, scrape or dig into the structure to cause more painful 
and inhibiting breaks. This means it causes +2 DV, and the target's Wound Threshold 
is considered 1 lower against the weapon using this ammo. Like Biter and Flayer, 
Bleeder rounds cannot be combined with other ammunition types. [M oderate] 


Despite the name, Bleeders are just as effective against synthmorphs, targeting core 
mechanisms and internal components, though naturally the ability to filter pain makes 
synthetics more resilient. The primary saving grace against Bleeder rounds is that their 
high speed means they often have little time to adjust their trajectory or make 
dramatic repositions. They also have considerably less usefulness if something were to 
jam the Smartlink. The microcomputers on the Bleeder round when paired with a 
smartlink can make assumptions about the anatomy of the target and may even be 
linked with sensors to confirm — but against exotic morphologies such as aliens or 
entirely neogenetic creatures they may lack effectiveness. At their discretion the GM 
may decide that Bleeders have no additional effect on such a target. Luckily for 
Firewall operatives using them, that only includes some exsurgent types. 


Bleeders were developed prior to the Fall, and almost immediately banned 
everywhere, and got a lot of media attention when they were illegally used, much like 
stories of "cop killer" bullets in the late 20th century. This did mean they were not 
thoroughly tested against the horrors of the Fall, and while many users swear by 
them, a single bullet can still only do so much on its own. Even so, pop culture 
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remembers the round a little, and restrictions on civilian and even law enforcement 
deployment exist in many polities. Even if not verboten, one can expect to get many 
angry messages and negative rep hits accidentally slinging the bullets around to hit an 
unintended target in a vital organ. 
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DI Wolf's Ears 


Tags: [sensors] 


W olf's Ears: Trade name for a personal acoustic awareness enhancer. Used in the past 
by hunters, military shooters and surveillance personnel, this sort of system has 
become highly refined by AF 10. They take the form of small inserts into the ears 
worn like contoured earbuds. Inside is embedded fiberoptic microphones and a small 
computer. It's first function has the system help to pick up and boost ambient audio 
which is low, making it easier for the user to hear. This grants a +10 on Hearing 
related Perception tests, which does not stack with Enhanced Hearing. However, the 
computer can also detect harmfully loud audio and reduce its strength to protect the 
hearing of the user. Normally loud noises which might cause harm like gunshots and 
explosions will be reduced to manageable levels, removing any penalties one might 
take to Perception or some other skills for them. Some noises are likely to be too loud 
to reduce completely, but still will cause reduced harm to the user. The GM may offer 
a +10-+30 bonus on tests to resist certain effects or allow their penalties to also be 
ignored if they feel it appropriate, such as when dealing with a Concussion or 
Overload grenade. [Low] 


M ost users do not bother with this system, as it is technically out-dated by modern 
bioware, and rarely do users require the hearing protection (which modern 
nanomedicine fixes very easily) but special tactics or military units in bioconservative 
circles may utilize them in place of invasive cyberware alternatives. People who need 
hearing enhancement in a pinch might also want to avoid a lengthy install time. 


M ore importantly however, Firewall operatives utilize Wolf's Ears in a roundabout 
way, hacking the internal systems to block certain types of sound signatures which 
could be harmful, such as Basilisk Hacks, while also retaining their situational 
awareness. While not as surefire as something like Analog Tools or a Faraday Suit, it 
can be helpful, applying its resistance bonus in this case. However, in order to 
program in the proper sound block, the Firewall Sentinel must be aware of the nature 
of the aural Basilisk H ack in the first place. 
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192; Fly-By Wires 
Tags: [cyberware], [implants] 


"Fly-by-wire" is an old term referring to the replacing of manual, mechanical controls 
to an aircraft with electronic ones attached to a computer via electrical lines (hence 
"by wire"). These can also be attached to flight computers in order to digitally 
manage various elements very precisely, improving performance. Depending on the 
medium, this can also be referred to as "fly-by-wireless" or "fly-by-optics", which are 
generally how aerospace craft handle things in Eclipse Phase. However, the 
terminology for Fly-By-W ire stuck in another field; cybernetic implants. 


Fly-By Wires: Also called "skillwires", this system predates modern 
Skillware/Skillsofts. Using an embedded microcomputer (or more commonly these 
days, direct link to a cyberbrain or mesh insert library) this implant runs synthetic 
nerves to the limbs which on command perform rote actions instantly, without 
conscious input from the user and overriding their own natural movements. This 
means that the user can perform a particular action with computerized precision every 
time on command, and these actions can be simple or complex, but they are rote — 
they do not allow for improvisation or adjustment by the user. Using a skillwire to 
bullseye a pistol shot into a target's head at 10 meters will replicate that headshot 
every time — unless the target happens to be dramatically shorter or taller than where 
the Fly-By Wire is set to. When purchased, the user should designate a single Skill 
which the wire is keyed for — they gain a +20 to all Task Actions with that skill, so 
long as that action involves routine, repeatable movements. At the GM's discretion, 
once per Action Turn the user may perform a Simple Action as a Free Action or a 
Complex Action as a Simple if it is related to that skill if they think it can be 
shortened by executing on-demand (e.g. a Fly-By for Kinetic Weapons might allow a 
user to reload for free). M ore advanced and expensive versions are available which are 
linked to computers with broader command libraries and heuristics — these designate a 
single type of skill (Combat, Technical, etc) instead, but are more expensive. [Low], 
[M oderate] for Advanced. 


Fly-By Wires were envisioned by authors and wannabe-badasses as a way to "git gud" 
quick at things such as combat, but in reality, there's not always a practical use to rote 
performance of actions in a fight — it makes one very predictable and doesn't handle 
complex situations well. Instead, Fly-By systems were popularized as hardware installs 
for Als and later even indentures in the decades prior to the Fall, allowing routine 
tasks to be performed with mechanical precision but still leaving an "observer" to 
interpret possible anomalies and work around any problems with a minimal amount 
of job training. This has since fallen off as Skillsofts are very easy to distribute and 
install directly in Als and Infomorphs to give them a more flexible "graft" of 
knowledge, and sub-Al Expert Systems can generally be trusted to operate themselves 
with external transhuman oversight. This doesn't mean that hypercorps or other 
Organizations don't occasionally decide to cut corners to get around high costs. 
Additionally, highly trained experts have picked up on the occasional use of Fly-By 
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Wires to perform certain actions they need on a regular basis instantly, and let their 
own skills pick up the slack. 
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93; Freezing Foam Grenade 


Tags: [cyberware], [implants] 


The Freezer (p. 341 FP) is a pretty common weapon platform for crowd control, less- 
lethal action and generally trying to make sure people don't bother you. Their main 
drawbacks are that they are somewhat bulky, being two-handed, and they have a 
somewhat limited range of effect, at best working at up to 50 yards. But, the quick- 
hardening foam they use is a relatively in-expensive chemical compound, and can be 
re-packaged into other delivery systems with relative ease for additional options. 


Freezing Foam Grenade: A type of grenade or seeker loaded with an aerosolized 
variant of the same quick-hardening foam used in a Freezer. When it detonates, it 
sprays the foam in a wide area, causing all in that area to need to make REF x3 tests 
or become trapped and unable to move, and makes this at a -30 if the attacker scored 
an Excellent Success. Like normal, the foam is permeable and allows those stuck to 
breathe if covered, but will block vision. Similar to a regular freezer, the grenade may 
also be laced with a contact toxin or drug to affect the targets, though many find 
Splash or Gas grenades more effective in that regard. Unlike a Freezer however, the 
grenade is too haphazard and short-lived to use to construct barricades or cover using 
the foam. The foam degrades over a period of 12 hours like normal. [Low] 


Freezing Foam Grenades see a lot of use loaded as anti-riot rounds in large seeker 
weapons on vehicles, or occasionally as an alternate for Ego Hunters or cops to other 
methods of suppressing groups. They also make handy booby traps with various 
grenade triggers, and have the advantage of keeping the target around to examine or 
interrogate later. They might also be scaled appropriately and used from significant 
range to trap and disable armored vehicles which resist conventional projectiles, but 
paralyze their weapon and mobility systems. Due to their non-lethal nature, they're 
fairly easy to procure in most polities. Some people do not necessarily understand the 
nature of the grenade — and people have mistaken them for fire suppressants at 
inopportune times. The fact that the foam is not air tight means it does little to stifle 
most fires. 
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194: Power Glove 


Tags: [covert tech] 


Skinlink (p. 309 EP) is a wonderful but relatively new technology, using skin-deep 
nanobots to instantly build wired connections when one touches a device. This is 
relatively free of interference, and can be highly covert. However, installing such 
nanoware can be expensive, and may be prohibited in certain polities. It's also not 
very secure, as far as covert operative go — a direct wired connection into one's morph 
can be very dangerous when interfacing with advanced computer systems, such as 
those subverted by the TITANs. Use of skinlink also raises thorny questions of 
forensic science, possibly leaving fingerprints, skin cells or other trace evidence which 
can mean the need for an expensive morph swap. Luckily, similar to Fractal Gloves, 
there is an external hardware solution for those who are security conscious. 


Power Glove: Also called the "skinlink glove", this is basically a smart material glove 
that forms a wearable version of Skinlink, allowing the user to build a wired interface 
to a device simply by touching it. The glove then contains an interface on the back 
which can be wired in to Access Jacks or a Dummy Barrier, or create a wireless signal 
like a Grey Box. The glove has its own power source, and thus can also double as 
a Shock Glove (p. 334 EP), though the glove itself may not come as a pair. Because 
the Glove is a device, it may be outfitted with its own Al or security software to act as 
an additional layer between the user and the computer system, an can be disposed of 
if needed. [Low] 


These gloves aren't common among your typical hackers or computer operators — 
they usually just spring for the Skinlink and trust in their skills. Instead, you see Power 
Gloves in the hands of operatives working highly sensitive and "hot" operations, like 
Firewall Sentinels, or in the hands of those who work for groups or governments 
which do not usually authorize costly nanoware in their agents, such as various J ovian 
intelligence agencies. Arming an operative with full-body nanoware is costly and hard 
to reverse, but a Power Glove can be thrown away if needed. 
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195: Shinto 


Tags: [culture], [plot hooks] 


Shinto ("way of the gods") is the indigenous spirituality or religion of Japan. It is a 
broad religion focusing on many ritual practices which many of the Japanese people 
participate in even if they do not belong to formal sects. It can be used to effectively 
refer to all "native" Japanese spirituality as opposed to external influences, such as 
Islam, Christianity and Buddhism. Koshinto ("Old Shinto") is a subset which refers to 
pre-Buddhist beliefs mostly taken from even more ancient indigenous Ainu and 
Ryukyuan practices. Its practices are focused on the kami, spiritual or divine entities 
which represent the phenomena of nature, who are said to be many and are linked to 
physical places and elements such as rocks and trees. The way or path of the kam/is 
the natural order of things, and through it humans should find the right way to live; 
with purity, sincerity and honesty. 


M any of these beliefs and concepts are deeply cultural to various Japanese clades 
throughout the Solar System, even if they do not identify as explicitly religious. 
Wherever you go and find people of a Japanese background, language or cultural 
influence aspects of these beliefs such as certain festivals, rituals or various charms 
and amulets persist. Elements of Shinto and Buddhism are syncretized, contributing to 
the spread and retention of these elements among broader practitioners. And of 
course, most media libraries have complete versions of the historical works of 
the Kojiki and Nihon Shoki. 


Shrines are considered to be a physical home for the kami, and a place where humans 
may connect with them to understand them and gain their blessing. As such, the Fall 
is said to have been quite disruptive to religious practices and destroyed several 
shrines. Famous replicas have been built many places, such as on Luna or M ars, in the 
hope of granting many famous and important deities "new" homes. As on Earth, 
most of these are private institutions who rely on the congregation or other visitors to 
remain solvent. Japanese communities will use these shrines as a focus for many 
cultural festivals. There are quite a few Japanese settlements on M ars, and even some 
nomads of J apanese ancestry who also may practice elements of harmony with nature 
and ritual purity, and speak to kami they feel dwell in quite a few of M ars' natural 
landmarks. "Superstitions" and traditions of respect for nature and the terrain have 
even bled into some groups not of a Japanese cultural origin. Europa's unique 
landscape and Japanese influence has also led to similar practices arising. The belief 
that the most senior and important deity in Japan is solar does not hinder such 
practices. 


Various talismans and amulets, too, remain popular. Shrines and shrine replicas are 
swamped with ema (wishes), usually by refugees and indentures. Personal amulets 
(Omamori) are available at your local shrine or Japanese cultural goods store, with 
the best being handmade and digital amulets (written with digital calligraphy) of lesser 
quality — and are carried by all manner of individuals who seek protection and good 
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fortune. It was also common to integrate aspects of shrines into homes and other 
structures, including shrines on top of office buildings. Thus, household shrines are 
still common, and it is rare to find an operation run by Go-Nin which does not 
feature a sizable and functional shrine — usually to Inari or the Eight Lucky Gods. 
Some would say this is further evidence Go-Nin is "behind the times". Street gangs 
and mercenary groups of a Japanese background will also often use symbolism of the 
war god Hachiman or the storm god Susano-o. 


Beliefs on the afterlife in Shinto are somewhat muddled and dependant on historical 
periods, and due to syncretism with Buddhism, most are content to follow some 
understanding of reincarnation, which makes resleeving an acceptable practice. 
Alternatively, it is felt that one only spends a short time in the land of the dead before 
being revived. Aspects of resurrection and apotheosis pervade Shinto, so finding a new 
morph can be seen as simply finding a new home for one's spirit on the path to 
becoming more divine. Those who practice or simply live near shrines will find their 
names etched as "family kami" should they permanently die, and they may be 
honored there or in household shrines. Dead bodies are unclean, however, and so tend 
to be disposed of with appropriate thoroughness. Those with sufficient piety and time 
will even perform proper funeral rituals to dispose of a previous morph and pray that 
any "uncleanliness" leaves the Ego when they are revived. Due to folklore that spirits 
do not care for machinery and electronics, Synthmorphs are not often the first choice 
of any practicing Shintoist, but only the most hardline bioconservative shrines ban 
Synths from entering their grounds. To counteract this belief, pious synthmorphs may 
even integrate elements of amulets or portable shrines into their shells 
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196: Neo-Shinto 


Tags: [culture], [plot hooks] 


As discussed previously, Shinto is a spiritual and religious practice native to Japan, 
which has stayed with Japanese cultures in the diaspora through the System and 
perhaps a bit beyond, as it has some applications which are considered more 
"cultural" than "religious. However, similar to the Buddhism it is sometimes 
syncretized with, there have been evolutions of thought and belief connected to 
Shinto, especially where technology is concerned. While small, these new belief strains 
have interesting interpretations which may have more interest and concern for 
Firewall. 


N eo- or Techno-Shinto strongly integrates areas of technology, like many new strains 
or iterations of beliefs. Shinto itself has little commentary on technology, with some 
folklore saying kami dislike machines or electricity. This is most common in Japanese 
community clusters in the Outer System, and with Al and Infomorph groups as it 
promotes Al rights and fair treatment. Firstly, Techno-Shinto theorizes that much as 
kami personify the energy of natural phenomena, they too may also embody 
phenomena shaped by man — as we can alter the environment and create new natural 
order. To this end, an Al is akin to an artificial kamí, the spirit which inhabits a 
system or aspect of the "natural" or artificial order of transhuman life. To get things 
done, one should be polite, respectful to Al and even make them appropriate offerings 
to put them at peace (though obviously many ALI are happy simply to perform their 
accorded tasks). To install an Al into something is to bridge the gap between 
technology and spirituality, to personify an item and its natural energy and give it a 
way to interact with transhumankind. M ore complex and larger systems require more 
complex and higher order Al, akin to great features and natural phenomena having 
more potent and sacred kamí. M utterings about "machine spirits" is probably just an 
old joke. 


Resleeving is a natural process of finding the Ego a new home, much like a spirit can 
be given a home in a shrine. Occupying the same space where an Al can go reinforced 
that the Ego can become more divine, and ultimately human minds and the divine 
spirit of the kami can be one and the same. So, resleeving and even instancing as an 
Infomorph is acceptable, even encouraged. Artificial bodies are shaped by humans 
controlling nature's rules to advance themselves. This can even extend to an approval 
of terraforming, nano-ecology and Reclaiming of Earth. Because it is relatively recent, 
however, actually identifying any Egos who have reached a "divine state" is still in the 
process of identification and distillation — for now it is one aspect of an evolving belief 
system. 


Cleanliness and purification are still important to this belief system, but also includes 
mental and "digital" cleanliness. Perhaps drawn from how many members are 
infomorphs or AGI specifically, attitudes on mental health take cues from infosec 
thinking, due to familiarity with the risks of brain-hacking. Damaging or subverting 
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Als and Egos is an unclean and unholy act, and security methods and updates have 
almost ritual significance. Scorchers and other viral programs are also unclean of 
thought. Psychosurgery to cleanse stress, unwanted memories or "unnatural" 
thoughts and behaviors is similarly encouraged and to be performed with reverence. 
Firewalls and defensive programs are akin to charms and rituals. DRM is viewed akin 
to religious mysteries — it might be discouraged but is not outright antithetical. All of 
this blends to a very odd strain of thought to most outsiders, and even some insiders 
trying to grasp underlying beliefs. Their views on "classical" kami remain much the 
same, though many of them feel obliged to investigate "sacred bodies", and several 
Techno-Shinto philosophers have emigrated to the Sun as a result. 


To Firewall, this nigh-deification of increasingly more powerful Al systems can be 
seen as dangerous. While they officially seem to regard the TITANS and their various 
physical and digital infection vectors in an almost satanic light, there is still risk from 
ASI if mishandled. Rumors abound that they have an ASI system, such as a Sibyl or 
Promethean class unit swarm the Eye. Their beliefs can also be shifted close to 
Techno-Creationist thinkers, if one continues the trend that a powerful Al is akin to a 
God, then perhaps the gods were powerful Als? This is a thorny issue as well for 
many Sentinels and Proxies. Investigation of N eo-Shintoists is not easy, due to their 
small size, often remote communities and their emphasis on information security. 
Initial passes seem mostly harmless, however, an evolving train of thought which 
seeks to reconcile the spiritual and the technological — and man's place in an 
increasingly "unnatural" order. 
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197: Case TARKIN DOCTRINE 


Tags: [exoplanets], [locations], [plot hooks] 


Cetus 

Type: Artificial Satellite 

Primary Star: M 3V (Red Dwarf) 
Gravity: .75 g 

Length: 2,500 km 

Atmospheric Pressure: 1.5 atm 
Atmospheric Composition: 2% Water Vapor, 3% Methane, 10% Carbon Dioxide, 
15% Oxygen, 68% Nitrogen, 2% Argon 
Temperature (M ean): 2 C 

Day Length: N/A 

Orbital Period: Variable 

Satellite of: Jonah 

Gate Access: Cinder Gate 


The short version is: We know what Cetus /s. Questions of who, why and how elude 
us. And we're not entirely sure we want to know. The Cetus Gate was discovered by a 
routine check of library addresses for the Cinder operation, to ensure that nothing 
particularly dangerous was waiting just a quick wormhole away. While Cetus is 
probably very dangerous, it's probably too large to come through the gate. Initial 
reports indicated the discovery of an artificial structure, a bit like Wormwood, but 
this one clearly artificial. The walls were formed of some exotic polymers and carbon 
nanomaterials. It also seemed to indicate a gravitic force like a small terrestrial planet, 
and has an oppressive, humid atmosphere (which is, in turn, toxic to humans by 
default). The first assumption was that it was a structure built by an alien species to 
hold the gate. This both is, and isn't true. Long periods of scouting using drones and 
sensors have indicated what Cetus really is. This was confirmed by a scout team of 
Sentinels who were not pleased by what they saw, and several of them requested to be 
restored from backup after the mission. Firewall has classified this as Case TARKIN 
DOCTRINE. 


The long version is that Cetus is like a thing out of an old twencen sci-fi series. It 
appears to be a massive "ship" or artificial satellite, a couple thousand kilometers 
long (meaning it would cover a noticeable chunk of small planets like M ercury). And 
what this ship does is, for lack of a better term, eatplanetoids. The sentinel team 
discovered this by finding what appears to be an observational window on the fore of 
the ship, and witnessed it's process. Currently consuming a dwarf planet Firewall has 
codenamed "Jonah", Cetus was named after the legendary sea monster (despite the 
fact that astronomically, it does not appear to be anywhere near the constellation, 
Cetus). The ship is roughly cylindrical, with one end forming a giant "mouth", and 
the other end is a narrower port which seems to function for ejection. Exact details 
are hard to get however, as there does not appear to be a way to access the exterior 
from the passages connected to the gate, or the central span running through the ship. 
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These interior passages almost seem like they were created by an organic algorithm, 
and seem to have some kind of arterial function — but nothing passes through them 
except the dense atmosphere. They have variable size, the largest being 4 or more 
meters across and roughly tubular in their own right, others are smaller than one 
meter and have undulating interior surfaces. The polymers the ship's interior is made 
from inhibit penetrating sensors, including X-rays, though passive electrical sense 
indicates some kind of power infrastructure which moves through the area around the 
tunnels. 


H ow it works, though, is probably the most unnerving (read: terrifying). As far as can 
be told through the observation windows and sensors, Cetus is powered by some kind 
of exotic gravitational drive. It latches onto and eats planets via a gravitic bessel beam 
technology, not dissimilar to the alien bots Firewall has been calling "Slouches" but 
on a much larger scale. It generates a shearing force in excess of the planetoid's own 
gravity and simply begins drawing up pieces of it's crust and then interior. Once inside 
the core axis, Cetus seems to seperate out what it wants, burning it as fuel or 
otherwise storing it, then matter it isn't interested in is discarded out the rear via 
repulsion beams. Since exterior instrumentation is not available, we can only make 
minimal optical guesses but it looks like Cetus prefers volatiles, rare metals and 
carbon compounds. The ejecta appears to be, oddly enough; radioactives, noble 
gasses, and certain metalloids, as well as other compounds we can't identify. Cetus 
appears to be able to propel itself through a combination of riding "tides" of gravity 
and somehow pushing itself using it's own manipulation. It's gravitic axis is also 
evenly cylindrical — even if you stood on the front, you'd be pulled down (or "up" if 
you were on the apparent underside) toward the center. Best guess for how the gate 
came to be inside it is that one of the bodies it "ate" had a Gate on it, and as we know 
they are particularly hard to destroy. The gate is almost like a parasite, or an infection 
on the interior of the craft. 


Details of Cetus’ age, construction, creators and so on are all a mystery. Based on 
what can be seen from "observation windows" in the surface, there are several debris 
fields in this solar system which could be consumed planets — as many as four or five, 
depending on their size. From this range and our limited windows of observation, 
there also appears to be a partially destroyed terrestrial planet, possibly of previously 
Earthlike dimension, closer to the star, in what might have been a habitable region. It 
does appear, based on simulations of the debris clouds, that Cetus has a limited speed 
at which it can impulse itself around the system and has a cap on how much power it 
can use — this means that it probably cannot easily jump itself out of the system, nor 
defy conventional physics to arrive in another solar system in a timely manner. Based 
on this projected speed, it has been in this solar system for a few centuries. This, of 
course, makes the question of how it got into it's system a bit of a mystery nobody 
particularly wants to answer. Nor do we want to know how Cetus knows where to 
"feed" next. It has no wireless transmissions or any particular readings which indicate 
a central intelligence point or command center. And the only thing audible inside the 
ship itself is the steady, pulsing thrum of the bessel engine working. Firewall has 
developed several contingency plans should Cetus or any new subjects for Case 
TARKIN DOCTRINE be found to be an imminent threat. This might be hard, 
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however, as the exterior is projected to be very hardened and the gravitic drive seems 
to warp local gravity which might deflect projectile energy. 


In conclusion, Cetus is existentially terrifying, but unlikely to cause any Transhumans 
other than my research team any serious problems — it's just further evidence we're 
small fish in a very, verylarge pond, and Cetus probably isn't anywhere close to the 
biggest fish. 


Though some of my pragmatics colleagues on Cinder have wondered if a TITAN 
world-brain project like Iapetus seemed to be would be able to do much vs a TARKIN 
DOCTRINE subject... 


-Blue M ab, Firewall Crow 


SIDEBAR: TARKIN DOCTRINE SUPPLEM ENTAL REPORT 
OPNECRONOMICON EYESONLY 


Well, it cost us a few asyncs and some resources, but the little "think tank" circle 
Operation was a success — in a sense. We've got new intel about Cetus which might be 
useful. For opsec the six members brought in will use codenames, Alpha through 
Zeta. 


Gamma was the most immediately helpful, probably should have tipped me off. He 
was able to make predictions about the pattern of the arterial passages which we 
verified with mapping drones. H e also said that it seemed like the structure was based 
on a mathematical principle, but not an original one, it was mimicking something else. 
No way to prove it, but might be relevant. He said he was going to try and walk the 
passages to see if there were any more clues. Could hours later we lost his signal. 
Turns out he smuggled in a plasma cutter and tried to get into the walls. All that was 
left was a blackened corpse, just a carbonized shell. We didn't tell him we knew it had 
a self-defense mechanism like a bug zapper. 


Alpha was the most cryptic. She kept touching the walls with her bare hands, 
speaking in bad poetry. Something about how Cetus would eat the stars, and through 
it flowed the blood of planets and it being a life-drinker or something. She seemed to 
think Cetus was partially organic, or had an organic mind in it. Well, she called it a 
soul but claimed it was something she could sense, psionically. Unfortunately, 
somebody else will have to pick her stack for more details, as after a while she seemed 
to break. She got a nosebleed and started ranting about the "Worldeater's brood" and 
that it's sire would come hunting for those who "bled it" and it "feasted on 
civilizations melancholia". Since she was getting violent and disturbing the other 
operatives, security dropped her and took her back to the gate. 


Beta and Zeta weren't very helpful, but at least stayed reasonable. | guess this was 
outside their normal areas of expertise. They marveled a lot at Cetus symmetry 
though, but also on it's non-symmetrical portion. I'm not sure how much is 
supposition and how much was Psi, but they both agreed it was probable that Cetus 
was designed, at least, by an organic race or if it was built by an alien Al, they were 
clearly mimicking something known to their own creators. Possibly something 
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aquatic? They couldn't agree between themselves if it was some kind of war-machine 
or just a ludicrous mining drone. 


Delta has straight up vanished. Security has been advised to treat them as a risk if they 
run into Delta. Supplies in particular are being closely watched. | expect drones will 
find a corpse in a few days unless they can acquire some water. What exactly was 
Delta's M OS again? 


Epsilon stayed close to me most of my survey. She insisted on telepathically linking to 
me, and it was an... unusual experience. Never felt like that outside of infomorph 
working groups. Her insights flowing straight to my mind helped me concept some 
things, but | think she was probing for something from me as well. | lost track of her 
while disposing of Gamma's body. Last we got was a transmission which appeared to 
emerge from the core axis, where the gravitic beam was. The message was about as 
useful as "my god it's full of stars" and is cut off part way — we think she was 
destroyed by gravitic shear. I've had forensic drones trying to find out how she 
accessed the core area, something we haven't been able to do, but have so far not been 
able to find any sign of her. It was progress in a sense, but | can't figure out what data 
she had to make it on her own. Do | have it and just don't know it? 


| think | need some time off the case, too. I've been dreaming about Epsilon. She tries 
to speak to me, but | can't understand her — it's like we're trying to talk underwater. 
Last night, | took some stuff which is supposed to help make dreams lucid — I tried to 
speak back. But when | did, | tasted the liquid we were in, it tasted like blood. | still 
couldn't understand, or be understood. Don't know what it means. Then my dream 
got esoteric: | dreamed of sharks made of starlight swimming through the M ilky Way. 
Their stomachs were singularities, and their teeth were plasma. They kept swimming, 
devouring all the smaller, more sedentary fish they came across. Only the fish were 
alien worlds, with architecture and technology like I'd never seen. But they could not 
stop, because something was hunting them. The only thing | can think about the 
dream is "What the fuck scares sharks?" 


-Blue M ab, Firewall Crow 
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108: Hunter-Killer Grenades 


Tags: [grenades & seekers], [traps], [weapons] 


H unter-Killer Grenades: Also known as HK grenades or "spider grenades", this 
modification to the normal grenade is a curious and insidious one. Related to Smart 
M ines (p. 163 X-Risks), but much more portable and flexible, this system is basically 
a little four-legged drone which can mount a standard grenade to it. This enables the 
grenade to be moved around and placed without just needing to throw it, and more 
precision than seekers at close range. The drone can walk up walls using grip pad 
material, and can detonate via any normal grenade methods, and be controlled either 
by a primitive Al or by remote. This Al can be told to do a variety of things, such as 
"search and destroy", move to specific locations, wait for someone to approach, etc. 
Additionally, due to the grip materials, the HK grenade doubles as a Sticky Grenade. 
[Low], plus Payload cost. 


Activating a HK grenade is as simple as triggering a regular grenade. Just dropping 
one on the floor is a Simple Action, but throwing it is an attack roll as normal. The 
drone then moves at a rate of 4 meters per round, and detonates when it is triggered 
remotely or otherwise meets its detonation condition. If attempting to latch on to a 
specific person or object, the Grenade can make one Unarmed check to grapple per 
Action Turn at a rating of 40. One can shoot an HK grenade, and they do not dodge, 
but do count as Very Small targets (-30). Dealing any amount of DV to the drone will 
cause it to explode where it is currently. The drone is armed with a basic microphone 
and 360° camera to navigate with. The drone only has enough battery life for 24 
hours, and then will need to be replaced or linked to wi-tricity. 


HK grenades are not necessarily more effective than throwing regular or sticky 
grenades, but are more intimidating, and offer more opportunities to be clever. 
Someone perfectly skilled in lobbing grenades will not get much use out of them, but 
those who set traps or maybe need some help getting grenades on target may find 
them useful. Due to their propensity for use in sabotage or covert attacks, HK 
Grenades are illegal in most habs. 
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99; Spacecraft Mods 


Tags: [Spacecraft] 


While fully fleshed out mechanics for operating spaceships in a combat scale are yet 
forthcoming, below is a list of some possibly modifications to most forms of 
spacecraft which should work in any campaign featuring them more heavily, without 
getting too into the mechanical nitty gritty. One can use any or all of these ideas as 
they like — as normal use common sense deciding which attachments make sense to 
stack with one another. Like most things, robotic enhancements and even armor mods 
can probably be installed in most vehicles without too much adjustment. 

For purposes of categorizing, this concept uses (read: steals) a "Silhouette" system. A 
given spacecraft has a Silhouette based on it's rough size category without needing to 
get into specifics, similar to Size Traits for morphs. Something human-sized is a 
Silhouette 0, which also includes all Personal Vehicles. Very spacecraft, either 
autonomous or intended for small occupancy, including Fighters, Interceptors and 
RKVs and most other drones are Silhouette 1. Small spacecraft, designed for local 
transit with small crews/passengers and cargo are Silhouette 2 — this includes GEVs, 
SLOTVs and Outsystem Skimmers. M edium ships that are larger and have more 
rounded capacity numbers, but are still of a fairly average in that size and capacity are 
Silhouette 3, such as the Courier, M ining Tugs, Salvage Ships and the LLOTV (and 
probably the Hab Lifeboat). Silhouette 4 is fairly large, longer-range ships, including 
Bulk Carriers, Transports of both kinds and Destroyers. Silhouette 5 is for the very 
large ships of incredible bulk or capacity, such as Scum Barges, Factory Ships, 
LaFrance Rigs or Battlecruisers. Silhouette of a target ship may affect cost of a mod, 
or some mods may be limited to ships of certain Silhouettes. 


4CI SUITE 

"ACI" stands for Command, Control, Communication, Computers and Intelligence. 
Essentially, this modification acts as a Tactical Network node for the spaceship. It 
involves dedicated computing and communications equipment, which hooks up to 
every friendly ship in the vicinity, feeding in and organizing sensor information, 
positioning data and tactical data. This is all done on encrypted machines and 
frequencies for better security. It coordinates this data into multiple feeds and 
interfaces it with the normal functions of the ship. It allows for secure and fast sharing 
of tactical data to coordinate multiple ships, and can be networked with individual 
crewman's Tactical Networks as well. Typically, because of the vast amounts of 
information being collated, 4C! modules utilize a dedicated crewman, or one or more 
supervising Al. This is usually installed in command or flag ships, but might be placed 
in any ship coordinating others. [M oderate] 


AFTERBURNER 

W hile this type of modification is often called "Afterburners", this may not be true in 
the strictest sense. It does, however, follow the same principle — it increases the thrust 
of the engine slightly by consuming a higher amount of fuel. Suitable for short bursts, 
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this can slightly improve acelleration, and is mostly used by smaller ships with tighter 
maneuvering profiles, such as security patrols or other orbital operators. It improves 
the thrust of a ship by about 10% (amounts vary based on type of rocket motor) but 
has a considerable impact on the fuel efficiency of the ship. Silhouette 3 or less only. 
[High] 


AMENITIES SUITE 

A common modification to passenger ships, though sometimes placed on long-haul 
cargo ships. This gives a ship a full set of amenities for a pleasant space travel. It 
includes proper storage and preparation facilities for proper food, one or more VR 
couches for simulspace access, dedicated wireless networks for visitors, and high 
output environmental systems for clean and pleasant air conditions. They also often 
include additional recreation spaces, media libraries and convenient interior spaces. 
These help passengers relax and have a stress-free time on a journey, and help 
crewmen unwind. It grants crew members a +10 on certain Social skill tests with 
people who are using the Amenities, and may prevent requirements for stress tests on 
a long journey. [Expensive] 


BATTERING RAM 

While ships are not often in close enough quarters to come into physical contact, this 
can be a quite dangerous situation. To alleviate this fact, some ships are equipped 
with frontal armor to protect the ship. This is most common on light military and 
security vehicles, and on pirate ships (who may engage frontal contact as part of a 
boarding maneuver). Additional armor plating on the fore of a ship is also rarely a 
bad thing. A ship with a battering ram is considered to be travelling half as fast when 
calculating a head-on collision, and reduces any damage crew and passengers take 
from such an impact by half. It also grants an additional 10/10 armor against any 
strikes from the front. However, the added weight will upset the maneuverability of 
most ships, giving them -10 Handling. [High] 


BOARDING UMBILICAL 

Boarding ships can be quite complex. M ost ships have reinforced external airlocks to 
protect them from accidental decompression, with secured interfaces to prevent 
Sabotage. For pirates and security ships, this presents a problem to board ships 
without authorization. In this case, they typically use a boarding umbilical. This 
flexible attachment unfolds from one's own airlock with a maximum reach of several 
meters, and uses nano-grip material to hook on to the ship. This creates a temporary 
pressure seal and attaches the two ships. This also has a specialized cutting torch on 
the end, designed to cut through airlock doors. It will burn completely through the 
door in about 3 Action Turns. It can attach and breach hulls directly as well, but this 
takes much longer. One can attempt to wrest away from the boarding tube, assuming 
they have power, with a -20 Pilot check. [High] 


COLD GASMANEUVERING JETS 
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This modification replaces the type of fuel used in a ship's normal maneuvering and 
RCS systems with highly pressurized, super-cooled gasses. The result is that the ship 
can control it's maneuvering without expending large amounts of heat, and thus is less 
obvious to sensors. While "hiding" in space is very difficult and mostly a matter of 
time and relative positioning, this modification can allow small maneuvers while 
remaining relatively hidden, or fail to draw the attention of many observers. The only 
downside is the cost of the system, and the fact that installing it is likely to raise a few 
eyebrows. This grants a -20 on tests to notice the ship when using just maneuvering 
thrusters. [H igh] 


CONTAINMENT CELLS 

Also called a "brig", Containment Cells are fairly straightforward — secure holding 
cells for transhumans. Space travel is the epitome of physical travel, thus people will 
often have to deal with people in physical instances on these trips — or even arrange a 
physical transportation of them. This can be done with a containment cell. It involves 
hardened rooms which are shielded from wireless transmissions, and hardy enough 
that they should resist smuggled tools for an extended period. They contain cameras 
and microphones for constant monitoring of prisoners, and can be reconfigured for 
other sensors as well. They feature a secure, wired intercom on the outside for 
interrogation as well, and a space for one or more security guards. They may also be 
equipped with other security measures, such as a nonlethal portal denial system or 
anesthetic gas. Without too much trouble, one can use them as quarantine cells as 
well. Installing Containment Cells reduces passenger capacity by 5, and makes 5 
secure cells. This mod can be purchased multiple times, each time adding 5 more cells 
and reducing the passenger capacity by the same amount. M ilitary ships may already 
have Containment Cells installed. [H igh] 


DRONE RACK 

An incredibly common modification on ships of all sizes (and even on smaller air or 
ground vehicles), this simply adds an internal storage bay to hold and maintain drones 
for use by the ship's crew — which can be deployed internally or externally as needed. 
A typical drone rack holds up to 6 bots (less if they are particularly large) and 
contains all tools needed to maintain them. A single bot can be deployed from the 
rack as a Simple Action by anybody with proper controls and authorization. This 
upgrade can be bought multiple times, each adding more racks for drones, to a 
maximum number of the ship's passenger amount +6. Silhouette 2 or larger only. 
[M oderate] 


ECM SUITE 

Electronic Countermeasures are a major part of spaceship combat, and many other 
Spacecraft operations. This suite when added to a ship gives it powerful radio 
antennas, signal boosters and other equipment to jam radio transmissions and other 
sensor systems in the immediate area of the ship. It also can double as ECCM 
equipment when needed. As is typical with many of these add-ons, ECM suites usually 
require a dedicated crewman or Al operator to utilize properly. A ship equipped with 
an ECM suite gains a +20 on Interfacing tests to perform universal jamming (p. 262), 
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and a +10 on all opposed interface tests related to Radio Jamming (including Radar 
Jamming). [H igh] 


EJECTOR SEAT/ESCAPE POD 

One of the most common modifications to ships, a way to exit a ship quickly if it 
should be disabled or destroyed. Ejector Seats are simple, but more risky. These 
typically shed the canopy or cockpit on smaller vessels and eject just the pilot and 
other operators with a thruster unit, equivalent to a thruster pack. It is also equipped 
with a drag chute if deployed near a planet with atmosphere, but does not have full 
reentry shielding. M ore commonly, larger ships will attach an Escape Pod instead, 
which is basically an better armored and pre-inflated Emergency Bubble. Escape Pods 
can launch with a Simple Action, and have an AV of 10/10 in addition to all the 
normal functions of an Emergency Bubble. [Low] for Ejector Seats, [M oderate] for 
Escape Pod (cost is per seat/pod) 


EXTERNAL DOCKING CLAMPS 

M ost ships are equipped with standardized airlocks, or flexible soft-locks to dock 
with other ships and stations. This serves most purposes, but can be a little awkward 
when attempting to move with or even transport other ships (or external attachments 
such as cargo containers). In this case, many ships attach external docking clamps. 
Reinforced, secured and usually utilizing a pneumatic or magnetic grip, they will 
safely hold the docked object until released by the carrier ship. A ship can hold 
something at maximum 1 Silhouette less than itself in a clamp. Docked ships and 
items cannot usually interact with or transfer directly to the host ship. This mod can 
be installed multiple times. [M oderate] 


EXTERNAL ORDNANCE LAUNCHERS 

Sometimes nicknamed "pack n' racks", this is one of the most common weapon 
systems installed on spacecraft. This system is a prebuilt, preloaded set of disposable 
launchers for Seekers, usually in packs of ten. They are designed to be modular and 
easily fit on any configuration of spaceship. Once all the seekers are deployed, one 
simply removes the rack and purchases a new one. Armed spaceships are a touchy 
legal area, but when operating in packed space regions which may involve pirates, 
aggressive governments or other unsavory persons they have a great range and 
damage potential. The only complication is that one cannot reload in the middle of a 
combat without going out onto the hull and replacing the rack. For an additional cost, 
the rack can be put on a turret mount for a 360 degree firing arc. [High] (includes 
missiles) [H igh] again for the 360° mount 


FALSE TRANSPONDER 
While there's no such thing as a "universal" ship registry in the Solar System, most 
traffic control offices can and will be in touch to check up on ships, and law 
enforcement will but out bulletins on suspicious or criminal vessels. This can be a 
problem, because most ships are equipped with unique registry or serial numbers by 
the manufacturer to keep track of the ship and as a standard safety measure — even if 
this is just as simple as a slightly more prominent form of device ID. These are also 
very important to IFF systems used by government ships. M odifying these transponder 
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codes is universally illegal, and even in anarchist habitats is seen as anti-social. But 
this doesn't stop those who do dirty deeds from making the modifications. With some 
tech and a little work, most ships can not only disable their transponders (mostly an 
obvious sign you're doing something shifty) or more commonly install false 
transponders which display altered details about the origin, history and ownership of 
the craft. It's relatively cheap to install a singular altered transponder, those with 
contacts and cash will spring for a special rolling transponder which can alter registry 
and authorization codes as needed, so long as it can be securely updated. A ship with 
an altered transponder imposes a -30 to Research and other tests to track it's 
(accurate) history and flight plans. [M oderate] for a single transponder, [High] for 
rolling 


FLAK CANNON 

"Flak" is a term derived from the name for point defense and anti-aircraft weapons 
(in German). While the technology is an outdated system, principle of point-defense 
still apply and it is a very cost effective way for small or civilian ships to defend 
themselves from attackers while not being interpreted as " militarized" These cannons 
use high-caliber fragmenting shells, usually on proximity or timed detonation to 
explode into small clouds of high-velocity shrapnel. This is highly destructive to small 
targets like enemy missiles and AKVs or other drones, and will damage the 
micrometeorite protection of many smaller ships, reducing their hull integrity. Flak 
cannons are usually built into turreted systems, which are controlled manually or 
remotely. They are also typically Linked weapons (see below). Flak ammunition costs 
[Low] for 1000 rounds, and has the Proximity quality, and cannot be combined with 
other Kinetic/Smart ammo types. N ote that the damage listed below is the typical 
profile. For spaceship weapons an appropriate multiplier (x2, x5 or x10) should be 
applied based on the size of the ship using the gun. [M oderate] 

AP -4 2d10+6 DV SA Ammo 1000 


HANGAR BAY 

Another incredibly common modification for larger ships, this adds an internal bay 
where small craft can be stored and deployed rapidly. It can only be built in ships 
Silhouette 3 or higher, and the bay can only contain vehicles of a Silhouette less than 
or equal to the host ship's Silhouette -2. The bay holds a maximum number of 
Silhouettes as the host ship (I/E a Silhouette 5 ship with a Bay can hold 5 SIL 1 ships, 
or one SIL 2 and a SIL 3). These ships can launch and dock as a single Complex 
Action, and the Hangar contains all necessary tools and equipment to maintain the 
complement of ships and restock them with their own fuel and ammunition, in the 
case of armed Fighters/AKVs. M any military ships, such as the Destroyer, already 
have hangars. Cost starts at [M oderate] for Silhouette 3, and goes up by one for each 
increase in Silhouette 


INTERNAL HEAT SINK 

H eat dissipation is one of many things which makes stealth in space difficult. Almost 

any heat level will stand out against the background. Some steps can be taken against 

some of the things which release heat, though not all of them. The H eat Sink is one of 

these. Using special advanced materials in a shielded location the sink can absorb 
441 


waste heat generated by certain systems of a ship and effectively store them for a 
period of time. This can't mask active sensors or primary engines (which basically 
radiate their own heat from the ship), but can mask the heat of morphs, power 
systems and other internals. How long it operates depends on the size of the sink and 
the ship, but it's usually a couple hours. Eventually the heat sink will become so hot it 
either causes a catastrophic failure, or is able to be detected through the shielding 
material. At this point, it either needs to vent heat (a long process due to radiation 
being such a poor method) which takes about 10 times the amount of time it was 
operating, or the sink to be ejected and replaced. When active it gives a -30 for a ship 
to be detected via infrared or similar sensors, but only when not actively scanning or 
using primary engines. [H igh] 


LINKED WEAPONS 

Spaceship weapons are incredibly powerful, but due to their size and nature, they do 
not always have the ability to fire rapidly at scale like personal weapons. To alleviate 
this, one usually links weapons up, building pairs or quads of weapons — often in 
turrets. Linking a weapon requires paying 50% of the original weapon cost (if not 
sure, it's [High]), linking it a second time for x3 is that 50% again, and so on. A 
weapon linked once (so two weapons) can do either +1d10 DV or +10 to hit, but uses 
twice as much ammo. Triple weapons (linked twice) does +2d10 or +20 to hit but uses 
x3 ammo, and quads (linked 3 times) can add +3d10 DV or +30 to hit, but uses x4 
ammo per shot. This allows weapons with slow rates of fire to put more shots down 
range for more effect on target, but uses much more ammunition from storage — and 
so is usually only the choice of hardcore ship operators. [50% of Weapon System] 


LUXURY CABINS 

Physical space is at a premium in the Solar System, especially in Space. This means 
people value it, and ships can find providing this space helpful. Luxury cabins are 
larger, single (or couple) occupancy with fine internal features such as dedicated 
thermostats, air handling, luxury beds or grav couches, personal refreshments and 
more. They are the pride of any ship they are installed in, and a perfect way to relax 
even in a tin can flying through the void. Anybody who stays in a Luxury Cabin heals 
one more DV when healing naturally, and heals one more SV from all sources. This 
limits the amount of space a ship devotes to passengers and crew, however. Installing 
it halves the normal passenger capacity. [Expensive] 


MARINESMODULE 

M arines, sometimes called "Security" or "Tactical" personnel are not uncommon on 
military or police ships — and may be utilized by pirates or militias. They provide 
internal security and can be used to board and interdict other ships. This mod 
increases a ship's passenger capacity by 12, by adding space for up to 12 marines to 
bunk and keep their equipment and be ready to move at a moment's notice. H owever, 
these quarters are cramped and spartan, and staying in them for long periods may 
cause Stress tests. Can be combined with a Hangar Bay to store Battlesuits or other 
vehicles for the marines to use and deploy in combat. A ship must be SIL 3 or higher 
to install this modification. For each SIL over 3, a ship may install this modification 
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an additional time, adding more space for another 12 marines for each new purchase. 
[Expensive] 


MEDICAL SUITE 

Due to the nature of space travel, medical emergencies usually come with other 
problems, but it's possible to get serious injuries in long-haul flights or daring 
maneuvers. In this case, it's good to install the M edical Suite. This comes with at least 
one Healing Vat (more in larger ships), a set of pharmaceutical makers with common 
medical blueprints, an exam room with diagnostic equipment, and a fully-robotic 
surgery suite. It even comes equipped with a standard medical Al which can provide 
basic medical instructions and attention. In a pinch, it can also double as a coronary 
and forensic pathology lab. Installing this reduces passenger capacity by 10% (Min 1). 
[Expensive] 


MILITARY TARGETING COM PUTER 

Civilian spec ships do not typically come with weapons, and even when weapons are 
installed, they do not normally have the same equipment used to target and 
coordinate those guns. This can be solved with some (expensive, illegal) modifications. 
This makes sure to add appropriate gunsight cameras, configure sensors for proper 
range-finding and a variety of other features to make sure added guns can be as 
accurate as possible. Using a M ilitary Targeting Computer adds a +10 to all Gunnery 
checks to use mounted weapons, similar to a Smartlink system. M ost military ships 
come with this already installed. [Expensive] 


MULTIPURPOSE ARM 

Since the Fall "spaceships with hands" makes some people wary, ships can benefit 
from an extendable armature. This mod installs a flexible arm onto the ship, of 
appropriate length and scale for the size of the ship. The arm can fold up and stow 
inside the ship. The end of the arm can have a variety of relevant attachments for for 
it. It can be a gripping arm to grasp cargo, debris for salvage or EVA morphs, it can 
be a large cutting arm for salvage or boarding, drilling or excavator arms for digging 
or a winch arm for towing, and more. Some have even modified the arm to hold a 
gun, but this is wildly inefficient. [M oderate] 


ONBOARD RESOURCE REFINEM ENT 
Space travel is fairly time consuming, and by its nature requires physical resources — 
which are finite. To better manage these resources, some ships are equipped with 
onboard facilities to gather and process resources, which are gathered via external 
workers or drones. These facilities include both fabricators and conventional 
technology to process various materials, such as prepare or refine many types of fuel, 
process or recycle additional oxygen, separate organics and even grow plants or clone 
meats, and process raw metals and rocks into more usable, pure materials. Other than 
intake, refinement is mostly automated and runs at all-time power is available, but 
does not fabricate finished products, just the refined materials. Ships can use this to 
repair and refuel, or even just as part of normal trade or resource gathering for the 
hab. Some ships are already installed with these facilities. Installing this reduces 
passenger capacity by 25% (Min 1). [Expensive] 
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PHY SICAL COUNTERM EASURES 

Even in this advanced computer age, physical deterrents still work for many offensive 
or even sensor systems. This modification installs launchers which can release flares, 
chaff and decoys to throw off guided weapons of several varieties and targeting 
systems. Releasing Flares is usually a Free Action. T hese countermeasures add a -30 to 
all guided weapon attacks (such as Seekers) and removes the benefits for using 
Smartlinks/H oming Ammo for the rest of the Action Turn. It may also add penalties 
of -10 to -30 to certain sensor tests for the rest of the Action Turn. A ship holds a 
number of uses of Countermeasures equal to its Silhouette x10. Restocking flares is a 
cost of [Low] per 10. [M oderate] 


PIRATE BROADCAST ARRAY 

Governments and corporations will engage in certain broad area jamming or radio 
censorship to block certain information from getting out or in. They may also take 
over certain frequencies for government use. To combat this, criminals and anti- 
establishment types often use pirate radio, and specifically use specialized radio 
arrays. This modification installs a large, high-definition radio array. This array 
automatically scans radio frequencies for ones which are opened and not jammed or 
blocked, and can boost its own signal to push through jamming or weaker signals it 
picks up. It also has directional, tight beam radio and laser communicators for more 
covert comms. The array also has tools to decrypt and listen in on military and 
government frequencies. In a pinch, this system can also hook up to QE comms or 
neutrino farcasting rigs, but this has its own practical concerns. [Expensive] 


RAM SCOOP 

Aka, a "Bussard Collector", this system long proposed by sci-fi authors and rocket 
scientists, is finally practical in the AF 10 period. This system involves a large 
collection scoop on the front or sides of the craft intended to draw in hydrogen or 
other particles in the vacuum for conversion into fuel. Interstellar hydrogen is rare, 
but it can be gathered in amounts near gas giants or just in areas of the solar system 
(or other solar systems for gatecrashing vehicles). The scale requirements to 
indefinitely power a ship are mind-boggling (multiple hundreds or thousands km 
across), SO instead most ships install this as an efficiency measure, extending their 
Operation time and lowering their operational budget. Ram Scoops work best 
powering MH or Fusion-based ships, but could theoretically pull oxygen or other 
gasses from an actual planetary body as well. How much efficiency a ship gets from a 
scoop depends on where it travels and at what rate. [M oderate] 


REDUNDANT SUBSYSTEMS 

Ships are very delicate things, and can be destroyed or disabled with very small 
amounts of damage to the right places. To combat this, some ships who experience 
rough conditions regularly (often combat) will install redundant failsafes and systems 
in excess of the typical safety measures to harden the ship and make it more reliable. 
This means minor damages to specific systems will be less likely to cause failures or 
detract from normal ship operations. This modification increases the ship's Wound 
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Threshold by 2. It also grants Hardware: Aerospace tests to repair the ship a +10. 
[High] 


REINFORCED SECURITY 

For many people, spaceships are their livelihood. This means getting them damaged or 
stolen is a serious risk, as ships can be quite an investment. For this case, their owners 
may enhance the security of their ship. This modification hardens airlocks, improving 
their AV and DUR by 25%. It safeguards major passages with portal denial systems, 
and may integrate bug zappers. The exterior of the ship incorporates at least one 
lockbot unit to protect the entry way. Additionally, to start up the ship requires 
passing an electronic authorization, usually biometric or token-based, but sometimes a 
keycode. Wireless networks are also shielded and guarded from the outside. 
[Expensive] 


SHIP CY BERBRAIN 

Like most devices, a spacecraft has a sufficient computer system to run an Al or 
infomorph in its computers. H owever, this may not be particularly comfortable place 
for infomorphs for an extended journey. In this case, ship crews will install a Ship 
Cyberbrain. This system is somewhere between a normal cyberbrain and a Habitat 
Cyberbrain in power. The Ship Cyberbrain allows certain levels of parallel processing, 
allowing up to two Multitasking implants. Operating such a brain is somewhere 
between jamming a vehicle and sleeving into a habitat, including allowing access to 
appropriate junctions of a Habitat brain where relevant. A ship can install multiple 
brains to house multiple infomorphs. [Expensive] 


SMUGGLING COM PARTMENT 

A common modification, known to smugglers everywhere. This hides compartments 
in the normal cargo space of the ship to make them hard to find. This does not 
increase the cargo capacity of a ship, just gives it spaces to hide its cargo. These 
compartments are at a -30 to detect, and even if found may be secured. [Low] 


SOLAR SHIELDING 

M odification to the external plating of a ship designed to make it more durable in 
high-temperature conditions, notably relatively near the Sun or other stars. This 
modification drastically improves the the heat-resistance of the ship, roughly 
equivalent to solar adapted morphs such as the Sundiver. It includes magnetic 
shielding as well as heat absorption and radiation systems. This also gives the 
ship +10 armor against energy attacks only. [Expensive] 


SUBM ERSIBLE 
Despite many comparisons between the two, spacecraft are not submarines. 
Containing atmosphere against low pressure of vacuum is a different engineering 
question than preventing high pressure conditions from crushing objects of lower 
pressure. H owever, conditions may arise where a ship wishes to enter a body of water, 
or a high-pressure atmosphere such as of a gas giant. This modification greatly 
strengthens the structure of the ship to resist higher pressures than normal, to a 
maximum of 100 atm of pressure. It also installs limited Submarine mobility systems 
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to move while underwater. This can be installed multiple times to increase the 
tolerance by 100 atm, to a maximum of 1,000 atm of pressure. [H igh] 


SURVEYOR SUITE 

This modification installs a set of planetology based sensors for surveying asteroids 
and planetoid objects, commonly for mining or exploring ships. It includes ground 
penetrating radar, a variety of spectroscopy sensors and many other methods. It also 
has internal lab equipment to analyze samples gathered. This can accurately detect the 
composition of bodies, gas clouds and other materials. It can also map both surface 
terrain and sub-surface areas and convert them into digital maps via normal mapping 
software. This is like using the mapping software, and will produce analysis of 
temperature, topography, elements and radiation, etc. As usual, the Surveyor Suite 
usually requires a dedicated Al or crewman to operate properly. [M oderate] 
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200: Wine Funding 


Tags: [culture], [plot hooks] 


(Sorry it's been awhile again guys, been juggling other concerns and had little time to 
nail down more H-Rep ideas. If you want to see what I've been up to and keep 
supporting me, go ahead and check out my Y ouT ube channel . There's even some 
Actual Play episodes on it, including one of EP) 


Given the prospect of relative immortality, investing in the future is very important for 
many Transhumans. Y ou can't live forever if you can't provide for yourself forever. 
While many Outer System communities and cultures work toward this by pooling 
resources, in Capitalist economies one has to think of things to do in order to preserve 
and generate that capital. Investing in stocks, bonds or rare materials remains 
popular, and is how many continue to do it. But for certain customers needs, there are 
other investments which can be made, such as in works of art, morphs, or even Wine. 
This is Known as Wine Funding or Wine Investing, and can have quite positive returns 
in AF 10. 


W ines can be held for a long period if stored properly, and tend to appreciate in value. 
They can also be difficult to fake properly, while one can fabricate something with a 
roughly similar composition to a fine wine, but also doing the work to make it pass 
various authentication tests as to it's appropriate date and history are often more 
trouble than its worth. Wine Funding is not without drawbacks, however, as a 
physical investment it needs to be stored and insured while also not generating any 
profit until actually sold, so these costs will need to be offset - leaving only large 
banks and the wealthiest private individuals to manage these funds. Investing in this 
way can either be done by buying and selling wine (cases) directly, usually for 
investment these are sets of 3, 6, 9, 12 or 3, or by investing in a pool which takes all 
the capital of investors and places it in the appropriate wines. These are usually done 
with the consultation of brokers or other experts, and surprising amounts of literature 
circulates the System on the subject. 


Historically, the highest quality of Wines which were acceptable for funding came 
mostly from the Bordeaux region in France, though "cult wines" can also make 
investments if one guesses the trends and vintage Port also being a solid choice. 
N aturally, Earth Nostalgia drives the Wine Fund market these days - Bordeaux is still 
the most popular, but any wine of Earth and of sufficient quality can become a solid 
investment due to limited supply. This also makes Wine Funding ideal for money 
laundering - one can easily lie about the source of Pre-Fall Vintages from Earth given 
the destruction of data and simply say one came across the case and then sell it when 
you need liquid cash again. Some extraterrestrial vintages have become "cult wines", 
but in general anything produced after The Fall is too new to have properly 


447 


appreciated in value to show a return on any investment, leaving the future of the 
market still with plenty of room to explore. 


As noted above, Wine Funding is usually handled by ultrarich hyperelites personally, 
or through various banks and investment firms. It is most popular in the LLA, the 
M orningstar Confederacy and on M ars, though most limited on M ars due to the PC's 
attempts to downplay Earth N ostalgia. Firms will arrange the purchase and storage of 
wines for their customers, and then can be directed to sell on demand, or when certain 
thresholds are met. They take their cut of the sales, and usually handle any insurance 
costs. When allowed by local laws, they tend to use predictive Al systems to track 
values and physical locations of wines, as well as their overall rarity - to optimally 
predict the best times to buy and sell. Some funds offer this information freely to all 
customers, others prefer to only offer it to those who pay for the service. They also 
have access to all the best authentication technology to determine the proper age and 
value of a wine. Though often smaller, do not think of Wine Banks as easy targets - 
due to the rarity and physical presence of their goods, their security systems are some 
of the sharpest in the Solar System. 


And, as noted above, there is still sometimes fraudulent wine investments. Forged 
wines are rare, and thought of as a sucker's bet, it's hard to produce a high-quality 
forgery and make your money back. M ore often you get the usual fraud, lying about 
the value of wines or selling low-quality wine which is not investment grade at a high 
price which the investor cannot return. Doing this can depreciate the value of the 
market, so wine funds tend to take investigations into fraudulent wines and sales 
seriously. While this is mostly done by individual con men or organized crime outfits 
in the Inner System, some of this fraud can be linked to anti-Capitalist agitators 
attempting to "redistribute wealth". Even more of this type of fraud is attributed to 
anti-Capitalist agitators in an attempt to drive animosity toward the Autonomist 
Alliance. 


While not wholly opposed to it, the non-hierarchical nature of Anarchocapitalism 
makes Wine Funding a less useful prospect - space is often at a premium price in 
ancap habitats, which can make investing hard for both individuals and firms, and 
tends to be done by contracting with "off-site" services. It also can make fraud 
protection harder depending on fine-wording of contracts, altering legal repercussions 
which make outside investors wary of the climate. 


Interestingly, a similar system can be pulled off in the Reputation Economy - though 
obviously not for the purpose of investing or returning on capital. Instead the idea is 
usually to hold on to a wine or similar product until it (or it's maker) gets a certain 
reputation or level of reputation, then by sharing, trading, using or gifting the wine at 
the right time one can increase their own reputableness. One can even capitalize on 
the "investment" in different ways, such as by remixing it, or making XP of it. This is 
a precarious path, however. H olding on to a product too long without intent to utilize 
it in some way is often seen as hoarding resources, and will tank your rep. 
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201 Cyberbrain Case 


Tags: [covert tech], [cyberware], [plot hooks] 


The Cyberbrain (p. 300 EP) is probably one of the most important every day 
technological developments in cybernetics technology (along with other standard 
augmentations, like the M esh Insert and Cortical Stack). The long-term impact of a 
human-scale computing device with the capability to emulate the conditions of the 
human mind - even beyond the biological standard is probably of unknowable value. 
It allows not only pods and synthmorphs, but is an augmentation even added to 
biomorphs to enhance interaction with computer devices directly. They are much 
quicker and sometimes cheaper to manufacture than an organic brain, and incredibly 
easy to recall and transfer memory data, sleeve into and out of, and fork from. While 
cyberbrain hacking and scorcher programs are a real risk, they are not as easy as 
people make them sound. Even AAA hackers, the so-called "wizard-class" require 
concentrated focus and periods of time measured in minutes to break into and run 
operations on a Cyberbrain. And this requires an expensive set-up of specialized 
equipment to maximize. 


But what if a cyberbrain has something you need, but has an annoying body attached 
to it? What if you can't carry a whole person unseen to a location where you can scan 
their brain, or wait for psychosurgery to break in in public? What if you want to get a 
resleeve with a cyberbrain done without contracting a body bank or resleeve clinic? 
There are many unusual cases where one might want to access the cyberbrain - even 
transport it. In this case, one buys a Cyberbrain Case 


Cyberbrain Case: The size of a large briefcase normally, this armored case has a 
secure, impact-resistant lining and sufficient space inside to hold a cyberbrain. It is 
designed to be opened and shut quickly, and often mold to hold the brain securely, 
and sterile for transport. Typically, these cases are hardened to be opaque to most 
sensors and not penetrated by wi-fi, similar to a Prisoner M ask (p. 316 EP). They 
also often have a system similar to a Disabler (p. 316 EP) which locks into the Access 
Jacks, completely shutting down the Cyberbrain while in storage. They might, 
however, be equipped with a small power-pack which allows a Cyberbrain to run 
while in storage, but it has no additional sensory inputs and no external computer 
access. An alternate version of the case exists with a lifesupport unit, which can 
contain a brain box outside of a synthmorph for a period of a month. These two 
variants can be combined, but at a higher cost, and more likelihood of being 
discovered. 

[M oderate], [High] for combined 


As noted above, the purpose of the Cyberbrain Case is simple. Y ou take a cyberbrain 
outside a morph, put it in the case, and move it without raising too many questions. 
The most obvious purpose is to "steal" the brain of a target and move it to a location 

449 


where hacking it would be much easier - however as Cortical Stacks have become so 
ubiquitous this particular form of Ego theft is not as common. Instead, now this is 
used for Ego smuggling (differentiating from trafficking) to move persons in fully 
active Cyberbrains into a physical location covertly. One might even use it as a 
method to covertly "resleeve" and hijack a morph by removing one Cyberbrain and 
installing another. In rare instances Cyberbrain Cases are used by investigators or 
analysts who which to examine a Cyberbrain itself. 


Removing a Cyberbrain from a Biomorph with one is a messy process of surgery 
similar to removing a Cortical Stack (requiring some form of M edicine skill), and 
"reinstalling" one is an even longer surgical process, so it it's often not feasible. 
Inserting one into a Pod or Synth is can be M edicine: Pods or H ardware: Implants or 
Robotics, and assuming one has the proper tools can be done in minutes. An Ego ina 
cyberbrain which is removed does not have to make Resleeving tests (though should 
probably make a Trauma check) until linked to a new body, but installing a new 
cyberbrain whole with an Ego does involve R esleeving tests. 
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202; Installing Implants 


Tags: [implants], [plot hooks] 


How we go about installing the many implants known in the Solar System is not often 
given too much detail. In general, the upgrading process is not something most care to 
think about. But before Healing Vats became ubiquitous, and even now in places 
where they cannot be found one way or another, there were other forms of 
"installing" implants. This complex and messy topic is usually ignored in favor of 
promoting "safe" and "clean" installs and upgrades at your favorite corporate owned 
mod shop or open-source, public access medbay. But a Firewall Sentinel should 
familiarize themselves with the alternate ways implants can be handled, both so they 
can install in a pinch and know what potential opposition is doing. Illegal mod shops 
are a not-uncommon X -risk vector. 


Software plug-ins for Infomorphs and Cyberbrains are the simplest. This can be done 
in moments with just about any software. Infomorph upgrades are most complex 
which require formatting to a particular Ego and require an integration suite of 
software to pull off. This can take days depending on the complexity of the Upgrade - 
so most are done in Simulspace time dilation, adding another set of equipment you'll 
need. Other than the software tools, however, most of this gear is pretty standard. 
And infomorph running on basically any server with a mesh connection can do this 
integration on their own or with a partner. This can make tracking such software 
mods a real pain. 


Bioware is a different issue. Usually this sort of thing is handled entirely by a H ealing 
Vat. The ability to permeate all tissues of the morph and provide micro-scale editing 
and healing can't be underestimated. Some bioware can't be installed at all without a 
H ealing Vat, unless you start from scratch and program a new M orph with the DNA 
to develop it naturally. M inor bio- or neurochemistry modifications are pretty simple. 
M edical injectors filled with retrovirii or medical nanos can "install" such changes 
fairly quickly, and a few doses over time can ensure their permanence. Any idiot can 
follow the instructions to inject, though getting into the brain via eye socket or nose 
can turn a lot of stomachs. Glands and organ implants aren't too hard, it'll take about 
an hour for a medical maker or other form of wet-fab to clone the right part from 
blueprints. The messy part is the install. This will require somebody else to perform 
Implant Surgery, a process which can take several hours, to get everything 
transplanted right. Even with modern medicine, there's usually a short recovery time. 


Full-body bioware, like muscle augs, chameleon skin or bioweave armor can be 
implanted out of a vat sometimes too. This involves a lot of treatments from head to 
toe, however, and is about as convenient as climbing in a tub full of nanos anyway, 
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most people don't bother. The process to thoroughly install can take an hour or two, 
but expect it to take longer for the mods to actually fully manifest. 


Cyberware is, in some ways, much simpler. Any piece of cyberware can be installed 
outside of a Healing Vat by a professional. The only downside is that it's all surgical. 
And a lot of cyberware is heavily neurological, meaning a lot of complex work to be 
done. But, it can all be done on a slab. This is why you see not just anti-genemod 
groups like the Jovians sporting old "chrome". A street gang might not be able to 
afford a jailbroken healing vat, medical-scale cloning and a proper environment to 
install bioware. But they can probably find a fabber and some rubbing alcohol to 
sterilize, so you'll see them adapting a lot of cyberware alternates to systems like 
enhanced hearing and vision on top of cyberlimbs and the like. 


For small, non-invasive implants, basic stuff like a new set of access jacks (assuming 
you already have a cranial computer), ghostriders or liferecorders, you can get these 
placed in the body in a couple hours and get stitched up. Unfortunately, a lot of 
cyberware involves hooking into or going near your brain, as discussed above. This is 
slow, delicate work. The fastest (not necessarily the best) surgeons can get this kind of 
work done in 6-8 hours. A more realistic timeframe is about 12 hours, and none of 
this accounts for recovery time. Twelve is also a hard minimum to a serious structural 
mod, like a Hardened Skeleton. And expect to be down for at least twice that long on 
the other end. 


N ow, installing N anoware is both a lot easier, but also trickier. Assuming your actual 
nanos are all in order and undamaged, they can be applied basically anywhere via all 
kinds of methods. N anodrugsg, direct injection, etc. H owever, because they're so tiny, 
they're also slow. It can take upwards of twelve hours of steady introduction for 
medichines to fully circulate in the body and be settled in. Same with something like 
N anophages or Oracles. The upside here is that there's no surgical element a lot of the 
time. Once they've been introduced to your body you can get up and go - the only 
thing you're waiting on is for them to take full effect. This can be a little disorienting 
for some kinds of nanoware though, so I'd recommend sleeping on it. N early all these 
units are pre-programmed by default, but having somebody skilled with 
N anomedicine around to make sure everything is working fine won't hurt. 


On the other hand, some nanoware involves physical integration. Wrist-M ounted 
Tools are flexible sure, but they don't just assemble themselves inside your wrists - or 
else they could assemble themselves other places. This sort of stuff doesinvolve 
implant surgery. It might be a bit quicker or cleaner than with cyber or bioware, but 
you'll get cut open nonetheless. A healing vat does it much easier, but a surgeon can 
do it in somewhere between 8-12 hours depending on what you're getting installed. 
Finding back-alley doctors willing to implant a nuclear thermocouple in your guts is 
another matter. This is what keeps jailbroken nanoware from running wild - lack of 
expertise. Nanomedicine is still advancing, and Is fairly prestigious. Finding somebody 
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who knows what he's doing can be hard, and while some of them are sure shady, they 
won't be hanging out in the same places are your regular chop-shop guy. 


Robotic Enhancements are much simpler. Synthmorphs don't start bleeding out when 
you pop their outer shell off with an allen wrench set. They also have their own 
anaesthetic. Any robotics tech with a fully stocked tool kit and a fabber can install 
these augmentations. How long it takes depends on the aug and its complexity. Stuff 
which integrates heavily into cyberbrains is much more sophisticated work than 
bolting a new layer of armor on. And don't get me started on the waiting time 
involved for Brain Boxes... The real problem is that IP protection on Synths can bea 
lot worse than some bios for the advanced ones, meaning shit like proprietary tools 
and non-standard sizes. Cheap mass-produced models can go too far the other end, 
cramming augs into a Case is often like trying to hot-rod your ghetto hoopty. You'll 
look real cool with a machine gun weapon mount right up until the servomotors in 
your legs blow out because the morph wasn't calibrated to handle the extra weight. 


-BOn3z, Firewall Register 
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203; Psyche 


Tags: [exoplanets], [habitats], [locations], [plot hooks], [xenofauna] 


H arker 

Type: Rocky M oon 

Satellite Of: Bromeliad 

Gravity: .15 g 

Diameter: 3275 km 

Atmospheric Pressure: N /A 
Atmospheric Composition: N/A 
Surface Temperature (M ean): -60 C 
Day Length: N/A 

Orbital Period: 36 Days 

Gate Access: M artian Gate (vis Psyche Station) 


Bromeliad 

Type: Terrestrial (T undral) 

Primary Star: M 5V (Red Dwarf) 

Gravity: .8 g 

Diameter: 11313 km 

Atmospheric Pressure: 1 atm 

Atmospheric Composition: 65% Nitrogen, 21% Oxygen, 6% CO2, 4% Hydrogen 
Sulfide, trace other gasses 

Surface Temperature (M ean): -5 C (26 C in Volcanic Regions) 
Day Length: 28.5 Hours 

Orbital Period: 

Satellites: H arker 

Gate Access: M artian Gate (vis Psyche Station) 


The H arker/Bromeliad system is the classic example of "dirty little secret" exoplanets. 
It should be of intense interest to the public, and scientific data from it of utmost 
interest to all researchers - but it is incredibly unknown. The gate, now named 
"Psyche" for the station built around it, stood in the LaGrange point between H arker 
and Bromeliad. H arker is named after the Gatecrasher who explore the system first - 
and is a mostly unremarkable terrestrial moon, a rough analog for Luna. It has a 
decent amount of metallic and silicate elements which are drawn on for mining 
projects, and some water ice in frozen pockets which has been also utilized for settlers. 
It is not of major interest. 


Bromeliad on the other hand, is quite interesting. A tundral terrestrial, slightly smaller 
than Earth with a slightly toxic atmosphere due to lots of volcanic activity - this 
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geothermal heating is the only thing which keeps it remotely habitable on the far 
edges of its dim star's habitable zone. M ost of it's surface is bare rock, or layers of 
water ice and other volatiles. But, large volcanic activity has cut through glacial zones 
in certain regions, in valleys, dormant or extinct craters, geothermal vents and hot 
springs and sinkholes. These regions, which give the exoplanet it's name, have a 
bearable (and hot even) temperature, enough humidity they have rain or mist and 
standing liquid water. And it is here that life has evolved on this planet. 


Microbes flourish of course, both chemo and photosynthesising living in otherwise 
acidic or toxic pools, leeching elements from standing water or geysers, etc. While 
their biochemistry is slightly different, they do not lend any serious research 
opportunities to Transhumanity. Complex organisms do, and Bromeliad has them. 
Exoflora is decently diversified. Their structure and chemistry is sufficiently different 
from terrestrial plants most of them are indigestible to humans, but otherwise they're 
roughly analogous to Earth plants. Their chlorophyll analog is called "erythrophylla" 
because it is a majority reddish in color to our eyes, with slight tinges of orange. M any 
of them also process sulfur and other volcanic gas elements and secrete them to avoid 
toxicity, so they smell unpleasant and would be poisonous for even some of the local 
animals to eat. 


Initial surveys by probes launched from Harker or directly through the Gate did not 
indicate much interesting in the way of Exofauna. Almost all larger life on Bromeliad 
is semi- or fully amphibious. They exist in various pools and flows of water, or stalk 
overland from pool to pool, filtering microbes, eating the less toxic plants or even 
engaging in predatory behavior. They have a sophisticated DNA/RNA analog which 
makes them very resistant to diseases, parasites and carcinogens, and they have a 
Slightly acidic biochemistry compared to Terrestrial life. M ost of them are limbless or 
quadrupedal, or just have gripping forearms. While not considered aesthetically 
pleasing, they are similar enough looking to Earth animals for familiar names. 
Eelsnakes, Bromeliad Salamanders, Frog-monkeys, Craterskippers and Fanged Toads 
are examples of these identified species. Smaller life includes amphibious insect 
analogs, who pollinate or try and parasitize plant and animal life to survive. These can 
have between 4-8 limbs, and are exoskeletal, while the other macrofauna is 
endoskeletal - though they seem to be more like sharks with a cartilage-like substance 
providing most of their internal structure. 


This should make Bromeliad a prime place for colonization. With minimal mods or 
equipment, transhumans could visit to study the lifeforms, even see them like some 
kind of nature preserve or zoo. And the volcanic activity means there are valuable 
heavy metals in the crust to exploit, along with large volumes of water ice. And yet 
the Gate is mostly locked down, and there are no permanent settlements on the 
surface of Bromeliad. 


This is because of the other residents of Bromeliad. First discovered when a manned 
mission was sent to try and find a good place to set up an initial outpost by 
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Pathfinder. M ission logs were heavily classified afterward, but if you know where to 
look, they can be found. The mission was wiped out to a man by an exofauna form 
now called "Psychovore". Pathfinder was ready to black out the address for a hostile 
alien life form, or possible TITAN activity, but this is where the Trinity Foundation 
stepped in. Officially, Trinity is a group dedicated fostering cooperation between 
H ypercorps in similar industries to promote the growth of the Planetary Consortium 
and it's Four-Point Plan. Their name is derived from their motto " M ind. Body. Soul." . 
But in reality, they are a shell company. Their majority stakeholders are all tied into 
Cognite, with the rest of their executive slots filled by people tied to corps like 
Ecologene, Skinaesthesia and N anoSys. 


Trinity vastly overpaid to buy exclusive rights to the Gate destination over Bromeliad, 
and used it to establish a largely unknown research base, Psyche Station. 


Psyche 

Station T ype: Cluster 

Allegiance: Trinity Foundation (H ypercorps) 
Primary Languages: English, Cantonese, Russian 
Population: 1,200 


Psyche is the variable configuration cluster habitat built by Trinity around the Gate, 
thus located in the LaGrange point between Harker and Bromeliad. The station's 
primary purpose is research and development, though it has some business elements 
and quarters for visitors to scope out Bromeliad, though they are rarely used. 
Officially, Trinity Foundation uses it as space for it's "cooperating hypercorps" to 
launch joint research projects based on unique conditions of the Harker/Bromeliad 
system. Again, the reality is that it is a black box lab, connected to major hypercorps, 
who can perform exotic research away from prying eyes, under conditions of total 
control. While the labs and their projects are frequently modified and rotated, 
ultimately a lot of their research is based on the data of the Psychovore species. 


What Trinity has been able to determine about the Psychovore is that they are a 
complex, amorphous or semi-amorphous species, with usually dark coloration. Their 
internal structure is more advanced and complex than most other species on 
Bromeliad, and due to their external appearance many think it is similar to the 
Factors. However, their internal components and behaviors are different enough to 
posit they are not directly related. Additionally, Psychovores do not appear highly 
intelligent or sapient. They are called "Psychovores" because of their unique form of 
gathering metabolic energy. The flowery way to put it is they "feed on 
consciousness", but the most accurate way is to say that Psychovores gather metabolic 
energy by lethally parasitizing the nervous system. They invade and "feast" on brains 
and CNS systems (or analogous) and absorb neuroelectric and neurochemical energy. 
M ore complex organisms with larger brains like Transhumans have more of this 
energy stored and thus are more nourishing, and a more desirable prey. While feeding 
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on less-complex organisms is enough to sustain them for extended periods, eating 
large entities means that they can initiate rapid cellular analog division - this allows 
them either to grow in size and complexity or to reproduce via fission, adding 
anywhere from 1-4 new forms. This reproduction is aesexual completely, and akin to 
the growth of a virus or bacterium - mutation and adaptation seems to occur naturally 
in response to environmental pressures. The worst part of the Psychovore is that 
appears naturally Asynchronous - that is it possesses what we call "Psi" abilities, in 
addition to flexible and adaptive biochemistry. Small Psychovores can create a 
psychosomatic "shock" in the target at a touch, and generate some kind of psychic 
field which provokes fear responses in large sophonts. Larger forms show more exotic 
abilities, able to lure targets toward them, or cause them to ignore the Psychovore 
from their perception. This element seems to be what peaked Cognite's interest. 


Thus, Psyche is built to contain and study these entities. 


Psyche, being a large cluster, has all the normal functions you might expect from a 
space habitat. Given that primary access is via the Gate, there is a large central sphere 
built around it, which serves as a primary customs access point, with round the clock 
security and support shifts to move cargo and people. This area is immediately 
connected to central spar which provides primary support to the station's structures. 
Along this spar first is the Administrative modules, which handle all command and 
control stations, and house primary nodes for station infrastructure to be managed. 
They also have central security offices. It has a permanent residence of about 1200, 
and this number can balloon as high as 1800 for specific project rotations. This of 
course means quarters and support for all these people - mostly in the form of habitat 
modules just beyond admin, connected directly to the gate via transport tubes, some 
of which are lightly spun for lunar-level gravity. H owever, some labs have overflow or 
extra habitat modules attached to them so researchers don't have to go far from their 
projects. As expected from a group mostly backed by Cognite, the decor is 
surprisingly detailed and even gaudy - a Neo-Victorian stretching to Art Nouveau 
style. 


Beyond this point, access is all controlled, which has made it very hard for Firewall to 
examine the labs closer. M ost of this data is based on reports and schematics back in- 
system, not first hand HUMINT. Access to areas beyond the public ones are handled 
usually by some form of two-step authentication. Station employees carry physical 
token IDs or have nanotat IDs which are matched to Ego ID data recorded in the 
central hab servers. Tokens and M esh IDs are rigorously tracked by internal security, 
and logged by various sub-networks. Access points are paired with the Ego ID 
authentication, which means only authorized personnel with their proper entry 
materials can enter a given section, which is primarily done to prevent people from 
accessing areas off-shift or when they have been reassigned, but they cannot be 
accessed by just stealing the right token access cards. Infomorphs utilize Digital ID 
codes instead, which are checked when logging into or transferring to certain devices. 
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Coupled with many isolated or outright air-gapped internal networks makes M esh 
access also limited. 


General purpose of sections is originally related to Psychovore phenomena, but this 
has branched out into several covert research operations under these strict security 
measures. This is similar to the function of the Aten station in the Solar Corona in- 
system, but there is no involvement with groups like Direct Action, and minimal 
interference from Oversight. Instead, internal security is handled by an in-house 
Security division, and primary oversight comes in the form of (well paid) Pathfinder 
reps. 


The central spar sections are primarily infrastructural. Hooked into and extended 
from main habitation modules is public services modules, with medical and resleeving 
facilities as well as psychological care stations. Past them is mostly a network of 
storage modules and inventory management. From here a lot of repair and 
reconfiguration ops are run. Opposite side of the spar from Admin and Habitation is 
the primary infrastructure sections. First is Life Support, with primary water- 
treatment and atmospheric and environmental control modules, though sub-modules 
are embedded in various strands of the cluster. Past this is the Power Plant and 
Resource Refinement modules. Primary power output is a DPF fusion reactor, which 
provides power via hardened transmission lines or wi-tricity transmitters. Backup 
power is provided to individual modules by large nuclear batteries or supplemental 
solar, though solar efficiency is weak due to the dim local star. Resource refinement 
combines waste management with mining and harvesting operations conducted by 
ALIs and teleoperation on Harker. Access to these modules is limited to technicians 
mostly. Both ends of the spars are capped off with shuttle and drone bays, where ops 
can be launched to Harker and Bromeliad directly. 


Out from the spar are the lab clusters. Many of them are designed to be 
reconfigurable and expanded or contracted as needed. They can also be jettisoned or 
quarantined easily in case of some emergency. While the exact labs and projects can 
vary at any given time, there are a few major internal departments which almost never 
fully close. 


e Exobiology is the largest and oldest - they directly study the Psychovores as well 
as other flora and fauna on Bromeliad. They make observations both on 
carefully contained "live samples" and surveys of the planet. They are also 
attempting to deeper understand their physical structure. Notable modules 
within this department include Genetics and Behavioral Analysis labs. There is 
also the " Paleontology" module, which is more like a X enoarchaeology section - 
studying the history of Bromeliad to look for clues about the appearance of the 
Psychovores and the common theory that they are some kind of artificial 
bioweapon deployed by an earlier species. 


e Parapsychology is the next oldest and largest, but by far the darkest lab. Almost 
nobody knows what goes on there, other than reports back to Cognite indicate 
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that their primary purpose is to study Psi phenomena. Originally, it seems like 
their purpose was to study the effects of Psi on transhumans, as well as detect 
and interfere with psi and asynchronous brain-waves as per the Psychovores, 
but has since expanded. They now appear to conduct research on Transhuman 
Asyncs and their capabilities, as well as run complex simulations on the limits of 
psi phenomena exhibited by exsurgents and xenofauna. As the only known way 
for transhumans to develop async abilities is to be exposed to certain strains of 
the Exsurgent Virus, this is deeply troubling research. 


N eurogenetic H ardware Labs are a small, permanent and prestigious posting - 
which appears to be the open face of Parapsychology. Trinity promotes their 
work the hardest, which is mainly on development of morphs and cyberbrains 
to ever expand the transhuman limits. Covertly they also appear to be working 
on cultivating morph lines which are resistant to Psi. They have notable sub- 
divisions, an Al lab, a Forking lab and Psychosurgery lab. The Al lab seems to 
focus on standard AGI generation from neural maps or ALI generation from 
pruning to suit station needs and research tasks. Forking, however, is more 
dangerously experimenting with exotic fork-hives and merges into T ranscendant 
forking. Psychosurgery works closely with Human Augmentation (see below) to 
perform skill grafting, scanning as well as developing new techniques and 
hardware tools. 


Human Augmentation is the most volatile division. While almost always up and 
running, it's various departments are constantly swapping, closing and 
reconfiguring modules. It is probably one of the most active departments on 
Psyche. Their three primary wings are Implants, Pharmaceuticals and Software. 
The Implant group is self-explanatory, working on new ware, primarily bio and 
nano based on other researches. Primarily cognitive and sensory enhancements, 
but they also have built some mods from exotic xeno-life samples. Software is 
primarily focused on skillsofts, particularly exotic skills or knowledge bases. 
While high quality, many of these are esoteric, projects which couldn't survive 
normal working conditions at places like Cognite or Experia. They also work on 
software plugins and upgrades for infomorphs. Pharmaceuticals is probably the 
largest consistently, working on nootropics and supplements derived from 
xenosamples. They also are notable for the development of various Psi Drugs. 


Remaining labs come and go as projects and funding run through them. Exotic 
Particle labs have opened and closed several times when they weren't cost- 
effective. The Planetary Science lab was opened at the same time as Exobiology, 
but was shuttered only months after and has never been reopened, but also 
never reconfigured. Resources from other labs and infrastructure are 
occasionally repurposed to construct Robotics or Nanotech testing labs. An 
"uplift division" cluster of modules tends to drift from major department to 
department as they focus on particular projects. The Computer Science lab was 
subject to some kind of accident and several modules were breached, after 
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which it was quarantined and ejected, only to be stripped down to basic 
modules re-attached to other labs. And various scientists and department heads 
have "pet" modules which cover small personal projects, such as Astronomy, 
Quantum Physics, Linguistics and M emetics. 
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204; Psychovore 


Tags: [exoplanets], [threats], [xenofauna] 


PSYCHOVORE 

A species which is found on Bromeliad, but probably not native to there. Their 
normal appearance is a semi-amorphous quadruped with blue-black skin about the 
size of a medium to small dog. They have no apparent eyes, but do have some 
photosensitivity in their skin, allowing them to "see", as well as sense Near IR 
(body heat) and their own Psi senses. The Psychovore name comes from their 
unusual "diet", which is to make physical contact with the brain or CNS and 
parasitize the neuroelectric and neurochemical energy there, killing the host. To 
assist in this, they are effectively boneless, with variable tension in their outer skin 
and internal fibers, making them fairly strong and fast moving. They can grip to 
Surfaces and their "limbs" can sub-divide up to the nanoscale level like fractal 
digits - a capability beyond Transhuman biology. Their limbs can even stretch and 
flex, giving them some surprising reach. Other internal structures are flexible and 
adaptable. They self-repair quickly with healing organelles which are as efficient as 
medichines, and their internal composition is very variable - with "storage" 
organelles halfway between power plants and neurons. They are also resistant to 
vacuum and do not need to "breathe" for their metabolism. Combined with the 
fact that they reproduce asexually by fission after large meals, the complex internal 
structure, this all around hardiness means it is highly likely Psychovores are 
artificial creations - some kind of alien bioweapon. Initial studies indicate they may 
have been on Bromeliad for upwards of 100,000 years. 


Behaviorally, Psychovores are solo or small pack hunters. Their skin is 
chameleonic, and they can climb fast and well, so they tend to hide out of line of 
sight and ambush, utilizing their Psi abilities to sense even through solid material. 
They can also fit through or in small spaces as needed. They have a pronounced 
range of senses. They tend to immediately go for wherever the brain is located with 
a pounce or drop, but if they don't have easy access, they can grapple or even use 
Psi Sleights to try and stun the target, both on contact and remotely. If threatened, 
they will try and provoke a fear response or "disappear from perception" of 
observers. Psychovores are hostile to drones and synthmorphs, destructively 
attacking them when spotted - possibly due to their inability to sense or attack 
them with Psi. 


Initial examinations of their structure is that they're basically all "brain" 
equivalent, and digesting brains of others allows them to grow new neural tissue - 
which is also all their other tissues, and divide or grow in strength. While they are 
not actively sapient, they do have animal cunning and appear to be able to "learn" 
by consuming animals to know their behaviors. Given their chamelonic and 
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adaptive abilities, this gives great concern if they should ever be able to consume a 
large number of Transhuman brains. W hat might they learn about hunting us? 


Threat Level: Orange 

N umbers: 1-4 

COG 5COO 20 INT 15 REF 20 SAV 5SOM 15 
WIL 20 INIT 7 SPD 2 DUR 25 WT 5 DR 38 
Tendril: 1d10+1 DV, AP 0, Reach, Subdual 
Fractal Stab: 1d10+4 DV, AP -8 


Psychic Vampire: After making a successful Subdual attack, the Psychovore can 
spend a Complex Action to perform a Psychic Vampire attack, which is an 
opposed WILx3 test. If the Psychovore succeeds, it deals 1d10/2 DV which ignores 
normal armor (but not Psi Armor). It will latch on until the target is dead and they 
are removed and deal 1d10/2 DV this way each round. The target must have a 
biological brain. 


Fray/Armor: 50, 2/3 

Perception: 40 

M ove: 4/20 Walker 

Skills: Climbing 40, Control 40, Infiltration 40, Sense 40, Psi Assault 40, Unarmed 
Combat 50 

Ware: Chameleon Skin, Infrared Vision, Grip Pads, Fractal Digits, M edichines, 
Squishbot, Vacuum Sealing 

Traits: Limber (2), Small Size, Psi (2) 

Psi Sleights: Agony, Confusion, Drive Emotion, Ego Sense, Extend Range 
Absorption: When the Psychovore successfully makes a Psychic Vampire attack, it 
heals a number of DV equal to half the DV it deals with each attack. If it kills a 
sentient creature it gains a +10 to COG, INT and WIL for 1d10 Hours or can 
divide to form 1d6/2 Psychovores. 

Stress Test: 1d10/2 +3 


[SIDEBAR: Psychovores Of Unusual Size] 

Theoretical simulations based on examinations of their physical structure and 
preliminary survey reports indicate there may be larger Psychovores out there - 
some kind of mature stage when they fail to divide - or perhaps upon many 
divisions. These forms are more flexible, some may even be able to walk upright or 
have even more multipurpose limbs. When upgrading the Size Trait of a 
Psychovore increase all it's Attributes by 5 (and make sure to also increase derived 
stats and skills appropriately). If it is Medium Size, it has a DUR of 35, if it is 
Large size it has a DUR of 50. Psychovores of this larger size also begin displaying 
more complex behaviors as they absorb knowledge and skills from victims. T hey 
can add any skill (including Knowledge skills) they like when they kill a victim, and 
can also copy any of their Psi Sleights. They can mimic the form and shape of other 
things, akin to Skinflex/Shape Adjusting wares but do not normally gain the 
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Disguise or Impersonate skills, so their ability to pretend to be something complex 
(like a Transhuman) is limited. Their physical forms can also mimic any Bio or 
N anoware they consume, particularly sensory and mental augmentations. The 
more they consume, the smarter and more adaptable they get. At a GM's 
discrecion they may even being displaying Psi Epsilon abilities. 
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205; So, You've | ust Been Resleeved 


Tags: [list], [threats], [plot hooks] 


[EDITOR'S NOTE: Variations of this Article have been circulated by the Planetary 
Consortium since shortly after the Fall. All too often Sentinels forget about their 
basic procedures in a rush to get back in to the action, so it's good to refresh 
yourself on the basics. I've edited a lot of their political BS out of this version, and 
kept it to just the stuff you actually need to keep in mind, with some additional 
comments. -Y umiko Akiyama, Veteran Sentinel] 


1. Remain calm and take it slow when you resleeve. Physical side-effects can 
include dizziness and lightheadedness, shakes or shivers, temporary loss of balance, 
exhaustion and poor fine control, which persist for a statistically average 24-48 
hours. This acclimation period is perfectly normal, so remember to plan your 
sleeves accordingly. This effect is noted to be less if one uses a familiar M orph type, 
or a clone of a previous morph. 


[Y umiko: This is actually good advice. If you're not lucky enough to be a person 
who has developed strong adaptability, you'll feel a little off your game for a day 
or two. Don't push too hard even if the case is hot, make sure your new body 
works first. | recommend finding a safehouse, getting the lay of the land, or making 
sure to reup any implants you need to kill the time until you adjust.] 


2. You may experience mental or physical artifacts when resleeving. This is 
perfectly normal, and will pass in time. If you are unsure if your behavior is normal 
for you, or if you experience excessive amounts of memory, emotion or habitual 
artifacting, check with your M use, or a resleeving technician for assistance and 
psychological analysis. O therwise, remain calm and act as comes natural to you. 


[Y umiko: Artifacts are the worst, usually. Sometimes you get an embedded skill, 
but almost every Sentinel has experienced a sudden bout of nicotine or caffeine 
addiction, or something harder. Pods are the shittiest, the underlying cyberbrain 
architecture can come on very strong. I've had bad experiences being all "oorah 
devil dog" in Security Pods, or worse in a Pleasure Pod. | recommend contacting 
The Eye for help first though, if you don't havea mind-doc in your team. ] 


3. Normally, your HUD will be turned off not to display date and time, and there 
are no reflective surfaces in the resleeving room, to prevent unwanted panic over 
continuity and identity. Take your time before examining yourself and checking the 
time. Your M use is equipped with psychology software, and will let you know 
when you are ready to examine your new body and circumstances. 
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[Y umiko: Sentinels ignore this part a lot, we're busy. | kept it in mostly for contrast 
- don't rush back into action if you're coming off a violent resleeve, but familiarize 
yourself with your morph as soon as possible. Try not to be too obvious about it 
though, you might weird out the technicians in a public body bank or clinic - 
they're used to dealing with rich tourists, travelling corp-men and indentures 
cashing out their contracts most of the time.] 


4. Take time to adjust to your new physical situation - this includes both any 
changes to height, weight and balance of your new morph, but also different 
conditions of gravity, atmospheric pressure and other environmental conditions. 
Proceed with caution when you get up from the ego bridge and begin moving 
around. 


[Y umiko: | honestly think this should be higher up the list, but to the PC | guess it's 
more expensive and time consuming to have to fix your mental problems instead of 
a stubbed toe or bump on the head. J ust stay relaxed like they say and get a feel for 
the new body and where you're operating. Understanding your physical capabilities 
and limitations can mean the difference between needing a new M orph] 


5. If you have spent an extended period in a Virtual environment, be aware some 
sensations may be sharper or more defined in "real space". Please remember to 
consider your surroundings and local customs when refreshing yourself on "real" 
sensations. 


[Y umiko: Not often a problem for Sentinels, even if they have been in VR or 
Infomorph states for a long period of time, but the last part stands all the time. As 
an operative, be familiar with the terrain, both physical and social, and account for 
it in your actions. Anything you do which is worth remarking might come up later 
if an opposing group tries to track you. But, if you're an AGI who hasn't tried a 
physical morph out before, this does apply. Keep it relaxed until you're in private] 


6. Be aware, unless you have made a custom order, your M orph may have been 
previously used. Be cautious leaving yourself in Privacy M ode as people may see 
your face and think you are someone else. Depending on what your M orph was 
doing recently, and how long it has been in storage, you may feel the need to 
"catch up" on bodily functions preserved during stasis. Do not be alarmed if you 
feel a strong desire to sleep, eat, excrete or experience physical or emotional 
arousal. 


[Y umiko: The face part is the most important here, especially if the organization is 
providing your bodies and doesn't give you full provenance. Given how we have to 
operate in secret, operating anonymously is not unknown. Cover your face if it's 
going to be a problem. Getting a quick meal or lay in right after resleeving can 
sometimes help you adjust, however. | edited out the lovely implication you can 
often pay for a new face right away in the shop - find somebody on the street who 
can do it cheaper. ] 
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7. If your new body comes with additional implants, take your time to familiarize 
yourself with their features, to avoid accidents and make the most of your M orph. 


[Y umiko: Again, damned good advice. Sentinels can go crazy ordering new 'ware 
for an OP, make sure you know how to use everything. As a freelancer before 
Firewall | knew some guys who accidentally hit themselves in the groin with an 
implant blade or hand laser because they forgot which muscle groups set them off. 
Enhanced Senses also can take some adjusting too. Again, edited out the bits where 
the Consortium tries to shill you on ordering new mods right away. | 


8. Remember to be polite to the Resleeving technicians. They are here to help. 


[Y umiko: Presented without comment. ] 
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